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The Legal Stuff: 
Serenity Role Playing Game, and the Cortex System are 
property of Margaret Weis Productions. This is a fan-
created document and is not to be sold. It may be freely 
distributed, assuming it is not modified. This product 
requires the Serenity Role Playing Game, Battlestar 
Galactica Role Playing Game, or Cortex System Role 
Playing Game to use. Content is the intellectual property 
of specific creators. In layman’s terms, don’t sell our 
stuff, and don’t claim it was your creation.  
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Floyd Wessel, the man who runs 
CortexSystemRPG.org, and ran its predecessor, ‘Waves 
in the Black’. Admins never get their due. They are 
expected to keep everything running smooth, make 
minor miracles happen, and keep temperamental 
patrons calm. Floyd, we owe you a debt. 
 
As the previous site was dedicated to the ‘Serenity’ role 
playing game, and the current incarnation to the wider 
Cortex System, I must give thanks to Margaret Weis 
Productions, Jamie Chambers and the crew, makers of 
the Serenity Role Playing Game, as well as Battlestar 
Galactica, Demon Hunters, Supernatural, and the 
upcoming Cortex System. 
 
And the last formal thanks must go of course to Joss 
Whedon, for creating Firefly, and bringing it to the big 
screen as Serenity. It has been an inspirational setting to 
me and many of the contributors to this fine collection. 
 
And with that said, I must now thank those who have 
contributed. I have put uncounted hours over the last few 
years creating 3d computer models, deckplans, and 
stats for my entries, and I know there are others out 
there dedicating just as much effort, and for that I am 
grateful. I couldn’t do it alone, and wouldn’t want to. The 
creativity and variety coming from the contributors is 
awesome, and a real boon to those in need of a boat 
right quick. And, finally, thanks to all those folks who 
gave us creators feedback, hopefully making us better. 
 
I would personally like to thank Frank Bonura and Sean 
Kennedy for assisting and teaching me in the ways of 
the starship builder, and Ryan Wolfe for setting a high 
standard of quality that’s pushed me to improve. 
 
Thanks to the fine folks at Zoic for creating the starships 
of the ‘Verse that we love so much. I have recreated a 
few of them in these pages, specifically: APEC, Bernard, 
Crete, Foxbat, Longbow, LST, Ocula, Trebuchet, 
Vanderdecken, Victoria, and Warhammer. None of these 
are official names. I made them up, but they are all 
based off of ships seen in ‘Firefly’ or ‘Serenity’. 
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49’er Class Prospecting Scout (by Cypher) 

 
Dimensions:  (L x B x H)   127 x 50 x 22 feet 
Tonnage:  500 Tons 
Speed:  6 cruise / 7 hard-burn 
Crew:  Pilot, Engineer 
Fuel Capacity: 12 tons (600 hours) 
Living Quarters:  4 cabins with bunks for crew and 
passengers 
Cargo and Passenger Capacity: 125 tons, Up to 6 
miners  
Gear: Hanger for one 20-ton Shuttle (not included in 
price) 
Abilities: 
Agi d8, Str d4, Vit d6, Ale d8, Int d4, Wil d4; 
Init d8 + d8, Life Points 8 
Traits: 
Dull Senses (Internal Security), Seen Better Days 
(Minor), Slow Throttle (Minor)  
Quirks: Air scrubbers and fresheners can’t handle full 
compliment.  
Skills:  Perception d6, Pilot d4 
Armament:  Armor 2W 
Price: 18,500 / 4,625 (Seen Better Days) 
Complexity:  Low 
Maintenance:  900/year, 75/month

AAFT (Alliance Armored Fast Transport) (by 

Davy Jones) 
Dimensions (LxBxH): 226 feet x 99 feet x 48 feet 
Tonnage: 1,800 tons 
Speed Class: 6 cruise/8 hard burn 
Crew Quarters: 6 single, 2 double (180-ton common 
area) 
Minimum Crew: 8 
Fuel Capacity: 65 tons/525 ton tank (400 hours) 
Cargo Capacity: 175 tons 
Passenger Capacity: 40 second-class, 2 first-class 
Gear: 90-ton armor plating (1W), 18-ton EM shielding 
(1S) 
Armament: 80 100-lb. short-range kinetic missiles 
Price:  126,900 + missile cost (20+ years:  20,925 + 
missile cost, 40+ years:  4,185 + missile cost) 
 
Agl d6, Str d6, Vit d6, Ale d6, Int d4, Wil d6; Init d6+d6, 
Life 12. Healthy as a Horse; Gas Guzzler, Memorable, 
Ugly as Sin. Athletics d4, Covert d2, Pilot d4. 
Complexity: Average (20+/40+ years: Low). 
Maintenance Cost:  3,600/year (20+ years: 
 3,240/year, 40+ years:  4,320/year) 
 
This venerable troop transport design is well-known from 
the war, drawing out strong emotions from anyone who 
sees it. The AAFT’s hideous appearance has earned it 
the nickname “Horsefly.” 
 
 
 

Adelaide Class Transport (by Selek) 

 
Dimesions: 162 X 85 X 38 feet 
Tonnage: 1,446 tons 
Speed Class: 4 cruise/ 6 hard-burn 
Crew Quarters: 2 double bunk cabins, 1 single cabin 
Fuel Capacity: 60 tons (300 hours) 
Cargo Capacity/Maximum Deck Load: 400 tons  
Passenger Capacity: 5- 2 double, 1 single bunk cabin 
Price: 34,699 new, 8,675 at auction. 
Agi d6, Str d6, Vit d6, Ale d4, Int d4, Wil d2; Life
Points 10  
Traits:   Seen Better Days (Minor), Tough As Nails 
(Minor) 
Skills: Pilot d4, Perception d4  
Complexity: Low.   
Maintenance Costs: 145 (new), 217 (used)  
Equipment:   
 
   The Adelaide Class transport was designed and built 
before Alliance restrictions on moving live stock became 
commonplace.  The vessel was designed with a central 
hold for cattle and livestock, with four hatches at the 
“corners” to facilitate on and off-loading.  Pad-eyes in the 
deck and portable fencing allowed the hold to be rapidly 
converted to nearly any desired pen arrangements, or 
none at all.  Life support systems were built to be robust 
and dirt simple in order to keep stock healthy and to cut 
down on odors and other wastes associated with large 
numbers of stock animals. 
   The ship was initially designed and built by the Kieran 
Yards and the initial production run was just under five 
hundred, but popularity waned as stock herds became 
more established and as Alliance regulations became 
more burdensome.  Over the years, the surviving 
Adelaides were converted to general cargo, where their 
capacious holds and steady, plodding reliability proved 
to be excellent attributes.   
   The Adelaide is divided unevenly into three levels-
Upper, Mid-deck and Lower.  The smaller Lower deck is 
dedicated entirely to cargo handling and storage, with a 
large work room and two smaller storage rooms set in 
the after bulkhead.  Four ingress/egress ramps allow 
passengers and cargo to embark or disembark, but with 
only three feet between the inner doors and outer ramp, 
scarcely qualify as functional airlocks. 
      The Mid deck aft is dedicated to engineering 
functions (the pulse drive and quad Duralex 4000 fusion 
drivers taking up the bulk of the ship’s mass).  Four large 
parts lockers allow for storage of the necessary tools 
and equipment, and two small (40 inch) access tunnels 
to port and starboard allow in-flight access to the 
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Duralex 4000 fusion drivers.  The MidDeck forward is 
comprised of the crew lounge and 6 cabins.  Each cabin 
has a fold-away latrine/bathroom arrangement, and 
either wall mounted or underbunk storage modules.   
   Catwalks permit travel fore and aft and allow for 
monitoring of cargo (living or inanimate) and stair cases 
lead either to the Flight or Lower Decks.  Pressure 
hatches at either end of the main centerline catwalk 
allow the engineering and habitat compartments to be 
sealed off from the main hold in the 
event of pressue loss. 
   The Upper Deck is dedicated to 
flight controls and airlocks for two 
shuttles, as well as an aft airlock for 
EVA operations.  Deck level 
pressure hatches and one at the 
cockpit allows the deck to be sealed 
off from the main holds.   
 
 
   The Bessie started life as Hull 
#14933 in the Kieran Yards on 
Boros, and was sold to a consortium 
of shippers operating out of 
Persephone. For six years, the 
consortium operated the vessel at a 
marginal profit, until increasing 
regulation inspired them to sell the 
vessel.  She was purchased at 
auction on Persephone by a man 
who called himself Captain Lars. 
   Little is known about Lars, though 
he had a reputation for delivering a 
cargo to almost any destination, on 
time, and with no questions asked.  
Vessels tentatively identified as the 
Bessie were seen running Alliance 
blockades, patrols, and embargoes 
on worlds throughout the Mid and 
Outer Rims during this period, but 
no one was able to conclusively 
accuse the illusive Lars or his crew. 
   Three years into the Unification 
War, the Bessie was discovered by 
Alliance forces abandoned and 
adrift in a Beaumonde approach 
lane.  Her logs, cargo, and 
manifests were all in order.  No 
signs of forced entry, damage, or 
other mishaps were discovered, and 
nothing in the ship’s logs indicated 
anything amiss. 
   The ship was impounded, 
adjudicated and condemned, and 
Bessie and her cargo were 
eventually sold at (separate) 
auctions to pay administrative 
costs.  The fate of her former crew 
and passengers has never been 
resolved. 
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Alliance Aerospace Fighter (by Flounder and 

Renfield007) 

Dimensions (LxBxH): 10x30x7 
Tonnage: 20 tons 
Speed Class: 10 Cruise/14 Hard Burn 
Crew: 1 
Fuel Capacity: 500lb (200 Hours) 
Cargo Capacity: 7 Tons (Armaments) 
 
Agility: d12, Strength: d2, Vitality: d6, Alertness: d8 
Intelligence: d6, Willpower: d10 
 
Life: 16 
Initiative: d12+d8 
 
Assets/Complications: 
Fast Throttle (Major Asset), Tough as Nails (Major 
Asset), Gas Guzzler (Minor Complication) 
 
Skills: 
Heavy Weapons d6, Pilot d4, Perception d4 
 
Complexity: Very High 
Price: 9,840 Credits New (Plus Ammunition) 
Maintenance: 96 Credits per Year 
 
Armaments: 
4 – .5lb Auto-Cannons (d4W Vehicle Scale), 1500 
Rounds Each 
2 – 2lb Auto-Cannons (d8W Vehicle Scale), 500Rounds 
each 
8,000 lbs of missiles as per mission requirements 
 
Armor: 6W (Newtech, ½ Weight) 
 
The Alliance Aerospace Fighter was designed to fill the 
roll of fighter interceptor and close in ground support. It 
was a decent close in ground support fighter, but it 
excelled as an interceptor. Its cannons could make 
mince meat of most other fighters. Of course due to high 
cost only a few of these ever saw service in the war, and 
those were mainly in elite squadrons. 

Alliance A-48 Aerospace Gunship (by Lynn 

LeFey) 

 
Dimensions: (LxBxH): 65 x 46 x 21 feet. 
Tonnage: 50 tons 
Speed Class:  7 cruise/ 9 hard-burn  
Crew: 1 
Fuel Capacity:  50 lbs. (8 hours) 
Cargo Capacity: None 
Passengers: 0 
 
Agility d10, Strength d2, Vitality d6 , Alertness d8, 
Intelligence d6, Willpower d12 
 
Initiative d4+d6 
Life 14 
Pilot d4, Perception d4, heavy Weapons d4 
Gas Guzzler, No pulse drive 
 
Complexity:  High 
Price:  7900 (not including missiles) 
Maintenance Cost:  160 
 
Gear: 
Escape Pod: the cockpit of the fighter is actually a self-
contained escape pod.  
Armor: W4 
Nose Gun: 1-pound autocannon (1000 rounds of ammo) 
Ordinance: 7.25 tons 
 
Normal Ordinance Load: 
30 short range 10-lb. Decoys. 
4 medium range 200-lb high explosive missiles. 
4 short range 500-lb high explosive missiles. 
 
The A-48 is not a finesse fighter. It is essentially a flying 
tank. It’s heavy armor is intended to protect it in its 
primary role as ground support. This role also allows it to 
carry shorter range missiles, so it packs a strong kick, if 
somewhat lacking in range. 
 
In peacetime, it is a reasonable vessel for ‘blue space’ 
patrol sortees, and is frequently seen in civil air defense 
bases. 
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APEC (Alliance Patrol and Enforcement 
Cutter) (by Lynn LeFey) 

 
Dimensions 65Lx60Bx25H 
Tonnage: 390 tons  
Speed Class:  6 cruise/ 10 Hard Burn 
Crew: 2 
Fuel Capacity:  8 tons (600 Hours) 
Cargo Capacity: 50 tons 
Passengers: 2 (in brig) 
 
Agility d10, Strength d4, Vitality d6 , Alertness d8 
Intelligence d4, Willpower d6 
 
Initiative d10+d8 
Life 10 
 
Fast Throttle (Major) 
Perception d6, Covert d2 
 
Complexity:  High 
Price:  40,000 new 
Maintenance Cost:  1248 credits per year 
 
Gear: Armor W8 (newtech x4, weighs half normal) 
 
Armaments 
Nosegun .2-lb autocannon (d2 vehicle scale damage) 
2000 round magazine 
Missile Load: 20 tons, mission specific. 
 
Despite the friendly sounding monacer of ‘Cutter’, The 
APEC is in fact a gunship. It is made as a fast patrol 
vessel, with enough cargo capacity to confiscate illegal 
cargo. It is fast, heavily armed and armored, and is 
almost always dispatched in groups of two or three. Any 
smart smuggler will heave t oand prepare to be boarded 
in the presense of these craft. Like the ASREV, the 
APEC is capable of longer missions but its small crew 
space makes it somewhat uncomfortable for extended 
missions. Instead, it is most often based off of a Crete 
class carrier. 
 

 
 

Angelyne Modified Mid-Bulk Transport (by 

Davey Jones) 

 
Dimensions (LxBxH): 224 feet x 92 feet x 32 feet 
Tonnage: 1,900 tons 
Speed Class: 6 cruise/8 hard burn 
Crew Quarters: 3 single (7.7 tons), 2 double (15.4 tons), 
118-tons for common areas, 30-ton infirmary 
Minimum Crew: 4 
Fuel Capacity: 70 tons/350 ton tank (1,179 hours) 
Cargo Capacity: 389 tons (45 tons of space available on 
four weapon hardpoints, unused), 20 tons reserved for 
cold/frozen storage 
Passenger Capacity: 2 second-class, 2 second-class 
suites 
Gear: two 20-ton short-range shuttles (20 tons each), 2 
large wheeled mules (half ton each) 
Price:  18,160 
 
Agl d8, Str d6, Vit d8, Ale d2, Int d4, Wil d4; Init d8+d2, 
Life 10. Fuel Efficient, Hooked, Seen Better Days. 
Athletics d2, Knowledge d2, Perception d2, Pilot d2. 
Complexity: Low. Maintenance Cost:  380/month 
 
The ship that would eventually be named Angelyne was 
the fourth ship of an ill-fated class of transports that were 
designed to be the successor to the wildly-popular 
Firefly. First rolling out of the shipyards 22 years ago, the 
Angelyne and her sisters were commissioned by a 
shipping line on Ariel. The new owners discovered 
almost immediately that the unique fuel flow regulators – 
built to give the ship its high fuel efficiency – were prone 
to fouling and required almost constant monitoring and 
frequent flushing. 
 
The problem, combined with a smaller cargo capacity 
than most ships of it’s type (especially the venerable 
Firefly), made it a white elephant the corporation couldn’t 
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afford to retain. The ships were sold at auction, most 
going to private interests from the border planets and the 
rim. 
 
The Angelyne was one such ship, purchased by a 
rancher on Shadow to help his family move livestock 
offworld. When the Unification War came, the owner, 
one Dante Forester, stood up a special operations 
battalion and converted the Angelyne, named after his 
wife, into his command ship. 
 
The ship served Lt. Col. Forester and his “Dante’s 
Raiders” well, fitted with captured military hardware that 
made her one of the fastest ships in the ‘Verse. After the 
Battle of Serenity Valley, Forester was executed for war 
crimes supposedly committed on a raid a year earlier 
and the ship was I to his nephew and only surviving 
family member (the rest having perished when Shadow 
was bombed), stripped of anything remotely resembling 
military-grade hardware. 
 

Ares Station (by ElectricBadger) 

 

Str d4, Agi d2, Vit d6, Ale d8, Int d6,  
Wil d6 
 
Speed: 1 
Assets: None 
Complications: Slow Throttle (Major) 
Complexity: Low 
Skills: Heavy Weapons d4, Knowledge: Mineral 
Processing d8 
Maintenance: 420c/year 
Fuel: 6 tons (400 hours); typically deployed with two 
large tanks (25 tons each) to power machinery 
Cargo: Machinery Bay (200 tons), Living Area Storage 
(20 tons) 
Crew Quarters: Two Doubles (20 tons each), Common 
Area & Galley (30 tons), Control Center (20 tons) 
Passengers: None 
Gear: 2W Armor (7 tons), typically deployed with 2 
remotely connected 1 lb cannon (2,000c more) 
Tonnage: 350 Gross Tons 
Cost: 2450c (Plus machinery and weapons) 

Armored Light Cruiser (by Davy Jones and 

Limerickcot) 

 
Dimensions (LxBxH): 395 feet x 545 
feet x 365 feet 
Tonnage: 262,000 tons 
Speed Class: 2 cruise/3 hard burn 
Crew Quarters: 200 single, 40 
double (5,040-ton common area 
Minimum Crew: 34 
Fuel Capacity: 8,600 tons/43,000 
ton tank (400 hours) 
Cargo Capacity: 2,750 tons 
Gear: 100 ASREV (double as crew 
shuttles), 280 escape pods, 65,500-
ton armor plating (5W), 5,240-ton 
EM shielding (2S) 
Armament: 30 100-lb. cannon 
(6,000 conventional/EM rounds), 76 
20-lb. cannon (15,200 
conventional/EM rounds), 400 
10,000-lb. long-range missiles, 800 
4,000-lb. long-range missiles, 800 
2,000-lb. medium-range missiles, 
1,000 1,000-lb. medium-range 
missiles 
Price:  23.36 million + ammo and 
missile cost (20+ years:  5.84 
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million + ammo and missile cost, 40+ years:  958,350 + 
ammo and missile cost) 
 
Agl d2, Str d10, Vit d8, Ale d8, Int d8, Wil d10; Init 
d8+d2, Life 20. Good Name, Healthy as a Horse; Dull 
Sense, Gas Guzzler, Slow Throttle (minor). Heavy 
Weapons d4, Knowledge d2, Mechanical Engineering 
d4, Perception d6, Pilot d2. Complexity: Very High (40+ 
years: High). Maintenance Cost:  1,257,600/year (20+ 
years:  1,886,400/year, 40+ years:  1,676,800/year) 
 
The armored “light” cruiser is the Alliance’s primary 
capital ship aside from the 5.5 million ton cruiser. Built 
more for combat than “keeping the peace,” this solid 
design is nonetheless popular with both military and 
civilians alike, as this is the primary humanitarian relief 
vessel for major planetary disasters. While robust, the 
design’s communications system has a limited range – a 
byproduct of the cruiser’s heavy armor and shielding. 
 

Arrowhead Courier (by Lynn LeFey based on the 

design by Jeff Carlisle) 

 
Dimensions (LxBxH): 130x75x25  
Tonnage: 300 tons  
Speed Class: 7 cruise/9 hard-burn  
Crew Questers: 2 single cabins  
Fuel Capacity: 7.5 tons (600 hours)  
Cargo Capacity: 75 tons (70 tons if escape pods are 
carried) 
Passengers: 2  
 
Agility d8, Strength d4, Vitality d8, Alertness d2, 
Intelligence d2, Willpower d6  
 
Initiative d8+d2  
Life 10  
Pilot d4 
 
Complexity: Low  
Price: 12,600 new 
Maintenance Cost: 360 Credits per year 
 
Gear: some models carry 2 2-man escape pods (adds 
400 credits to ship cost new, or 100 used) 

 
This older model courier can often be found for sale 
used. It was favored among independent forces during 
the unification war for its ease in conversion into 
gunship.  
 
 

 
 
 
 
 

Avocet Independent Type 2 Fighter (by Davy 

Jones) 

 
Dimensions (LxBxH): 36 ft. 4 in. x 31 ft. 10-1/2 in. x 11 ft. 
11-1/2 in. 
Tonnage: 34.6 tons 
Speed Class: 6 cruise/10 hard burn 
Crew Quarters: n/a 
Minimum Crew: 1 (pilot) 
Fuel Capacity: 173 lbs./ 0.43 ton tank (40 hours) 
Cargo Capacity: 492 lbs. 
Armor: 4W (1.384 tons volume/9.92 tons weight) 
Armament: 2 – 50lb. cannon (4 tons), with 95 shots each 
Price: (estimated, new)  112,890.8 
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Agl d12, Str d2, Vit d12, Ale d2, Int d2, Wil d12; Init 
d8+d2, Life 14. Fast Throttle (major), Dull Sense 
(comms, minor), Gas Guzzler (minor). Heavy Weapons 
d4. Complexity: High. Maintenance Cost:  9.23 per 
month 
 
As 2508 opened, the Independent Faction was giving 
the Alliance a bloody nose with a string of victories that 
made it very clear that they were fighting to win the war, 
not just prevent defeat. However, they were still 
outgunned and outmanned, complicating their 
technological disadvantage. 
 
One of the Browncoats’ major deficiencies was control of 
the skies. Moving men and materiel were difficult enough 
without having to deal with Alliance blockades seemingly 
around every planet. Independent commanders turned 
to a new strategy of smaller, faster vessels to counter 
the Alliance space-dominance. 
 
Aerospace engineers developed a series of vessels, 
including a new, low-tech armored fighter dubbed the 
“Type 2.” This easy-to-build one-man space-superiority 
fighter was designed with speed and toughness in mind, 
replacing with numbers what the Browncoats couldn’t 
have in heavy spaceborne platforms. 
 
Groups of fighters were assigned to the various 
Browncoat spaceborne squadrons, performing escort 
and strike duties in space against the overwhelming 
Alliance numbers. But, while the individual successes of 
the squadrons were far beyond the expectations of the 
Independent Faction leadership, the Browncoats just 
couldn’t produce enough Type 2s to turn the tide of the 
war. 
 
In the end, some 2,200 Avocet fighters were produced 
between 2509 and 2510, with nearly 800 lost in combat 
and another 350 captured. Browncoat records indicate 
another 150 were lost to various accidents and attacks 
from “pirate” groups. Alliance reports indicate that most 
of the remaining 1,000-or-so fighters were scrapped 
after the truce was signed; however, rumors persist 
today that most of the “scrapped” fighters were never 
accounted for and are hidden somewhere, waiting to be 
found when the fight for independence begins again. 
(Most people discount these rumors as fanciful stories of 
some mechanical version of King Arthur from Earth-that-
Was, although some enterprising groups have begun 
looking for this lost wing of fighters.) 
 
Some 23 Avocets are known to exist today, most in 
private hands. Two non-functional models are on display 
at the Serenity Valley Historical Battlefield Memorial 
Center and Museum as an homage to the courage of the 
men and women who flew them in defense of their 
ideals. Three operational models are at the Lincoln-
Arnell shipyards on Persephone, and perform in local 
airshows to the delight of thousands. The operational 
condition of the other 18 Type 2 fighters is unknown. 

 
Small and fast, the Type 2 was built as a spaceborne 
tank. With powerful firelinked twin-50-lb. cannon on the 
nose, the Avocet can deliver a bloody nose to much 
larger ships, while its heavy armor plating allows it to 
stay toe-to-toe with said adversaries. Not that it needs 
to; with a speed classification of 6/10, the Type 2 can run 
circles around most other combat craft. 
 
The simplistic design of the Avocet precluded the use of 
vectored thrust for take-offs and landings, so the ship 
was instead built with a heavy emphasis on 
aerodynamics for atmospheric operations. However, the 
spacecraft was normally launched and captured by 
specially-modified freighters, nominally termed “carriers,” 
in groups of 6-12 aircraft. Carriers suffered heavy losses 
during the war, and none are believed to still exist intact. 
(The Alliance speculates that any surviving Avocet 
“carriers” were reverted back to standard freighter and 
transport configurations after the war.) 
 
Lessons learned from fighting Avocets led the Alliance to 
develop the Hummingbird fighter in 2513. 
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Basker class fueling ship (by Lynn LeFey) 

 
Dimensions: 300x100x100 
Tonnage: 7500 tons 
Speed Class: 4 / 6 full burn 
Crew quarters: 4 
Fuel Capacity: 150 tons (800 hours of operation) 
Cargo Capacity: 20 tons of general cargo, 2000 tons of 
fuel 
Passenger Capacity: None 
Price: 180,000 credits new (45,000 with minor ‘Seen 
Better Days’) 
AGI d4, STR d6, VIT d6, ALE d4, INT d4, WIL d4 
 
Pilot d4 
Seen Better Days (Minor), Fuel Efficient 
 
Complexity: Low 
Maintenance Cost: 9000 credits per year new (13500 
with minor ‘Seen Better Days’) 
Life Points: 10 
 
Gear: Hydrogen collection equipment. This equipment is 
capable of collecting 400 tons of hydrogen per day from 
the upper atmosphere of gas giants.  
 
Description: While also the name of this class of ship, 
‘Basker’ is also sometimes used as a general term to 
describe ships designed to collect fuel from Gas Giants. 
This ship moves into the upper atmosphere of gas giants 
and using its ramscoop, collects the hydrogen there, 
cooling and compressing the gas into liquid state for use 
as fuel by other vessels. 

Bathairn Luxury Liner (by Davy Jones) 

Dimensions (LxBxH): 486 feet x 100 feet x 222 feet 
Tonnage: 36,000 tons 
Speed Class: 5 cruise (no hard burn) 
Crew Quarters: 450 single, 10 double 
Minimum Crew: 20 
Fuel Capacity: 1,000 tons/5,000 ton tank (800 hours) 
Cargo Capacity: 2,880 tons 
Passenger Capacity: 80 second-class, 120 second-class 
suites, 100 first-class, 150 first-class suites, 30 80-ton 
grand suites 
Gear: ten 20-ton short-range shuttles (configured for 
passengers), 1,000 escape pods 
Price:  2,984,800 (20+ years:  476,200, 40+ years: 
 95,240) 
 
Agl d4, Str d8, Vit d6, Ale d6, Int d6, Wil d6; Init d6+d4, 
Life 14. Allure (major), Fuel Efficient; Slow Throttle 
(major). Knowledge d2, Mechanical Engineering d4, Pilot 
d6. Complexity: High (20+/40+ years: Average). 
Maintenance Cost:  115,200/year (20+ years: 
 108,000/year, 40+ years:  144,000/year) 
 
The Bathairn Corporation is a small shipbuilding 
company that solely constructs luxury liners. Each ship 
is roughly 36,000 tons, but built to customer 
specifications; no two Bathairn liners are exactly alike. 
One thing is common, however; Bathairn liners are some 
of the most opulent vessels in the black.  
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Bernard Rescue and Salvage Vessel (AKA 

Reaver Grappler) (by Lynn LeFey) 

 
 
Dimensions: 123L x 78H x 94B 
Tonnage: 1800 tons 
Speed Class: 4 (no hard burn) 
Crew quarters: 1 single, 2 twin 
Fuel Capacity: 45 tons (600 hours of operation) 
Cargo Capacity: 160 tons in main cargo, 135 tons in 
storage rooms 
Passenger Capacity: (storage rooms can be converted 
to cargo space, but none standard) 
Price: 88,800 credits new 
 
AGI d6, STR d6, VIT d8, ALE d6, INT d4, WIL d10 
 
Pilot d4, Perception d4 
 
Slow Throttle (major), Ugly as Sin (minor), Strong as an 
Ox 
 
Complexity: Average 
Maintenance Cost: 14400 credits per year 
Life Points: 16 
 
Gear:  
Hardpoint Duel Grappler (can release two hardpoint 
grappler lines at point blank range. Lines are strong 
enough to support 10 times the ship’s mass without 
breaking) 
 
Magnetic Grappler (magnetic grappler is functional at 
short range, and can handle four times the ship’s mass) 
 
Armor W2  
 
Description: Designed primarily as a rescue ship, the 
Bernard (named for the Dog Breed from Earth-That-
Was) is an incredibly robust vessel, capable of holding a 
large number of passengers in a pinch. Storage rooms 
along two ‘arms’ come equipped with fold-down bunks, 
and the ship has tethers for emergency auxiliary power 
and life support to assist stranded vessels. However, the 
ship’s primary role is that of a towing ship. It’s physical 
grapplers and grav drives are capable of towing a ship of 

7200 tons safely at interplanetary speeds. The grappling 
lines themselves can handle much higher initial shock 
loads, allowing the ship to grapple another, then use its 
engines to remove any tumbling speed. When towing, it 
pulls with gravitic drives, with turrets facing the towed 
vessel. When landing, it uses the same grav drives in 
reverse to oppose gravity. The ship’s hull is reinforced, 
allowing it to take minor impacts in debris fields without 
serious damage, and is structurally reinforced, with good 
containment in the event of hull breach. All of these fine 
qualities made the ships perfect for reaver control. 
Operators of the vessels on or around Miranda 
responded to distress beacons, only to have their ships 
and lives taken when confronted with marauding Reaver 
hunting parties. 
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Black Sun Mk I Cruise Liner (by ElectricBadger) 

 

 
Str d10, Agi d4, Vit d8, Ale d6, Int d8, Wil d6 
 
Assets: None 
Complications: Slow Throttle (M), Only in the Black 
(m)(unable to enter atmo) 
Speed Class: 3 (No Hard Burn) 
Tonnage:250,000 
Complexity: Average (36) 
Cost: 7.5 million c (For the unequipped vessel only; the 
actual ships are probably around 20 million c or more) 
 
[Beginning tonnage only; bottom 3 floors of aft section] 
Engineering: 5,000 gross tons (Secondary aft bridge, 
machine shops, extensive repair equipment and spare 
parts storage as well as access passages and a large 
work area).  
Infirmary: 300 gross tons (Two full surgical rooms, 
pharmacist, and 12 individual rooms) 
Marshal’s Office: 200 gross tons (Offices, armory and 3 
brig cells) 
Offices: 1,000 gross tons (50 offices) 
Cargo: 3,400 gross tons (12x 200 gt [20’x20’x50’] 
containers, 1,000 gt [20’x40’x125’] store room) 
Docking Bays: 10,500 gross tons (2x 5,250 gt 
[20’x120’x220’]; one formal reception, one utility).  
Normal complement includes 6 personnel shuttles & 18 
utility shuttles. 
 
Approx. Dimensions: 
Keel: 860’ 
Height: 200’ (100’ Without Bridge Tower) 
Beam: 360’ 
 
the most notable feature of the BS1 is the Grand 
Promenade, a glass structure that wraps around the 
edges of the vessel.  30’ tall and at least that wide, it’s 
bordered on the fourth (interior) side by three levels: the 
first floor are shops and cafes, raveli after each ship’s 
namesake city of Earth-That-Was, including tables 
spread through cobbled streets, fountains, and 
holographic birds.  The forward section of the 
Promenade includes the Romanesque baths, swimming 
pools and spas.  The interior of the fore-section is filled 
with a honeycomb of rooms, suites, ball rooms and 
amenities, dominated by the Grand Staircase and the 
semi-circular theatre (styled “in the round”).   
 
The aft section, more block-like than the public areas, 
contains the shuttle bays on the lowest level (the public, 
formal entance on the right, at the bottom of the Grand 

Staircase, and the utility bay on the left) as well as a 
large storage room.  The central two floors are mostly 
occupied by detachable cargo and fuel containers, 
engineering, infirmary and offices.  The top two floors 
are the barracks and the crew’s recreation areas, as well 
as access to the ship’s 26 escape shuttles.  The stem of 
the tower includes suites for the captain, officers and 
ship’s owner, while the top floor is occupied by the 
bridge and computer navigation systems.   
 
The BS1 series was initiated when Black Sun Cruise 
Lines, LLC announced its intent to produce a new line of 
luxury vessel.  Among the usual contestors for the 
contract was a surprise entrant: New Vienna Shipyards, 
a relatively small construction firm located on the rim.  
NVS was awarded the contract and was the primary 
producer, although extensive sections (including 
sections of the engines and the entire computer network) 
were sub-contracted to other firms, mostly within the 
Core.   
 
A total of three ships – the Paris, Tokyo and Milan – 
were produced, and Black Sun announced its complete 
satisfaction with their quality.  The willingness of BS to 
contract with such a minor firm, and the amount of 
subcontracting involved, has led to wide-spread 
speculation that NVS produced the ships for little profit, 
or possibly even for a loss, with the intent to break into 
the market for larger vessels and the hope for wider 
recognition.   
 
For its part, Black Sun certainly didn’t withhold any 
savings.  The ships are packed with rare metals, 
precious cloth, armies of employees providing every 
amenity, and museums of artifacts from Earth-that-was.  
The vessels rarely leave the Core worlds, and while 
dependent upon the season and destination passage 
usually begins at 250c per week for a standard two-
person room.   
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Blockade Runner (by Davy Jones) 

 
Dimensions (LxBxH): 456 feet x 189 feet x 63 feet 
Tonnage: 9,050 tons 
Speed Class: 6 cruise/10 hard burn 
Crew Quarters: 10 single, 4 double (324-ton common 
area) 
Minimum Crew: 14 
Fuel Capacity: 200 tons/1,000 ton tank (400 hours) 
Cargo Capacity: 1,996 tons 
Passenger Capacity: 10 first-class 
Gear: four 20-ton short-range shuttles, four large mules, 
905-ton armor plating (2W) 
Armament: One 20-lb. cannon (80 conventional rounds, 
20 EM rounds) 
Price:  899,970 + ammo cost (20+ years:  224,993 + 
ammo cost, 40+ years:  44,999 + ammo cost) 
 
Agl d8, Str d6, Vit d6, Ale d4, Int d4, Wil d10; Init d8+d4, 
Life 16. Fast Throttle (major), Loved; Gas Guzzler, 
Lightweight. Athletics d4, Pilot d4. Complexity: High. 
Maintenance Cost:  28,960/year (20+ years: 
 43,440/year, 40+ years:  57,920/year) 
 
This design is representative of the myriad of light, fast 
blockade runners used during the war. While the 
dimensions may change, these ships share a common 
purpose: moving high-value cargo through enemy 
territory. 
 
Lightly armed and armored, the blockade runner doesn’t 
stay and fight, instead using its offensive and defensive 
capabilities to get past the blockade. Now that the war is 
over, few true blockade runners remain, the rest having 
been converted to some other purpose, scrapped or 
destroyed. 
 

Bombardment Destroyer (by Davy Jones) 

 
Dimensions (LxBxH): 600 feet x 300 feet x 220 feet 
Tonnage: 66,000 tons 
Speed Class: 3 cruise/4 hard burn 
Crew Quarters: 16 single, 8 double (576-ton common 
area) 
Minimum Crew: 20 
Fuel Capacity: 1,250 tons/6,250 ton tank (400 hours) 
Cargo Capacity: 3,102 tons 
Gear: four 20-ton short-range shuttles, 13,200-ton armor 
plating (4W), 660-ton EM shielding (1S) 
Armament: Four 50-lb. cannon (1,000 conventional 
rounds), 200 1,000-lb. explosive bombs, 100 500-lb. 
nuclear bombs, 1,000 200-lb. kinetic bombs, 1,000 200-
lb. magnetic bombs, 140 500-lb. short-range (canister, 
jammer, decoy) missiles 
Price:  4,161,920 + ammo, bomb and missile cost (20+ 
years:  743,480 + ammo, bomb and missile cost, 40+ 
years:  148,696 + ammo, bomb and missile cost) 
 
Agl d4, Str d8, Vit d10, Ale d6, Int d6, Wil d6; Init d6+d4, 
Life 14. Branded, Gas Guzzler, Slow Throttle (minor). 
Covert d4, Heavy Weapons d6, Pilot d4. Complexity: 
High (20+/40+ years: Average). Maintenance Cost: 
 211,200/year (20+ years:  198,000/year, 40+ years: 
 264,000/year) 
 
The bombardment destroyer is famous for, among other 
atrocities, the devastation on Shadow. Once in a 
planetary atmosphere, the bombardment destroyer 
unleashes a hurricane of conventional, EM and nuclear 
bombs on a ground target. For its part over Shadow, it 
has earned the nickname “Murder Wagon.” 
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Bulk Medium Freighter (by Davy Jones) 

from: http://artships.com/2008/plucked.php 
 
Dimensions (LxBxH): 222 feet x 110 feet x 79 feet 
Tonnage: 39,000 tons 
Speed Class: 1 cruise/2 hard burn 
Crew Quarters: 10 single, 2 double (240-ton common 
area) 
Minimum Crew: 12 
Fuel Capacity: 1,250 tons/6,250 ton tank (600 hours) 
Cargo Capacity: 26,180 tons 
Passenger Capacity: 6 second-class, 3 first-class, 1 first-
class suite, 32-ton common area 
Gear: four 20-ton short-range shuttles (two configured as 
life boats) 
Price:  157,920 (20+ years:  40,920, 40+ years: 
 9,720) 
 
Agl d2, Str d8, Vit d6, Ale d4, Int d2, Wil d4; Init d4+d2, 
Life 12. Branded (minor), Slow Throttle (minor). 
Knowledge d4. Complexity: Very Low. Maintenance 
Cost:  31,200/year (20+ years:  46,800/year, 40+ 
years:  62,400/year) 
 
This quirky design was nearly scrapped before it first got 
off the ground. Built as an attempt to mix the “best of 
both worlds” of a heavy hauler and a luxury cruise ship, 
the bulk medium freighter never succeeded as either. 
While it has a good carrying capacity, the design was 
prone to thermal regulator failures, which, when it didn’t 
kill the crew or destroy the ship, would often ruin 
temperature-sensitive bulk cargo. 
 

Bu Feng Prison Transport (by Limerickcot) 

 
Dimensions: LxBxH 138x90x36 
Tonnage: 268 tons 
Speed Class: 8/10 Hard Burn 
Crew: 1 – Pilot with capacity for four more, usually 
security staff 
Crew Quarters: 1 single, 2 double cabins 
Fuel Capacity: 54 tons (1,200 hours)  
Gear: 26 missiles – 100 lb short range missiles or 52 x 
50 lb medium range missiles.  
4x ½ lb Cannon with 1000 rounds each, 1 covering 
forward cargo hatch & lift, 2 covering wings and rear 
hatch, 1 covering Dorsal and upper wing areas (and 
starboard air lock). 
8 ton vehicle hanger with turntable  
Passenger Quarters: 4 prisoner’s in single cells, 4 
prisoners in cryonic suspension 
 
Cargo Capacity:  8 tons in lower deck stowage 
Armour:  None 
Structural Tonnage: 27 tons 
Engine Tonnage: 91 tons 
Fuel Tank Weight: 54 tons 
 
Owner:    
Registry:   
Cost to Buy New: ¢21440 
Complexity:  30 
Maintenance Costs: ¢1340 per annum 
   ¢ 112 per month 
 
Cost to buy second Hand: ¢1297.5 
Maintenance costs: ¢ 519 per year 
¢ 43.5 per month 
 
Agility d8, Strength d4, Vitality d4, Alertness d6, 
Intelligence d4, Willpower d6 
Initiative d4+d4 
Life Points 8 
 
Assets: None 
 
Complications: Branded (Major) – This type of ship is 
very well known. Other ships usually steer well clear of a 
Bu Feng – or know just where to find one. Anyone 
departing this ship – and not obviously a judge, is likely 
to be spat upon as a bounty hunter (or hero 
worshipped). They’ll have a very hard job trying to 
convince anyone that they’re not some kind of law 
enforcement on the prowl. 
 
Programs 
Athletics d2, Covert d2, Heavy Weapons d4, Mechanical 
Engineering d2, Perception d4, Pilot d2 
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Ship History 
 
The Core Planets have a 
unified police system that 
covers every aspect of its 
citizens lives. On the Border 
and Rim worlds, it’s another 
story. Local sheriffs and 
marshals keep the peace, 
arrest malefactors – and then 
wait for a judge to turn up. Or 
ship the prisoners off to a 
local city, or other world for 
trial. There are many tales of 
these vehicles being 
ambushed. 
 
A decade before the 
unification war, Shadow put in 
an order to Delphinium Yards 
for a raveling n (and 
relatively cheap) ship that 
could land, pick up prisoners 
or deliver a judge, to any 
community on planet. The 
vessels saw service 
throughout the war, mainly in 
Independent hands, where 
they were used primarily to 
land small scout groups and 
provide local fire support. 
 
After the war, the Alliance 
saw the same needs as the 
government of Shadow had. 
And a modified Bu Feng was 
brought into extensive 
production. 
 
Variants: 
 
Original DYBF Mk1: The 
‘Shadow’ version mounted 
variable thrusters on external 
wing pods.  
 
DYBF Mk2: This was a vessel 
modified for the war. It carried 
armour, a top mounted 
cannon and extra ammunition 
but traded speed for these improvements. The extra 
thrust needed produced heat blooms occasionally in the 
thrusters which made them an easy target for SAM’s. 
 
DYBF Mk3: Alliance Federal Model: Thrusters are hull 
(internally) mounted, and only give a heat signature 
directly aft. No gun turret but the missiles are retained 
and four half pound cannons cover all entrances and 
approaches to the ship. A cortex source box is provided 

and the ship can be used as an improvised court if 
required.  
 
DYBF Mk4: Bounty Hunter Model: As Mk3 but vehicle 
bay and cargo bay are enlarged to 8 tons each. 
 
The Bu Feng Mk4 has been brought to public attention 
by two holo shows with a wide catchment. The first one 
is ‘Judge and Jury’ – the fictional holoshow of Judge 
Bessie Parker who portrays a raveling circuit judge in 
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the rim worlds. The second is a holodocumentry about 
the Bounty Hunter Lie Quan, whose ship is his home, 
and his crew is his family. They show the ‘real’ life of 
apprehending wanted criminals on the frontier. It is now 
in its third season and is rated in the top 50 shows 
currently broadcasting. 
 
DYBF Mk5: As mk4 but with swing wing and greater 
agility – short production run only. 
 
Upper Deck: 
Missile Launch tubes and control access. Any 
maintenance is carried out from here and spare tools 
and parts are kept here for the magazine. Also crane 
controls. 
 
Magazine. Each magazine has an autoloading sequence 
that allows them to be fired from the pilots position. Two 
missiles are ready loaded at all times – one is a decoy, 
the other is a jammer. Two large hatch plates can be 
opened when the ship is being loaded and a small crane 
is controlled from the control access position to allow the 
missiles to be loaded. 
 
Upper Lounge. Hatch access to main deck. Replete with 
couches and with a large plant in the centre, this lounge 
is used (by some) as a private interview room between 
Judge and Attorneys or the like.  
 
Upper Hatch and lift. In the old Mk 2 this was the cannon 
hardpoint. To avoid changing the design too much, the 
later marks include a lift and airlock with connecting 
tubes for docking with other ships and installations. 
 
Main Deck 
Bridge. Designed to be piloted by just one, there is a 
second co-pilots position for those craft that carry them. 
It is usually the co-pilots job to operate ships missiles. 
Emergency suits and weapon lockers are located here, 
as is the main security system for the ships cells. 
 
Captains Cabin. This private and cramped cabin hosts 
desk, bed and toilet and sink plus an office desk. 
 
Captains Office. Including a small bar, the cortex 
sourcebox and seating for all passengers/crew. 
 
Spare Cabins. Two single cabin beds, wardrobes and 
desks make up these two rooms. They can be used for 
either crew or passengers. 
 
Main Lounge. Lounges are configured to each crews 
requirement. The vessel only comes with three fitted 
features – a couch, table, and a large, moveable, cortex 
screen. On circuit judge ships this is retrofitted to provide 
a miniature courtroom. 
 
Airlock. The stair ramp extends down to the ground. 
When court is in session this is normally the only lock left 
open. 

 
Ships crew shower facility.  
 
Galley. All eating and cooking is usually done here, and 
most of the ships consumables are stored here also. 
 
Access to Upper Deck. This also forms a small airlock. 
 
Cryonic Storage. Up to four suspended animation units 
can be stored here. This method of travel provides a 
safe and secure way of transporting prisoners. A lift hoist 
lowers these to the vehicle deck. 
 
Lower Deck access and airlock. 
Prisoner Block. Each cell contains a bunk, 
toilet/washbasin, and autofeeding mechanism. Prisoners 
can get a shower in the fresher if required. Each cell is 
locked and so is the passageway to the main ship – 
resulting in multiples of doors to get through to break 
out. Release requires a coded sequence entered at the 
bridge, as well as mechanical locks. 
 
Sickbay. This small but well equipped sickbay is 
provided with all new-build vessels, as a requirement of 
Alliance Law insists that a treatment facility be made 
available for all space vessels transporting Alliance 
prisoners. The same law does not state that a qualified 
medic has to attend during the voyage. 
 
Engineering. Fusion plant and Thrusters. A workbench 
and lathe can be found alongside the wall, as well as 
lockers containing tools and parts. 
 
Lower Deck 
Landing Gear. 
 
Forward Loading Ramp. Used for cargo and is quite 
steep. 
 
Cargo Hold – 8 tons of cargo. A lift can be lowered up to 
16 feet from here, allowing easy loading of cargo, 
especially in pallets. Door to vehicle hanger. 
 
Vehicle Bay – can take up to 8 tons of vehicles and has 
a turntable to allow easy loading/unloading of these. This 
allows a prison van to drive up, unload its cargo and 
then revolve and egress easily. Stairs lead up to the 
Main Deck (airlocked). 
 
Vehicle Ramp – capable of taking up to 10 tons in direct 
weight and still closing. This ramp can extend to double 
its length to allow a gentler grade for vehicles. 
Typical Local Law Enforcement Prison Van. These 
capture wagons are sometimes carried normally in 
Alliance vessels and then have the ships registration 
code listed on them. 
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C314 Skyhook Class Transport (by mait and 

Shindigital Pictures) 

 
Dimesions: 134 X 80 X 25 feet 
Tonnage: 536 tons 
Speed Class: 5 cruise/7 hard-burn (3/4 with the original 
Gurtsler drive) 
Crew Quarters: 2 (originally 1) double bunks, 
1 single cabin 
Fuel Capacity: 12 tons (400 hours) in 60 ton 
tank 
Cargo Capacity: 37,5 tons (vertical takeoff) 
or 62,5 tons (1000 ft. runway) in cargo pod 
Passenger Capacity: None, crew quarters 
only 
Price: € 10720 (6432 with the original 
Gurtsler drive). 
 
Agi d6*, Str d4, Vit d8, Ale d2, Int d2, Wil d2; 
Initiative d6+d2, Life Points 6; 
Traits: Everybody Has One (Minor)**, Gas 
Guzzler (minor, upgraded version only) or 
Slow Throttle (minor, original version only), 
Healthy as a Horse (minor). 
Skills: Athletics  d2, Perception d2, Pilot d2.  
Complexity: Very Low. 
Maintenance Costs: 429 per year. 
 
Quirk – Accelerating to full burn is a rough 
ride and the crew need to be strapped tightly 
to their seats for that time. The upgraded 
version has the old pulse drive completely 
replaced by a trio of Sutherland 320 cloud-
induction engines. The three engines 
operate in synchrony, producing nearly 60% 
more acceleration than the standard drives. 
They consume a similarly increased amount 
of power to do so. The onboard 
compensation was modified to 
accommodate the increased engine power, 
but still the system was not designed to cope 
with such powerful engines. As such, the 
ship´s frame, passengers and cargo 
experience up to 5 g of uncompensated 

acceleration during the start of a full burn.  
 
------ 
* Skyhooks engine pods are fixed to the wings and only 
vectored thrust nozzles and RCS Jets can be used for 
rapid maneuvers. Carrying cargo container within atmo 
gives a -1 step penalty to ships Agility. 
** New drive might be a small surprise for anyone 
attempting to exploit the known features of the ship. 
 
A Skyhook enters the atmosphere on its back, nosefirst, 
like a backstroke swimmer. This would seem "upside 
down" relative to a ship like the space shuttle, as a 
Skyhook's heat shield is dorsal, whereas the shuttle's is 
ventral. Once reentry is complete, the ship would roll 
over for upright flight. The radiator allows the Skyhook to 
bleed off the excess heat faster into the airstream.  
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Caravel Class Transport (by Selek) 

 
Dimesions: 164 X 43 X 27 feet 
Tonnage: 1,507 tons 
Speed Class: 4 cruise/ 6 hard-burn 
Crew Quarters: 2 double bunk cabins 
Fuel Capacity: 125 tons (600 hours) 
Cargo Capacity/Maximum Deck Load: 200/250 tons  
Passenger Capacity: 6- 1 double, 1 quadruple bunk 
cabin 
Price: 15,070 new, 6,028 at auction. 
Agi d8, Str d4, Vit d6, Ale d4, Int d4, Wil d4; Life Points 8  
Traits:  Everybody Has One (Minor),  
Skills: Pilot/Caravel d2, Perception d2  
Complexity: Very Low.   
Maintenance Costs: 100.5 (new), 150.7 (used)  
Equipment:   
   3- Monorail winches on roof tracks in cargo bay. 
 
   The Caravel Class transport was designed as an 
“everyman” freighter along the same lines as the 
ubiquitous Firefly.  The ship was initially designed and 
built by the Kieran Yards and the initial production run 
was just under seven hundred.  Over the intervening 
years, many thousands more were built under license 
throughout the 
Verse. 
   The Caravel 
is divided 
unevenly into 
two levels-
Upper and 
Lower.  The 
larger Lower 
deck is 
dedicated to 
cargo handling 
and storage, 
and allows for 
up to 250 tons 
maximum deck 
load to be 
loaded and 
stowed.  At the 
aft end of the 
cargo deck, a 
raised half-deck 
leads back to 

four large storage lockers.  A winding staircase at the 
extreme starboard quarter leads to the Upper deck. 
   The Upper deck is dedicated to crew, passenger, 
engineering, and avionics.  The stairs open into a large 
crew lounge, complete with limited, but adequate galley 
facilities.  A passageway leads forward on the portside 
past passenger accommodations, crew cabins, and the 
fresher, terminating at the bridge. 
   Due to initial difficulties in fashioning a large, 
inexpensive grav ring for the propulsion system, Kieran 
engineers opted for the unusual and unique 
configuration of three smaller rings operating in tandem 
to produce the same effect.      
   The prototype configuration proved initially unstable, 
and a large magnetic regulator array was added in a 
retractable foot (which doubles as one of the main 
landing gear) to temper the system instabilities. 
   One further oddity of the design is that the Caravels 
forego the single integrated sensor suite that has been a 
common design feature for most spacecraft, in favor of 
several smaller installations to provide the same 
capability.  While this does produce a small increase in 
maintenance cost and manhours, it also produces a 
flexible, robust sensor suite with numerous 
redundancies.  
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Caterpillar transport (by Jank Falcon) 

 
Agility d6, Strength d6, Vitality d6, Alertness d6,  
Intelligence d6, Willpower d6 
 
Life points 12 
 
L-220   B-110  H-40 
 
Tonnage 7,200 (armored total-7920) 
Speed Class 5 Hard burn 7 
Fuel capacity: 115 ton /575 ton tank/ 800 hours 
Complexity: Average 
Price: 91800 
Maintenance cost: 1800 monthly 
 
Crew Quarters- 8 single  
Common-160 tons 
 
Cargo capacity- 2,170 tons 
Passenger  (first class)- 4 
Passenger (second class)- 8 
 
Skills 
Athletics d2, Heavy weapons d2, Knowledge d2, 
Mechanical Engineering d2, Perception d2, Pilot d2 
 
Assets 
Fuel Efficient (minor)  
 
Complications 
Seen better days (minor) 

 
Gear 
 
Infirmary 
2 shuttles 
Large hovercraft 
Armor (2W) 
 
Before it went belly-up, the Air Motor company patented 
the “Four corner thrust system” for it’s freshly designed 
ship in 2485. The system encompassed 4 smaller 
rotating thrusters on the forward and aft ends of the 
vessel that allowed for the main thrusters of the craft to 
remain ‘fixed’ so that less care had to be given to equal 
distribution of weight which, in turn, enabled a more 
expansive cargo area. The company adopted the name 
‘Caterpillar’, due to the multiple thrusters (6 total). They 
also threw in the latest in fuel efficient pulse drives with 
the XL-9.  
 
Unfortunately, the new system also caused some pretty 
mean turbulence during take off and reentry. On 
occasion, this caused injury to the personnel on board 
and wear and tear on the ships. A smear campaign 
brought on by the company’s competitors depicted 
astronauts having to strap themselves down like in the 
ancient days less they be tossed about the ship like rag 
dolls. This spelled the beginning of the end for Air Motor 
as sales plummeted and stocks fell. Eventually, what 
was left of the company was bought up by the Blue Sun 
Corp in ‘92. 
 
Interestingly enough, and as cruel horrible irony would 
have it, if you run a Cat for about 10 to 15 years, it starts 
to smooth out a bit. Bolts loosen to just the right fit and 
different sections resist the turbulence less as time 
wears on them. The shakiness in atmosphere is still 
quite present, but it’s not nearly as bad as it is at 
purchase. This has led to a resurgence of the model for 
collectors and those looking to make  it in the haulin’ 
profession. 
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Cattle class mobile cargo container (by 

Winged Cat) 
 
Dimensions (LBH): 40 ft * 8 ft * 8 ft 
Tonnage: 25 tons 
Speed Class: 1 
Minimum Crew: 0 
Fuel Capacity: 0.5 tons/2.5 ton tank 
Cargo: 20 tons 
Price: 100 Credits 
Annual Maintenance: 20 Credits 
Complexity: Very Low 
 
Agility d2 (it's a box with an engine on the back - can't 
even break atmo without crashing) 
Strength d2 (25 tons) 
Vitality d12 (there simply ain't much that can 
malfunction) 
Alertness d2 (locator beacon, short range 
communications, and simple passive sensors only; relies 
on tenders for anything more sophisticated) 
Intelligence d6 (uses AI designed for flying and only 
flying, refined since Earth-That-Was) 
Willpower d2 (no bulkheads, no failsafes, no life support 
- it usually ain't even pressurized unless the cargo 
demands such) 
 
Dull Sense - Long Range Sensors (minor) 
Everybody Has One (major) 
Good Name (minor) 
Healthy As A Horse (minor) 
 
Athletics d6 
Pilot d6 
 
Initiative d2+d2 
Life Points 4 
 
The Alliance-standard 40 foot, 25 ton cargo container is, 
well, standard.  Very standard.  (Real life analog: if 
you've been to a major shipping port, or even seen one 
on TV for long, you've probably seen lots of cargo 
containers.)  Not so standard is the variant that can haul 
itself - fill up the rear 20% with fuel tanks and drives, 
mostly - but people have heard of it.  The Cattle class is 
unusual in that it is intended to pilot itself, usually in a 
group (or "herd") of varying size with one or more piloted 
tenders, allowing the tenders to expand or contract their 
cargo hauling volume without paying for a fixed cargo 
bay. 
 
The basic artificial intelligence routines for "flocking" 
behavior date back to Earth-That-Was.  The version a 
Cattle uses is based on heuristics - that's a fancy word 
for "educated guesswork" - and so is not perfect.  
Occasionally, more often through hardware failure than 
software, one container goes astray and must be 
brought back into the herd.  For this reason, tenders 
must be trained in operating outside their boats, and 
have some way to restrain any wayward Cattle until the 

fault can be fixed.  A bigger worry comes from the fact 
that Cattle are designed to accept remote commands, to 
ease herd management and to coordinate operations 
when entering or leaving congested space (such as at 
the start or end of most journeys).  While command 
codes and encryption are employed to try to make sure 
only the designated tenders can control the Cattle, 
experts in defeating computer security can override this 
if they are better than the tenders. 
 
There are very few Cattle out there showing much sign 
of wear, and for that reason many people think the 
design maintains itself forever, like some mechanical 
fountain of youth.  The truth is far simpler, though it 
takes a bit of digging if you ain't in the military - it ain't 
classified, just not widely known.  Cattle getting old tend 
to get bought up by the Alliance military for use as cheap 
moving drones: since they only cost a few credits by that 
point, and the scrap metal can usually be sold for a few 
credits after they've been shot up, they're close to free. 
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Cheetah Mk II (by ElectricBadger) 

 
Agi d12, Str d2, Vit d4, Ale d4, Int d4, Wil d4 
Life Points: 6 
Tonnage: 46 
Speed Class: 8 (12 Hard Burn) 
Crew: 2 (Pilot & Co-Pilot) 
Crew Quarters: 2 fold down seats, minimal galley and 
head, fold down table (16 gross tons total) 
Fuel: 2 tons (1200 hours) 
Cargo: 20 gross tons 
Assets: Allure (m), Fast Throttle (M) 
Complications: None 
Skills: Athletics d4, Pilot d4 
Complexity: Average (36) 
Cost: 3,680c  
Maintenance: 92c/year 
 
Other variations include: 
Cheetah Mk I 
Agi d12, Str d2, Vit d4, Ale d4, Int d2, Wil d4 
Life Points: 6 
Tonnage: 46 
Speed Class: 9 (13 Hard Burn) 
Crew: 2 (Pilot & Co-Pilot) 
Crew Quarters: 2 fold down seats, minimal galley and 
head, fold down table (16 gross tons total) 
Fuel: 2 tons (800 hours) 
Cargo: 20 gross tons 
Assets/Complications: Allure (m), Fast Throttle (M), 
Good Name (m) (like the ‘57 chevy, this has a cult 
following and is a mark of a serious purist), Gas Guzzler 
(m), Lightweight (m), hooked (m) (on a botched 
maintenance roll, a custom made part must be replaced, 
costing ten times normal fees and requiring special 
arrangements for production).  Seen Better Days isn’t 
uncommon, but many perfectly-maintained or restored 
“collector” models also exist.   
Skills: Pilot d4 
Complexity: Low (30) 
Cost: 2,484c (without Seen Better Days) 
Maintenance: 92c/year (without Seen Better Days) 
 
Cheetah Mk II, Smuggler’s Version 
Agi d12, Str d2, Vit d4, Ale d4, Int d4, Wil d4 
Life Points: 6 
Tonnage: 46 
Speed Class: 8 (12 Hard Burn) 
Crew: 1 (Pilot) 
Crew Quarters: 1 fold down seat, minimal galley and 
head, small table next to pilot (12 gross tons total) 

Fuel: 1 ton (600 hours) 
Cargo: 29 gross tons 
Assets: Allure (m), Fast Throttle (M) 
Complications: None 
Skills: Stealth d6, Pilot d2 
Complexity: Average (36) 
Cost: 3,680c  
Maintenance: 92c/year 
 
Cheetah Mk II, Fighter Version 
Agi d12, Str d2, Vit d4, Ale d4, Int d4, Wil d4 
Life Points: 6 
Tonnage: 46 
Speed Class: 9 (13 Hard Burn) 
Crew: 2 (Pilot & Co-Pilot) 
Crew Quarters: 2 fold down seats, minimal galley and 
head, fold down table (16 gross tons total), room with 
double bunk (12 gross tons) 
Fuel: 2 tons (1200 hours) 
Cargo: None 
Gear: 2W armor, 2 10-lb cannon (100 rounds each), 4 
medium range 100-lb missiles 
Assets/Complications: Allure (m), Fast Throttle (M) 
Skills: Athletics d4, Pilot d4 
Complexity: Average (36) 
Cost: 4,140c, (30,540c with weapons and ammunition) 
Maintenance: 92c/year 
 
The Cheetah Mk I was originally produced by New 
Vienna Shipyards as a concept model for high-
performance engines, to test ideas on a small scale 
before continuing with larger reproductions.  However, 
the design gained cult popularity after an amateur wave 
was released, which showed some of the acrobatics the 
craft was put through during testing (in which a dozen 
prototypes were lost and two pilots killed).   
 
The Mk II is largely identical to the first version, but 
resolves a few minor issues and downgrades some 
components to quality, but mass produced, items.   
 
Cheetahs have found acceptance for varied uses.  Often 
they are simply high-performance racers, often seen as 
the icon of youth but realistically more common among 
the aged upper middle class.  During the War they were 
equipped with light weaponry and used as fighter craft, 
although they lacked survivability.  There have also been 
several examples that were modified with stealth 
equipment and used as smugglers.  It is possible to use 
the model on longer runs, but this requires either 
modifications for a comfortable sleeping area – taking up 
nearly all the cargo space – or iron fortitude on the part 
of the pilot.  More often, these models are used between 
moons or nearby planets – trips of less than a day.  The 
additional fuel is intended for the inevitable use of the 
hard burn.   
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CL-54 Cargo Lifter (by Lynn LeFey) 

 
Dimensions 55Wx120Lx30H (width is 77 with wings fully 
extended) 
Tonnage: 650 tons  
Speed Class:  4 cruise/ 6 hard-burn  
Crew: 3 
Fuel Capacity:  16.25 tons (600 hours of operation) 
Cargo Capacity: 120 tons (240 in cargo configuration) 
Passengers: 5 first-class or 10 second-class (0 in cargo 
configuration) 
 
Agility d8 
Strength d4 
Vitality d10  
Alertness d2 
Intelligence d2 
Willpower d2 
 
Perception d2, Pilot d2 
 
Initiative d8+d2 
Life 6 
 
Dull Sense (Cortex Link), Everybody 
Has One, Ugly as Sin, Healthy as  
Horse 
 
Price: 10,400 credits new (520 with 
major ‘Seen Better Days’) 
Maintenance Cost: 520 annually (1040 
with major ‘Seen Better Days’) 
 
Gear: Standard 20-ton shuttle 
 
The Ivonovich Yards CL-54 
Mogushchestvenniy (Mighty) Cargo 
Lifter is in wide use across the ‘Verse, 
from construction sites to small shipping 
firms. When short-haul, dependable 
transport is needed, it’s frequently this 
boat filling the role. The boat has earned 
a reputation for itself that it simply won’t 
die. It’s ability to keep running in 
adverse conditions surpasses even the 
legendary Firefly. Because of this, many 

of the CL-54s seen seem to be nothing more than an 
assembly of various kinds of rust. The boat ain’t pretty, 
but it is dependable, and as ubiquitous as Blue Sun.  
 
The boat can carry 8 standard cargo containers (loaded 
to a maximum of 240 tons), or handle larger caro 
systems. A popular option (seen in the deckplans) is a 
passenger dorm level above and bulk storage below, 
using the main airlock for unloading. 
 
Stairs to the crew deck level in the main airlock are 
retractable. Access to main engineering is through the 
catwalk on the shuttle level. A light cargo lift can be 
lowered from the ventral EVA hatch to ground level, and 
passes all the way to the shuttle airlock, allowing some 
ease in unloading cargo from the shuttle or allowing 
special needs passengers the ability to avoid the steep 
and narrow stairs. 
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Class-W Slow Freighter, aka “Whiskey-Class” (by 

Davy Jones) 
Dimensions (LxBxH): 166 feet x 84 feet x 80 feet 
Tonnage: 2,800 tons 
Speed Class: 1 cruise (no hard burn) 
Crew Quarters: 4 single, 1 double (140-ton common 
area) 
Minimum Crew: 4 
Fuel Capacity: 25 tons/125 ton tank (600 hours) 
Cargo Capacity: 1,624 tons 
Passenger Capacity: 4 second-class, 2 second-class 
suites, 16-ton common area 
Gear: two 20-ton short-range shuttles 
Price:  12,160 (20+ years:  3,760, 40+ years:  1,520) 
 
Agl d2, Str d6, Vit d6, Ale d2, Int d2, Wil d2; Init d2+d2, 
Life 8. Healthy as a Horse; Slow Throttle (major), Ugly 
as Sin. Pilot d4. Complexity: Very Low. Maintenance 
Cost:  2,240/year (20+ years:  3,360/year, 40+ years: 
 4,480/year) 
 
Another ship used only for well-patrolled routes. 
 
 
 
 
 
 

Cloud 9 Class Space Station (by SpaceWestern) 

Raumstation Württemberg 
 
Dimensions: 
Height: 78.1 m (256 ft.) 
Main Docking Ring Diameter: 92.0 m (302 ft.) 
Small Craft Docking Rings Diameter: 58.2 (191 ft.) 
Habitation Levels Diameter: 52.0 m (171 ft.) 
Projects and Systems Levels Diameter: 32.0 m (105 ft.) 
Levels: 
D3 – Bridge 
D2 – Bridge and Dome Catwalk 
D1 – Dome Amenities (Auditorium, Display Garden, 

Lounge, Tea Rooms) 
L1 – VIP Docking and Suites 
L2 – Guest Amenities (Bar, Dining Hall, Dance Hall) 
L3 – Guest Dorms 
L4 – Guest Dorms 
L5 – Main Docking Ring and Cargo Deck (Cargo Holds, 
Post Office) 
L6 – Officers’ Suites (Quarters and Offices) 
L7 – Crew Quarters (Bunks and Common Recreation 
Areas) 
L8 – Facilities (Cat Care Center,1 Crew Mess, Growing 
Garden, Laundry) 
L9 – Small Craft Docking, Economy Accommodations 
and Medical Suite 
C1 – Security Primary (Main Holding Cells2) 
C2 – Communications Primary 
C3 – Research and Special Projects (Labs, Storage 
Cells) 
C4 – Engineering Main3 
 
Tonnage: 37,000 tons 
Speed Class: 1 (no hard burn) 
Crew Complement: 6 Senior Officers, 48 Junior Officers, 
20 Entertainers, 250 Spacehands 
Crew Quarters: 8 120-ton officers’ suites (includes 
offices) (L6), 32 octuple-capacity bunks (L7) 
Fuel Capacity: 1500 tons (1600 hours or !60 days 
stationary operations) 
Cargo Capacity: 3180 tons (1900 tons in docking ring 
(L5), 960 tons in modular cargo holds (L5), 320 tons in 

private docks (L1/L9)) 
Passenger Capacity: 20 30-ton 
VIP suites (L1), 16 20-ton dock 
suites (L1/L9), 80 double-
capacity cabins (L3/L4), 402 
capsule bunks (L9) 
Shuttles and Lifeboats: 8 20-ton 
short-range passenger shuttles 
(L1), 8 20-ton short-range 
shuttles configured as lifeboats 
(L9), 32 1-ton escape pods 
(L1/L9) 
 
Attributes: Agi d2, Str d10, Vit 
d6, Ale d10, Int d6, Wil d6; Init 
d2+d10; Life 16 
Traits: Fuel Efficient (Minor 
Asset), Slow Throttle (Major 

Complication) 
Skills: Perception / Security d6, Pilot / Autonav d2 / 
Autopilot d2 / Synchronous Orbit d2 
 
Complexity: High 
Price:  620,000 
Maintenance:  118,400 yearly (! 9870 monthly) 
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Corwin Class Dropship (by Lynn LeFey) 

 
Dimensions 45Wx85Lx17H 
Tonnage: 100 tons  
Speed Class: 8 cruise/10 hard-burn  
Crew: 2 
Fuel Capacity: 2 tons (300 hours)  
Cargo Capacity: 25 tons (standard configuration), 10 
tons (passenger configuration) 
Passengers: 0 (standard configuration), 3 ( raveling 
configuration). 
 
Agility d8  
Strength d2 
Vitality d6  
Alertness d8  
Intelligence d6  
Willpower d4  
 
Initiative d8+d8  
Life 6  
Covert d6, Athletics d6 
Seen Better Days (Major), Everybody Has One 
 
Complexity: Low 
Price: 4,800 new (240 with Major ‘Seen Better Days’) 
Maintenance Cost: 120 (240 with Major ‘Seen Better 
Days’) 
 
The Corwin class Dropship was old when the Unification 
War began. Planetary Guard bases dusted them off by 
the hundreds on both sides. The Unification War was 
certainly the last ravel for this old boat. She has been 
out of production for more than fifteen years. Finding 
them (or parts for them) at auction is a simple task. 
While they served as an adequate dropship, they relied 
too heavily on stealth, so those that were noticed tended 
to be easy targets. They aren’t really big enough to haul 
cargo in any mass, so tend to be shunned by smugglers, 
except those wanting to haul small loads very quickly 
and quietly... exactly what they had always been 
intended for. 

 
 
 
 
 

Crazy Dragon class survey vessel (by 

Thoththegrey) 

Agility: D12, Strength: D4, Vitality: D6, Alertness: D10,  
Intelligence: D2, Willpower: D2  
 
Initiative: D12+D10  
Life Points: 6  
 
Skills: Pilot (Autonav) D2, Pilot (Autopilot) D2, 
Perception (Sensors) D6  
 
Assets  
Fast Throttle (major): The Crazy Dragon was built to be 
fast in an emergency. She gains a +4 to her speed class 
when in hard burn instead of +2.  
 
Complications  
Gas Guzzler (minor):While the Crazy Dragon was built 
for speed she wasn’t built for economy. She uses a fuel 
tank in 400 hours instead of 600 hours.  
Dull Sense (minor): Money spent on the Crazy Dragon’s 
excellent sensor system was saved by buying poor 
quality Cortex hardware and software. Rolls involving 
using the Cortex suffer a -2 step penalty.  
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Hooked (minor): The Crazy Dragon’s dual pulse drive 
system needs regular applications of silicon lubricant to 
keep operating smoothly. This adds a cost of 1 credit per 
day to the maintenance cost.  
 
 
Dimensions: 100 (L) x 100 (B) x 25 (H)  
Tonnage: 1000 tons  
 
Speed Class: 5 (cruise)/9 (hard burn)  
Fuel Capacity: 12 tons for 400 hours  
 
Crew Quarters:  2 doubles, 1 single.  
Cargo: Four 10 ton bays.  
 
Price: 80,000 credits  
Maintenance: 3,200 credits/year. 267 credits/month 
(without lubricant), 297 per credits/month (with lubricant) 
 
Not all mining occurs planetside. Increasingly, 
companies are looking to asteroids, planetary rings, dark 
worlds, and comets as potential sources of everything 
from ore to water. This is especially true of small mining 
companies and the Mining Guild who seek profits not 
already claimed by the Corone Mining Consortium. Of 
course, this sort of mining has some unique challenges. 
The most basic of those challenges is finding a good 
claim in the first place. 
 
The Crazy Dragon was created to 
meet that challenge. The 
philosophy behind the design of 
the Crazy Dragon was high 

raveling n ty, plenty of speed 
in a pinch, and powerful sensors. 
Despite being the size of a small 
transport, the Crazy Dragon has 
the agility of a fighter thanks to a 
unique reaction system featuring 
four I drives. Each drive is able to 
move independently of the others. 
Piloted well, this allows the Crazy 
Dragon to make amazingly rapid 
turns. Piloted poorly, however, the 
Crazy Dragon will end up spinning 
around like a pinwheel. Because 
of this, the Crazy Dragon requires 
an well-trained pilot, especially 
since the autopiloting program is 
minimal. Initially, an advanced 
autopilot program was used but 
early tests showed that, in 
simulated planetary ring and 
asteroid field conditions, the 
autopilot and human pilot ended 
up fighting each other.  
 
The Crazy Dragon also uses a 
dual pulse drive design that is 
somewhat controversial among 

engineers and spaceship buffs. While the dual drives do 
allow for extra thrust in a moment of need, they also 
produce a great deal more heat and friction and, thus, 
uses up a great deal of silicon lubricant. Another 
controversial design move is in the cargo bays. There 
are four small bays, allowing for easy raveling  of 
collected samples, but the only access to the bays are 
through tunnels that require crawling rather than doors 
that can be walked through. 
 
The stock model of the Crazy Dragon comes complete 
with a lab for analyzing geological samples. A few 
models have been purchased by non-mining concerns. 
In those models it is customary to convert the lab for 
other use, most often an infirmary. 
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Crete class Alliance Carrier (by Lynn LeFey) 

 
Dimensions 4800Lx735Bx1150H 
Tonnage: 10,000,000 tons  
Speed Class:  3 cruise/ 5 Hard Burn 
Minimum Crew: 40 
Normal Crew: 1200 
Fuel Capacity:  1,000,000 tons (3,200 Hours) 
Cargo Capacity: 1,600,000 tons plus 1,200,000 tons of 
support vessels 
Passengers: 75,000 
 
Agility d2  
Strength d12 
Vitality d6  
Alertness d6 
Intelligence d4 
Willpower d4 
 
Initiative d2+d6 
Life 16 
 
Fuel Efficient 
Heavy Weapons d4, Pilot d4 
 
Complexity:  Average 
Price:  300,000,000 
Maintenance Cost:  20,000,000 per year 
 
Gear: Armor W4 
 
Armaments 
200 .2-lb defensive guns (Each with 2000 round 
magazine) 
 
Usual Support Vessel Compliment: 250 40-ton ASREVs, 
500 400-ton APEC cutters (see below), 250 light 
transports, 144 Warhammer Interceptors, 12 salvage 
vessels, 25 2000-ton search and rescue vessels, 50 
LSTs (30 for troop landing, 20 med-evac) 
 
The Crete class carrier was designed as a replacement 
platform for the Tohoku cruiser. Its simplicity of design, 
greater speed, and longer tour duration make it a better 
answer for Alliance goals of law enforcement in the Rim. 
The greatest benefit over the Tohoku is construction 
time and simplicity, allowing more to be made quickly. 

 
It is designed as a mobile star port, with full repair 
facilities for vessels up to 4000 tons to dry dock. It has 
sufficient capacity to hold all the mechanized equipment 
and support vessels for planetary actions, as well as a 
large number of ground forces. The transports stationed 
aboard the carrier can move these forces swiftly, while 
the enforcement vessels and interceptors have the 
power to defend them. 
 

Cutter’s Goose, a custom small transport (by Davy 

Jones) 

 
Dimensions (LxBxH): 111 feet x 88.8 feet x 33.6 feet 
Tonnage: 880 tons 
Speed Class: 5 cruise/7 hard burn 
Crew Quarters: 2 single (20-ton common area) 
Minimum Crew: 2 
Fuel Capacity: 12 tons/60 ton tank (600 hours) 
Cargo Capacity: 160 tons 
Passenger Capacity: 1 second-class, 1 second-class 
suite 
Gear: none 
Price: (if new)  26,496 (actual)  1,324.8 
 
Agl d8, Str d4, Vit d4, Ale d2, Int d2, Wil d10; Init d8+d2, 
Life 14. Good Name (minor), Loved (major), Seen Better 
Days (major), Ugly as Sin (minor). Pilot d2, Athletics d2. 
Complexity: Low. Maintenance Cost:  147.2 per month 
 
The ship that would eventually come to be known as 
Cutter’s Goose began its life as an armed courier nearly 
a century ago. She changed hands a number of times, 
and ended up in the hands of a smuggler who got her 
into more than a few scrapes. 
 
The ship was damaged trying to flee a Beaumonde 
military patrol, sold to pay for the smuggler’s trial, and 
spent over 30 years in a boneyard, rusting away. But a 
charismatic hardened Alliance veteran of the Unification 
War saw potential in the old courier, purchased her 
remains for a “very reasonable” price, and, with the help 
of an old war buddy, got her flying with whatever parts 
he could beg, borrow or steal. 
 
John Jacob “Jake” Cutter gave her the name “Cutter’s 
Goose” and set off into the black, hoping to find some 
peace after the horrors of war. 
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The aged spaceframe and hodgepodge restoration lends 
some frailty to the Goose, but ingenious redundancy, 
automated repair assistance and a top-notch mechanic 
in the form of Corky, Jake’s best friend, makes for a 
tough bird to bring down. The Goose and her two-man 
crew are known for somehow always getting the job 
done. 
 
Cutter’s Goose External: 

 
Cutter’s Goose Internal: 

 

Cygnet-Class (AKA: “Ugly Duckling”) (by 

Renfield007) 

 
Designation:      CY-LCH-7 
Classification:       Light Cargo Hauler 
Manufacturer:     Lanier Star Industries 
Year Built:        2478 
Dimensions:      (LxBxH) 90x80x30 
Tonnage:      1400 
Speed Class:      4 (8 at Full Burn) 
Crew:           2 (Cabins for 4) 
Fuel Capacity:      30tn/150tn space 
Cargo Capacity:     400 
Complexity:       48 (very High, x2.4) 
Price:         135,000 (new) / 34,000 (current)       
Armament:        - None on base model 
Armor:             - None on base model 
Maintenance:      2800cr   
Fuel: (5cr/Ton):   150cr    
Port Fees: 1cr/100 tons 
> 14 cr/day (Cheaper by week) 
Flight Time: 5 tons/hr 
> 7 tons/hr Full Burn 
Empty: 4 tons/hr, 6 tons/hr 
 
Agility d6, Strength d6, Vitality d6, Alertness d4, 
Intelligence d4, Willpower d4 
Initiative:  d6+d4   Life Points:   10     
SKILLS: 
Engineering:   d4 
Perception:   d2 
Pilot:         d4 
 
ASSETS: (8pts.) 
Healthy as a Horse (minor), Fast Throttle (major), Fuel 
Efficient (minor) 
 
COMPLICATIONS: (10pts.) 
Seen Better Days (minor), Ugly as Sin (minor), Dull 
Sensors (minor, limited comm.), Memorable (minor), 
Everybody’s Got One (minor) 
 
 
SPACECRAFT HISTORY: 
The Cygnet-Class Light Cargo Hauler was one of the 
last designs created by LSI Founder Jean-Pierre Lanier 
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prior to his disappearance and subsequent take-over by 
the Board of Directors (Some speculate the Board had a 
hand in his disappearance, but no one speculated that 
too loudly). The Cygnet, humorously named for the 
“Ugly-Duckling” story was never a very pretty ship, but 
was supremely functional. The series was designed 
originally as part of a Military Contract for a new Alliance 
Short-Hop Landing Craft, but when LSI lost the contest 
they converted it to a civilian transport. As such the 
civilian owners got the benefit of a Milspec ship design at 
a vastly reduced (though still not cheap!) price and the 
owners loved it. Never designed for looks, but rather for 
functionality, it was an amazingly easy to work on and 
the twin Ramcor  
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Danube Mk I Tanker Transport (by Electric 

Badger) 

 
AGI d4, STR d6, VIT d8, ALE d4, INT d2, WIL d8 
 
Speed Class: 5 (no hard burn) 
Life Points: 14 
Complexity: Low (.6) 
Fuel Capacity: 10 tons (1280 hours) 
Crew Quarters: 3 Crew Quarters (12x12x8, 12.5 tons 
each), Common Area/Galley (25x25x8, 50 tons), Bridge 
(16x12x8, 15 tons) 
Passengers: 1 (12x12x8, 12.5 tons) (Intended for a 
fourth backup crew member) 
Cargo Capacity: 50 ton cargo bay (25x25x9) 200 tons of 
hydrogen fuel (2 500 ton cylindrical tanks, 30’x75’) 
Skills: d4 Autopilot 
Assets: Fuel Efficient, Tough as Nails 
Complications: Slow Throttle (major); Memorable 
Tonnage: 1260 gross tons 
Crew: 3 (Captain, Pilot, Engineer) 
Gear: 1W armor, 2 shuttles (15 tons each) 
Cost: 38,430 (new, not including shuttles) 
Maintenance: 1,512c (yearly) 
 
Dimensions: Keel 200’, Beam 32’, Height 60’ (32’ without 
tower) 
The Danube Mk I class tanker, mostly produced 
between 10 to 30 years ago by New Vienna Shipyards 
and now replaced by the Mk II model, was designed 
primarily for transport of hydrogen fuel to outlying 
settlements and non-terrestrial stations or craft unable to 
land.  The boat itself is actually rather small in overall 
tonnage – less than half that of a firefly – but has an 
impressive length of 200’.  The characteristic cylindrical 
shape is purely utilitarian, gaining the maximum volume 
for minimal use of materials while keeping a reasonably 
maneuverable form.   
 
Unlike the Mk II, which moved all the living spaces to the 
aft for easier access to the engines, the Mk I has these 
facilities centered, with a narrow access crawl-way to the 
rear, and a ladder leading to the bridge – placed high 
above for maximum vision for potentially tricky docking.   
 
Two small Josefstadt shuttles are standard, each with 
two seats and 5 gross tons of cargo space; these are 
used for transport and as escape vessels.  These are 
often seen as a second failing of the Mk I model, as they 

are only accessible by exiting the ship; the Mk II 
incorporated an internal docking bay to resolve this.   
 
Like most boats produced by New Vienna, the 
electronics are seen as lacking but the vessel is 
mechanically robust (perhaps even over-built) and 
designed with a simple, modular style that made use of 
many generic parts for ease of repair.  It also 
incorporated the controversial NV-1 type engine, a “cold 
burn” system that sacrifices raveling n for 
efficiency.   
 
Danube class tankers aren’t pretty, and most have been 
replaced in corporate fleets in preference of larger and 
more advanced craft, but the size, range, simplicity and 
efficiency make the series a favorite of small operators 
throughout the rim and border worlds, and older models, 
slightly the worse for wear, are frequently available for 
purchase.   
 

Danube Mk II Tanker Transport (by 

ElectricBadger) 

 
AGI d6, STR d6, VIT d8, ALE d4, INT d2, WIL d8 
 
Speed Class: 5 (no hard burn) 
Life Points: 14 
Complexity: Low (.6) 
Fuel Capacity: 10 tons (1280 hours) 
Crew Areas: 60 ton Common Area/Galley (30x25x8), 
Four 12.5 ton Crew Quarters (12x12x8), 20 ton 
Captain’s Room (20x12x8), 20 ton Passenger 
Room/Office (20x12x8), 12 ton Bridge (14x10x8), 8 ton 
Astrogation Room/Office (10x10x8), 30 ton 
Engineering/Machine Shop (15x25x8) 
Cargo Capacity: 100 ton Shuttle & Cargo Bay 
(30x25x13), 20 ton Storage room (10x25x8), 200 tons of 
hydrogen fuel (Two 500 ton cylindrical tanks, 30’x75’) 
Skills: d4 Autopilot 
Assets: Fuel Efficient 
Complications: Slow Throttle (major); Memorable 
Tonnage: 1390 gross tons 
Crew: 5 (Captain, 2x Pilot, 2x Engineer) 
Gear: 1W armor (14 tons), 6 Escape Pods (1 ton each), 
Shuttle 
Cost: 42,395 (new, not including shuttles) 
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Maintenance: 1,668c (yearly) 
 
Dimensions: Keel 210’, Beam 32’, Height 44’ 
Introduced ten years ago, the Mk II version of the 
Danube tanker resolved nearly all of the major issues 
with the first model, and has become a modest success 
for New Vienna Shipyards.  Like it’s predecessor, the Mk 
II is usually seen on the border and rim, where smaller 
settlements make a lower tonnage delivery more cost 
effective; however, NVS has marketed the ship in the 
core as well, and met with some success selling it as a 
refueling vessel.  Like most NVS ships, the simplicity, 
efficiency and durability is a trademark and major selling 
point.   
 
Modifications are more extensive than initially apparent: 
to begin with, the crew areas were moved to the rear, 
enabling direct access to the engines and a sizable 
machine shop.  The exterior shuttle landing pads were 
removed, and a sizable interior bay added for both 
shuttles and cargo.  Six escape pods were integrated 
into the design for safety.  Redesigned engine 
placement and a slight weaning of overbuilt areas 
resulted in increased maneuverability.  Finally, additional 
crew quarters allowed for larger complements, making 
the boat positively spacious and reducing fatigue on long 
voyages.   
 
The changes make the boat much more crew-friendly, 
and spacers have responded well to the new model.  
However, no hydrogen storage was added so most Mk 
I’s in existence continue to be used.   
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Dart Courier (By SpaceWestern) 

 
Dimensions (LxWxH): 69 x 30 x 23 feet 
Tonnage: 110 tons 
Speed Class:  8 cruise / 10 hard-burn 
Crew Complement: One or two, acting as 
pilot/mechanic 
Crew Quarters: Double bunk aft of cockpit 
Fuel Capacity: 5 tons (1500 hours) 
Cargo Capacity: 18 tons or up to 10 
passengers on fold-down seats 
Complexity: High (x1.6) 
Price:  28,160 
Maintenance:  360 yearly,  30 monthly 
 
Agi d10, Str d4, Vit d8, Ale d4, Int d6, Wil 
d4; Life 8; Init d10+d4. 
 
Programs/Skills 
Aerial Transport Operations (Pilot)  d4 
Collision Avoidance  (Athletics)  d4 
Sensors  (Perception)  d4 
Space Transport Operations (Pilot)  d4 
 
Basic Deckplan 
 
 
 
Alternate Configuration: Passenger Carrier 
Cargo bay is outfit with 8 luxury “sleeper” 
seats.  Crew complement is three, with one crew 
member always on duty to accommodate passenger 
needs.  All crew should have basic competency in 
piloting this class of ship, while generally one will 
specialize in piloting, another will specialize in 
engineering, and the third will specialize in passenger 
accommodation and entertainment.  A space-efficient 
triple-bunk will usually be installed so each crew member 
may have his or her own personal space while on 
board.  Passengers and crew share the same bath 
facilities.  Price increases to  28,910 for the additional 
gear and general beautification of the cargo bay; 
maintenance costs increase to  480 yearly ( 40 
monthly).
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Da Xiang Mid-Bulk Transport (by Centred) 

 
Class: Da Xiang 
Name: Calamity Jane 
Dimensions (LxBxH): 162x144x65 
Tonnage: 5,000 
Speed Class: 3 Cruise (7 Hard Burn) 
Fuel Capacity: 150 Tons (480 Hours) 
Crew: 1 Double Cabin (Captain), 2 Single Cabins 
Passengers: 4 Double Cabins, 2 Single Cabins 
Cargo Capacity: 1,584 Tons 
Shuttles: 2 (6 Person) 
Agility: d6 
Strength: d6 
Vitality: d6 
Alertness: d2 
Intelligence: d6 
Willpower: d4 
Life: 10 
Initiative: 
Assets/Complications: 
• Fast Throttle (Major Asset – Its military grade Turbo-
superburner makes it FAST) 
• Loved (Major Asset – She’s the only thing that Colt 
Miller still has left) 
• Branded (Minor Complication – She’s a well known 
Independent ship) 
• Gas Guzzler (Minor Complication – Military grade 
engine sucks gas) 
• Hooked (Minor Complication – Military grade engine 
leaks lubricant like a sieve) 
• Seen Better Days (Minor Complication – She’s over 20 
years old) 
Skills:
• Athletics – d2 
• Knowledge – d4 
• Pilot – d6 
Complexity: Low (x0.6) 
Price: 22,500 (used) 
Maintenance: 750 / month 
Armaments: 
• 1 Magnetic Grappler (20lb Cannon fires magnetic tow 
line only) 
Armor: None 
Overview: 
The Da Xiang class medium transport was designed and 
produced in 2494, a few years before the start of the 
war. At 

first glance it seems to share many similarities with the 
popular Firefly class transport but upon closer inspection 
it is 
easy to tell that this is it's own ship. The Da Xiang 
weighs in at right around 5000 tons, placing it near the 
median of the 
mid-bulk transport class. 
The ship sold moderately well up until the war where 
orders for the design rose dramatically. The Da Xiang 
gained a 
fair amount of notoriety as an Independent ship. Its 
cavernous cargo holds and rearward opening bay doors 
made it 
suitable as a troop transport and minelayer. The vast 
majority of Da Xiang's produced were converted by the 
Independents into one of these two roles. One or two Da 
Xiang's were even converted into fighter carriers but 
their 
vulnerability made them all but useless in this roll. 
After the war, sales for the Da Xiang plummeted, due to 
its much reported use as a Independent ship. The 
company 
that produced it quietly shut down their manufacturing 
lines. Currently, Da Xiang's can be found at Alliance 
auctions as 
they clear our their fleet of captured vessels. Most of 
these end up in junk yards wasting away but a few 
thousand still 
ply the black. 
Many of the ships still in operation were converted 
minelayers. Though the mine laying equipment was 
removed by 
the Alliance when the ships were auctioned, the 
attachment points for the equipment are still there, 
making the ships 
easy to convert back. Most ships still have their 
magnetic grappler that is mounted in the starboard cargo 
bay. Though, it 
requires to be hand operated by a person in a space 
suit, its still ideal for capturing space junk. 
The Da Xiang was designed to be a jack-of-all trades 
and as a result has very few notable features except its 
rather 
sophisticated autopilot system. This system allows the 
ship to pilot itself for most routine runs thus reducing the 
need for 
a full time pilot. As a cargo vessel, this saves a 
considerable amount of crew costs and increases the 
bottom line. If it 
wasn't for its identification with the Independents, the Da 
Xiang would have proved to be a popular mid-bulk 
transport. 
The interior of the ship is split into two 'decks' with the 
port and starboard cargo holds taking up the entirety of 
the 
first deck and the cockpit, crew and passenger areas 
and the engine room taking up the second/upper deck. 
Two short 
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range shuttles serve as ship to surface transportation 
when the ship is unable to land and also acts as the 
ships lifeboats, 
in case of emergency. 
The Da Xiang uses a modified military grade J-37 pulse 
engine with turbo-superburner. Though antiquated by 
military 
standards, the J-37 offers a number of unique aspects 
as a civilian drive system. As a military grade engine, the 
J-37 was 
not designed with fuel economy in mind so it uses more 
fuel than other civilian designs of the same thrust 
category. 
The turbo-superburner system allows the ship to reach 
velocities that few other civilian craft can manage. An 
impressive feat considering the relative slowness of the 
drive when the superburner is not engaged. The 
superbuner 
system uses an enormous amount of fuel but this is 
somewhat offset by the speeds the drive can reach. This 
allows the 
ship to operate in slow-economy mode when carrying a 
lot of cargo or quick courier mode. Most ship owners 
install 
additional fuel cells in the cargo bay to increase the 
ships range. This invariably prevents the use of one or 
both rear 
doors due to the volume of the extra tanks. 
Calamity Jane Bio: 
Calamity Jane is the name of one Da Xiang class ship. 
She was purchased by the Independent army and 
converted 
into a minelayer and served with distinction during the 
war. The Calamity Jane has six 'kills' to its record, 
including four 
military cargo transports and one Alliance cruiser. The 
mines the Calamity Jane laid became so much a thorn in 
the side 
of the Alliance that a special taskforce was assembled to 
hunt her down. She was captured by Alliance forces 
without 
resistance around the time of the battle of Serenity 
valley. To many Browncoats, the capture of the Calamity 
Jane was 
the herald that signaled the loss of the war rather than 
the surrender at Serenity. 
Calamity Jane holds a number of titles which are listed 
below 
• Only Independent ship to single-handedly destroy an 
Alliance cruiser (mines). 
• Only Mid-Bulk transport to destroy any Alliance warship 
(mines). 
• Largest number of enemy ships destroyed by mines 
laid (six). 
• Largest number of mines laid (3,476). 
• Largest amount of enemy equipment destroyed (by 
tonnage - 5.7 million). 
When Calamity Jane was captured it was heralded as a 
huge victory for the Alliance (and a huge defeat for the 

Independents). It was no easy feat. It took a small fleet 
to encircle Calamity in order to prevent from using its 
speedy 
pulse drive. NOTE: These victories are the source of the 
branded flaw. Those who are aware of the history of the 
war 
will know of the Calamity Jane. 
Many people called for the crew to be executed for war 
crimes but a military tribunal judged the acts to be in 
accordance with established rules of warfare. But by the 
time the ruling was announced, all but one member of 
Calamity 
Jane's crew had committed suicide in their cells. (The 
crew feared the tribunal was a sham and that they would 
be made 
examples of once they were found guilty.) 
The ship sat in mothballs for five years before being 
stripped of most of its mine laying equipment and 
auctioned off. 
Rumor has it that Ronald Thorp, the 8th richest person in 
the known 'verse purchased the ship.
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Derringer deterrent fighter (by Lynn Lefey) 

 
Dimensions 20Lx10Wx10H 
Tonnage: 10 tons  
Speed Class:  6 cruise/ 10 Hard Burn 
Crew: 1, cramped 
Fuel Capacity:  100 pounds (80 Hours) 
Cargo Capacity: 200 pounds + ½ ton of ordinance 
Passengers: 0 
 
Agility d10  
Strength d2 
Vitality d4  
Alertness d4 
Intelligence d0 
Willpower d10 
 
Initiative d10+d4 
Life 12 
Seen Better Days (Minor), Gas Guzzler, Fast Throttle 
(Major) 
 
Complexity:  Low 
Price:   375 Credits New (which are not available), 94 
credits cobbled together from parts 
Maintenance Cost:  12 credits per year (18 with minor 
‘Seen Better Days’) 
 
Gear: Armor W3, .1” gun (only basic damage to 
Starships), 200 rounds ammo. Can carry ½ ton of 
ordinance on external hardpoints 
 
Got problems with pirates? Want an ace up your sleeve? 
Well, me and my grease monkey come up with a novel 
solution. We call it the Derringer. She’s cobbled together 
from standard shuttle parts and heavy hull plating. The 
gun’s a scratchbuilt, starting with that high pressure pipe 
every ship’s got sitting in their engine room. My 
Mechanic friend here’s gonna post his ‘blueprints’. 
 
Here’s my caviots and addendums and the like: If you 
don’t know your pulse drive from your toilet, don’t try to 
make one of these. It ain’t my fault if you get yourself 
corpsified trying to build this contraption. 
 
Even though the wings should hold her stable in atmo, I 
sure wouldn’t advise it. The black is all kinds of forgiving 
with things that air gets real finiky about. Start off real 
careful when you’re calibrating those navigational 

thrusters. This little gem will turn on a dime, and while 
you should be close to rotational center, you could pass 
out if you pull your first turn too hard. Same with the 
main thrusters. Also, because of the high cockpit 
position, she ain’t real fun to pull negative pitch in… 
ever. Nor hard rolls for that matter. I’d pretty much keep 
hard maneuvers to positive pitch and yaw. Don’t hit hard 
burn until you get your primaries synced. 
 
I recommend putting your emergency batteries and 

rave equipment inside the pressure hull. She’ll last 
more than a few days in the black just on batteries, but 
that don’t do no one no good if someone don’t find you. 
 
We sized her to fit into half a standard cargo container. 
Use a standard hatch and she’ll marry up with other 
ships if need be. She opens from the aft, and she’s a 
little tricky to get into the pilot’s seat, but you get what 
you paid for. We had some problems with hydrolic lines 
in our first one, but the designs I’m sending out have 
ironed out that problem. 
 
We built a couple hardpoints on our hull in the event we 
ever get some good crybabies built. That oughta keep 
missile lock from happening. Truth is; she’s got enough 
thrust to manage about a thousand pounds of ord before 
she gets squirrelly… MORE squirrelly. 
 
This sounds like one of those obvious things, but since 
the hatch is right by the main thrusters, make sure you 
don’t touch them on accident. Nothing makes for a 
learning lesson like the smell of your own flesh sizzling. 
 
Anything else? Oh, you might want to get all fanciful, but 
we just put fixed skids on ours for landing. I don’t even 
know if our crazy pilot is crazy enough to try an atmo 
landing, but in case he does, it ought to stand a pretty 
harsh hit. 
 
Recommended parts lists are with the blueprints, as well 
as some variety. The two we built so far have put us 
back about 100 credits each and taken maybe two 
weeks apeace to build, with three of us working on it. 
 
Lastly, if the Alliance catches you with this thing, that’s 
YOUR problem.
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DC-88 Drake (by Ferret69, render by SpaceWestern) 

 
 
Class No: DC88/4-78-269.    Registry No: DC88-P-LIB-
8SH522A 
 
Model: Danten DC-88 Drake (Mark IV) 
 
Type: Mid-Bulk Transport/Scout 
 
Appearance: Very similar in design to a firefly, but with 
smoother lines, a longer neck and not quite as wide or 
high (in Game terms, this mean you can conveniently 
use the Serenity deck plans, but need to add two extra 
crew rooms to the ‘neck’ section). 
The Liberty has the Midnight Blue finish, with an image 
of ‘Lady Liberty’ painted on both sides of the ‘neck’ 
section (this is more the British Liberty or Lady Justice, 
with scales of justice in one hand and sword of truth in 

the other, see image above). 
 
Dimensions (LxWxH): 210x125x50 
Tonnage: 2500 tons                
Speed Class: 8 (10)  
Crew Quarters: 2 double, 2 double bunks, 2 single, plus 
the common room/galley. 
Fuel Capacity: 75 tons (1000 hours)           
Cargo Capacity: 525 tons 
Passenger Capacity:  4 double rooms (all aft). 
 
Gear: 
Infirmary – Equipped with modular operating theatre, 
MedComp, dermal mender, emergency supplies and 
standard supplies. 
2 x 20 ton Shuttles (as per Serenity) 
1 x Large Hover Mule 
Gym Equipment 
Vac Suits (in lockers) x10 
Weapons Locker (near bridge). 
 
Weapons: 20lb Railgun (Ship scale, d2W, Ammo: 150). 
This is considered a defence weapon and mounted on a 
drop down turret under the bridge, with a 270 degree fire 
arc. 
 
Complexity: High (x1.6)             
 
Price: 89,000cr (25% of the original 341,250cr plus gear) 
 
Maintenance Costs: 12,000cr yearly, 1,000cr monthly  
  
Attributes: 
Agi: d8, Str: d6, Vit: d8, Alt: d6, Int: d6 , Wil: d6 
 
Life Points: 12              Armour: 1W 
 
Initiative: d8+d6 
 
Skills:   
Heavy Weapons (targeting) – d2  
Perception (sensors/internal security) – d4 
Pilot (auto-pilot/astronavigation) – d6 
 
Asset/Complications: 
Allure (minor), Fuel Efficient (minor), Good Name (minor) 
Healthy as a Horse (minor), Memorable (minor), Seen 
Better Days (minor) 
 
History: 
 
The DC-88 Drake was designed and built by the Danten 
Shipyards as a direct competitor of the popular Firefly 
mid-bulk transport and first flew form the ‘York’ shipyards 
in 2468. The idea was to raveling  on the popularity of 
the Firefly design and image, but with more emphasis on 
image and technology, making for a far more expensive 
boat that was marketed more at the corporations and 
wealthy traders. 
The end result was a boat with many of the Firefly 
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strengths, but with far less of the weaknesses due to far 
superior electronics, independently running primary 
systems, redundant systems, light armour and even a 
turret mounting for defensive weaponry. The Drake was 
also slightly longer than the Firefly design with its 
inclusion of two additional crew quarters, but was also 
slightly slimmer, given its more streamlined appearance. 
There was also an inevitable law suite issued by Jennifer 
Yamadera against Danten Shipyards for breach of 
copyright, arguing that although there were obvious 
differences, they had basically stolen her design. The 
matter dragged on for a number of years; all the while 
more DC-88 Drakes were being produced, before the 
matter was finally settled out of court for an undisclosed 
payout. 
The streamlined, midnight blue, mark IV design that was 
introduced in the later half of 2476 even won the ‘Best 
Looking Boat of ’77 Award’ in the 2477 ‘Transport of the 
Year Awards’ and was also nominated for the actual 
‘Transport of the Year Award’ itself. 
From the initial release of the Mark I through to the Mark 
III, there were very few real differences between them, 
apart from upgraded electronics. The passenger bunks 
were removed in the Mark II, in favour of additional 
cargo capacity, while the Mark III saw their return, along 
with a better equipped galley. 
The first significant changes came with the Mark IV (as 
stated above), including a major overhaul of the engines, 
increased fuel capacity (at a minimal loss of cargo 
space), extensive upgrades to the electronics and 
sensors, an improved astronavigation computer and 
upgraded security on the doors and airlocks. There were 
also some purely cosmetic changes, in that only the 
Mark IV came in the midnight blue finish (as opposed to 
grey, metallic black or chrome) and both the crew and 
passenger bunks were raveling with more comfortable 
fixtures and fittings. The Mark IV design was widely 
considered to be the best and most reliable of the DC-88 
variants, not to mention having the largest production 
run of them all, until it was eventual replaced by the 
Mark V in early 2482. 
The Mark V was to be the final variant of the DC-88 and 
was generally blamed for the eventual decline in sales 
and discontinuation of an otherwise solid design. The 
problem with the Mark V was that it had yet another 
engine overhaul with the intention of making for a faster 
transport. While the new engines did indeed an improve 
the top speed and acceleration of the DC-88, they were 
also less fuel efficient and therefore required larger fuel 
tanks, at a notable reduction in cargo capacity. They 
were also responsible for increased stress on the hull, 
leading to a need for more regular maintenance; all of 
which significantly reduced the overall cost effectiveness 
of ship. 
After a profitable fifteen year run, the Danten Shipyards 
produced their last Drake in 2483 after sales and 
demand saw a sharp decline, but not before some 
30,000 had been constructed, with maybe 18,000 still in 
use today; mostly Mark III and Mark IV ravelin. 
Due to their speed, fuel efficiency and manoeuvrability, a 

number of DC-88’s were converted into scouting vessels 
for private exploration ventures and some were 
purchased and adapted by the Independent Navy before 
and during the Unification War, though they were more 
often used as quick insertion vessels. These modified 
naval variants included additional armour, missile pods 
over the wings and the passenger bunks were converted 
into troop barracks (giving the Drake 4W and 2S armour, 
plus 16 missiles). Most of those used by the 
Independents in the war did survive, but were later 
stripped of any military grade hardware and sold at 
auction. 
 
The Liberty herself first flew in 2478, some forty years 
ago and was purchased by a Core World shipping 
company operating out of Sihnon. There she stayed for 
nearly fifteen years before finally being replaced by a 
newer model and was sold off at auction to a private 
exploration and prospecting firm operating out of 
Persephone. 
The Liberty was worked hard in her new role and 

ravelin most the length of the Verse and visited most 
every rock capable of supporting human life or looking 
like it may have something worth mining. 
Then the Unification War broke out and her role changed 
once again. The Liberty ended up running supplies for 
the Independents, making the most of her speed and 
ability to travel long distances without raveling and the 
fact she could land most anywhere. She survived the 
war mostly unscathed, but was seized by the Alliance 
Military and impounded, pending auction or scraping. 
Due to some error in administration, the Liberty spent 
the next five years in the pound, steadily falling into 
disrepair without any proper maintenance and when the 
error was discovered she was transferred to a parts 
dealer on Persephone, where she continued her decay. 
Not long after, she was discovered and purchased by 
through a deal brokered through the Trader’s Guild and 
her ownership papers were transferred into the hands of 
Alexander Chancer-Dumont, a Core World citizen 
looking to start his own private transport service. 
Captain ‘Chance’ took the time and spent the money to 
bring the Liberty back to her former glory, from her 
decayed electronics to her stunning Midnight Blue paint 
job. Lastly, her logo was hand painted on her sides and 
she was ready to fly once more. 
Since her restoration and the formation of a full crew, the 
Liberty is once again flying the lanes of the ‘Verse and 

raveling to those far out worlds she had visited so long 
ago. 
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Dewdrop Prospector (by Limerickcot) 

 
Dimensions: (LxBxH) 60x40x20 
Tonnage: 173 tons 
Speed Class: 3/5 hard burn 
Crew: 2 – Pilot & Surveyor 
Crew Quarters: 2 single cabins 
Fuel Capacity: 74 tons (1,600 hours)  
Gear: 2 High capacity 300 ft fusion drills with spare 
sample heads and stowage 
 
Cargo Capacity: 13 tons in under-deck stowage 
Structural Tonnage: 17 tons 
Engine Tonnage: 33 tons 
Fuel Tank Weight: 74 tons 
 
Cost to Buy New: ¢5190 + ¢250 for the fusion drills 
Complexity: 36 
Maintenance Costs: ¢346 per annum + ¢25 per annum 
for fusion drills 
   ¢29 per month 
 
Cost to buy second Hand:   ¢1297.5 
Maintenance costs:      ¢  519 per year 
     ¢    43.5 per month 
 
Ship Attributes 
Agility d10, Strength d4, Vitality  d6, Alertness d2, 
Intelligence d8, Willpower d4,  
Initiative d4+d4 
Life Points 8 
 
Assets/ Complications: 
Fuel Efficient, Healthy as a Horse (minor), Everybody 
has one, Seen Better Days – only as a second hand 
vehicle 
 
Programs (Skills) 
Athletics d4, Heavy Weapons d4, Mechanical 
Engineering d2, Perception d4, Pilot d2 
 
Ship History 
 
The Dewdrop is the latest incarnation of one of the 
earliest types of ship deployed in the verse.  Prospector 
vessels were the first to explore the inner system, 
landing, drilling and carrying out geological analysis and 

surveys of the planets, both before, during and after 
terra-forming took place. 
 
Unlike vessels usually used by independents, the 
Dewdrop is used by larger corporations, who can afford 
the backing to provide the fuel and support necessary for 
the class. 
 
Generally a simple class of vessel, its agility and 
intelligence make it stand out from other, large classes 
of ship. 
 
To avoid damage to the pulse drive on landing, the drive 
is mounted in the rear, with the normal thrusters 
mounted in the opposite direction.  On landing the 
thrusters operate as feet – and have special baffles to 
prevent damage to them.    In non-atmospheric flight the 
thrusters rotate 180 degrees to match direction with the 
pulse drive. 
 
A Dewdrop is allocated a pre-set area to survey, lands 
and commences to drill.   The fusion bore, as it drills, 
feeds back a spectrographic analysis of the rock or 
materials it is boring through.   Should a deeper depth be 
required, then the ship can be manoeuvred to connect 
up the second drill, allowing it to extend the drilling depth 
to 550 ft, instead of the normal 300.    Once drilling is 
finished, small seismic charges are normally lowered 
and when the final bore has been made, the charges are 
triggered and monitored to get a comprehensive 
geological survey of the area. 
 
 
Variants: 
 
Cargo:  Although slow, the Dewdrop is renowned for its 
agility in close quarters.   A few ships have had the drill 
pods and extra fuel removed and replaced with cargo 
pods giving a 25 ton capacity on each side of the ship, 
and an extra five seats (no bunks).      These vessels 
make excellent supply ships in hemmed-in landing 
areas.  This variant has the trait:  Seen better days, a 
cost of 1297.5 & a monthly maintenance of 43.5. 
 
Bunker Buster:   During the early part of the Unification 
War, a militia colonel on Boros found that Brown coat 
Reb’s had taken over the Ghana Fusion works.   All 
ways in were covered by heavy bunkers which 
prevented any easy assault.   With few troops and no 
rollers available, Colonel De Chevalier modified a 
number of Dewdrops so that their fusion drills would emit 
a single surged plasma blast.    When ready, the ships 
landed on each bunker, blasting through the bunkers in 
an instant, whilst the few Alliance Militia troops stormed 
the factory.    Attempts to use the design in places where 
the defenders could shoot back showed the folly of using 
the design like this – all were shot down. 
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Dienna Class Container Ship (by Ravensoracle) 

Attributes: 
Agi - D4 
Str – D8 
Vit – D4 
Ale – D2 
Int – D2 
Wil – D4 
 
Dimensions: L 1000 x B 160 x H 80 (Does not include 
containers) 
Tonnage: 25500 tons (Does not include containers) 
Speed Class: 2/3 
Crew Quarters: 3 Plush Double Cabins, 6 Plush Single 
Cabins (Large crew quarters were designed into the 
class for long haul voyages.) 
Passenger Capacity: None  
Fuel Capacity: 800 tons/ 4000 ton tank - 800 hours 
Cargo Capacity: 172800 tons in 6912 containers/ 400 in 
Aft Cargo Bay 
Complexity: Very Low 
Price: 102000 Credits  
Maintenance Costs: 20400 Credits/Year, 1700 
Credits/Month  
 
Traits:  
Fuel Efficient (Minor), Slow Throttle (Minor) 
 
Skills (Programs)- 
Pilot (Autopilot): d2 
Pilot (AutoNav): d2 
 
Gear: 
Shuttle 480 Credits 
 
 
Just as in the time of Earth-That-Was, the standardized 
shipping container plays a major role in moving cargo 
across the ‘Verse. The Dienna Class Container Ship was 
designed as a cheap effective way to move the 
containers in bulk.  
The ship is simplistic in design. A small bridge, shuttle, 

and crew quarters take up the small hull at the front of 
the ship. An engineering section and small cargo area 
are at the aft. Fuel tanks and framework dominate the 
rest of the ship with a small hallway connecting the front 
crew area to the back.  
The ship can haul a total of 6912 containers using both 
the top and bottom sets of rails holding 16 deep, 18 
across, and 18 high per side. 
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Dragon Racing Yacht (by Flounder) 

 
Dimensions (LxBxH): 25x20x10 
Tonnage: 15 Tons 
Speed Class: 10 Cruise/12 Hard Burn 
Crew: 2 (Pilot, Co-pilot) 
Passengers: 0 
Fuel Capacity: 2 Tons (1000 Hours) 
Cargo Capacity: 0.5 Tons 
 
Agility: d10, Strength: d2, Vitality: d6, Alertness: d4, 
Intelligence: d6,  
Willpower: d8 
Life: 10 
Initiative: d10+d4 
 
Skills: 
Aerial Transport Operations/Racer d2 
Space Transport Operations/Racer d2 
Athletics d6/Collision Advoidance d8 

Complexity: Average 
Cost: 1,500 Credits 
Maintenance: 30 Credits 
 
The Dragon Racing Yacht was designed to fill a need, 
the need for Speed. The Dragon gained notoriety as the 
first type of ship to win The Great Outer Rim Race for 
three years in a row. It is still the favorite of racers 
around the ‘verse. 
 
During the war the Dragon saw service on both sides. Its 
speed made it an ideal craft for courier service and long 
range scouting. There was even a rumor that one side 
tried to build a fighter version.  

Drakken Class Transport (by Selek) 

 
Dimesions: 145 X 95 X 38 feet 
Tonnage: 942 tons 
Speed Class: 6 cruise/ 9 hard-burn 
Crew Quarters: 1 single, 1 double cabins 
Fuel Capacity: 12 tons (600 hours) 
Cargo Capacity/Maximum Deck Load: 100/113 tons  
Passenger Capacity: 6- 3 double cabins 
Price: 33,912 new, 16,956 at auction. 
Agi d10 Str d4 Vit d8, Ale d2, Int d4, Wil d2;Life Points 6  
Traits:  Fast Throttle (Minor), Branded (Minor) 
Skills: Pilot d2, Perception d4  
Complexity: Low.   
Maintenance Costs: 94.2 /month 
Equipment:   
 
   The Drakken Class transport was a labor of love from 
her inception.  This was the last design to be worked on 
personally by Aric Kieran, an enigmatic and reclusive 
prodigy who began designing spacecraft before his 
sixteenth birthday. 
   The Drakken is a pilot’s spacecraft.  The cockpit is 
snug and comfortable with a priority on ergonomics and 
ease of operation.  The standard “ship’s wheel”, 
prevalent on most other spacecraft, has been replaced 
with fighter-type “side-stick” controls and the pilot is 
seated in a specially designed acceleration couch.  
Additionally, the Drakken is fast and extremely nimble, 
with three vectoring thruster assemblies (two on the 
wingtips and the third in the integrated tail assembly.   
   Although the Drakken is officially rated for six 
passengers, the reality is somewhat different.  A single 
large double passenger cabin is provided near the 
portside wing root, but the other four passengers are 
accommodated in a pair of small double cabins each 
roughly the size of a Pullman sleeping compartment.  
Even with the reprieve of the ship’s lounge, these 
compartments are too cramped to make long voyages 
comfortable or desirable.   
   The Drakken production run was less than seventy 
ships (none were built under license) and fewer than 
three dozen survived the Unification War.  Most of the 
Drakkens served in one capacity or another, but nearly 
all with the Browncoats.  With their speed and agility, the 
Drakkens were assigned to medi-vac, blockade running, 
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and scouting and interceptor missions which placed 
them at the sharp end of the spear.  Their casualties 
reflect the danger of their missions rather than any flaw 
in the design.  Most were also modified with a powerful 
terrain following sensors for nap-of-the-Earth flying. 
   Given the number of fast, capable Kieran-built ships 
serving with the Independents, the Alliance High 
Command decided that the Kieran Yards were 
sympathetic to their enemies and summarily nationalized 
the company, arresting its senior officials (the utter lack 
of evidence and the fact that the Kieran R&D department 
was immediately partitioned off to major competitors who 
had made major political contributions to the Alliance 
had no bearing on their decision). 
   Although the Alliance courts later cleared the company 
of any “wrongdoing”, the damage was done.  Most of the 
corporate senior officers were dead or in hiding and the 
braintrust that made Kieran yards a going affair was 
broken.    

Although they have restarted production following the 
war, Kieran is producing only limited numbers of older 
designs, and much of the innovation that marked their 
designs has been lost.   
   The surviving Drakkens can be found in surplus and 
salvage yards throughout the Outer Rim, with a few 
making priority runs between the Outer and Mid Rims.  A 
few more are in the hands of several notorious 
smugglers and blockade runners.  Their relatively small 
cargo capacity, coupled with their speed, 
maneuverability, and ability to fly low and fast are all red-
flags to Alliance law enforcement and customs officials 
familiar with the ship’s capabilities. 
   For the most part, the Drakkens are an obscure and 
nearly forgotten contribution to celestine engineering, 
which is reflected in their “auction” price. 
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Erebus-type Alliance Covert Insertion 
Vehicle (by lost_grail) 

 
Iskellion Corporation, Boros 
 
Dimensions (LxBxW):40 x 46 x 25 
Tonnage:85 
Speed Class / Max Burn:4 / 8 
Crew Complement 2 
Crew Quarters 2 Single cabins 
Passengers:30 (Two 13-Marine squads + 2 pilots per 
lander) 
Fuel Capacity125 / 625 (600 hours) 
Cargo Capacity 20 tons + Two 20-ton Landing Craft 
 
Agid10  Strd6  Vitd6  Aled8  Intd6  Wild2 
Initd10 + d8  Life 8 
Assets / Complications: Fast Throttle (Major Asset); 
Cortex Spectre (Minor Asset); Tandem (Major Asset)* 
Skills: 
Aerial Transport Operations /Astrogation d4;  
Aerial Transport Operations/Autopilot d4;  
Covert d12;  
Sensors (Perception) d6;  
Auto-Targeting Software (Hvy Weapons) d6 
 
Armament: 
2x 50 lb Cannons – 100 Round Magazine Each, 
Conventional Shot 
1x 100 lb Cannon – 50 Round Magazine, 
Electromagnetic Shot 
10x 100lb Payload Short-Range Missiles (Explosive 
Warhead) 
Armour: 4W\t4S 
 
Complexity –Extreme (x4.5) 
Cost2 107 680 Credits 
Description: 
The Erebus-type Covert Insertion Craft is used by 
Alliance Commandos to deploy landing craft behind 
enemy lines, usually through heavy AA fire. It is either 
deployed from a Tohoku or from an on-planet base. Its 
primary role is to deliver the landing craft to the LZ, but 
its secondary tasks include long-term surveillance (The 
cockpit includes two small cabins for the crew) and 
ground support (The missiles and the 100 lb cannon can 
hit ground targets).Due to the high production costs, 
there are currently only three Erebus Insertion Craft in 
use: Two on the Victoria orbiting Londinum, reserved for 
SAS use; and a third in an undisclosed location. A 
working prototype also exists, locked on an Iskellion 

orbital platform. 
 
Author’s NotesThe idea for this vehicle came from a 
recent Popular Science Article (Cover Story, Jan 2007) 
and my own Serenity game, wherein a small-scale 
Seccession War is unfolding on two planets and five 
moons (so far). I imagine the craft itself to be 
somewhere between a high-altitude surveillance craft 
(Boeing RC-135, if I have mymilitaryaircraftright) and a 
Warthog ground support aircraft, with a built in 
hangar.Hope this fills that ludicrisly expensive hole in 
your Alliance Covert Operations 
 
 
 

Fahn Dahn-class Destroyer (by Davy Jones) 

Dimensions (LxBxH): 363 feet x 266 feet x 251 feet 
Tonnage: 81,000 tons 
Speed Class: 3 cruise/5 hard burn 
Crew Quarters: 100 single, 10 double (1,980-ton 
common area) 
Minimum Crew: 25 
Fuel Capacity: 1,250 tons/6,250 ton tank (400 hours) 
Cargo Capacity: 5,185 tons 
Gear: 40 escape pods, four 20-ton short-range shuttles, 
20 ASREV, 20.250-ton armor plating (5W), 1,620-ton 
EM shielding (2S) 
Armament: Ten 100-lb. cannon (1,000 conventional 
rounds, 200 EM rounds), 20 10,000-lb. long-range 
(explosive, magnetic, kinetic) missiles, 100 2,000-lb. 
medium-range (explosive, magnetic, kinetic) missiles, 20 
500-lb. short-range (decoy, jammer) missiles 
Price:  8,728,420 + ammo and missile cost (20+ years: 
 1,696,105 + ammo and missile cost, 40+ years: 
 339,221 + ammo and missile cost) 
 
Agl d4, Str d8, Vit d10, Ale d8, Int d6, Wil d8; Init d8+d4, 
Life 16. Dull Sense (detectors) (minor), Gas Guzzler. 
Heavy Weapons d6, Mechanical Engineering d4, 
Perception d4, Pilot d4. Complexity: Very High (20+/40+ 
years: High). Maintenance Cost:  388,800/year (20+ 
years:  388,800/year, 40+ years:  518,400/year) 
 
The Fahn Dahn-class destroyer represents the main 
fleet defense capital ship. Designed to protect cruisers 
from other capital ships, these destroyers are also multi-
mission capable and often operate independent of a 
fleet. 
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Feng Peng* Class Starfighter (by Buscadero) 

   Dimensions (LxBxH): 60 x 44 x 16 feet 
   Tonnage: 175 tons 
   Speed Class: 6 cruise / 9 hard-burn 
   Crew: 2 
   Fuel Capacity: 8 tons (600 Hours) 
   Cargo Capacity: 25 tons 
   Passenger Capacity: 1 
   Gear: Armor 2W; One autocannon (d4W); 10 tons of 
missiles 
   Price: 17.950 Credits (new) 
 
Agi d10, Str d4, Vit d6, Ale d8, Int d6, Wil d6; 
Init d10+d8, Life 10. 
   Traits: Fast Throttle (Minor Asset) 
   Skills: Heavy Weapons d4, Perception d4, Pilot d4 
 
   Complexity: High 
   Maintenance Cost: 560 Credits per year 
 
 
 
 
 
 
 
 

Ferris 7 class small space station (by Lynn 

LeFey) 

 
 
Dimensions: 190x160x160 during transport, 
280x320x320 during operation 
Tonnage: 10,000 tons 
Speed Class: 1 (no hard burn) 
Crew quarters: 20 
Fuel Capacity: 250 tons (enough for 800 hours in flight, 
or 60 days stationary) 
Fuel for commercial sale: 250 tons 
Cargo Capacity: 1000 tons  
Passenger Capacity: 150 
Price: 40,000 credits 
AGI d2, STR d6, VIT d10, ALE d2, INT d2, WIL d2 
Perception/Security d2, astrophysics (synchronous orbit) 
d2 
Fuel Efficient (x3), Slow Throttle (major), no atmospheric 
capability and stationary (minor) 
Complexity: Very Low 
Maintenance Cost: 8000 credits per year 
 
The Ferris line of self-portable space stations has 
evolved over the last six decades to its current model, 
the Ferris 7. The station in transport mode resembles a 
big box with small protruding bridge on one end, and 
very small engine and pulse drive on the other. Once it 
reaches its desired destination, it can be assembled into 
operational configuration in about four working days, by 
a reasonably competent crew. In that mode, it is a 
calendar of 40 foot radius, from which eight spokes 
radiate, holding the main passenger portion of the 
station, a ring with 160 foot radius. This ring rotates at 
about 4.3 RPM when operational, creating about 1g of 
centrifugal force. The central spindle, and the cargo and 
docking areas attached to it remain stationary, and use 
artificially created gravity. The cargo area generally has 
a small drydock, capable of holding a ship of 80x40x40 
feet in dimensions. 6 ships of approximately the size of a 
Firefly can dock at the station simultaneously with 34 
small vessels, such as shuttles or Wren class transports. 
 
The passenger area is composed of repeated modules. 
This forms effectively a single long deck of 960x80 feet. 
In standard configuration, the ring is divided into 68 
suites of 20x30 feet, with a 10 foot corridor that 
accesses suites on either side, and a second 10 foot 
cargo corridor inaccessible to normal passengers. Of the 
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68 suites, 20 are usually set aside for commercial use; 
shops, restaurants, casinos, whatever. The rest are 
living quarters, either for permanent inhabitants, or rental 
spaces for passers-through. 

 
A large portion of the storage ability of the station is 
taken up by fuel. Along with its own needs, the station 
can hold 250 tons of fuel to sustain short-range 
transports. It is intended for use as a small service and 
fueling station primarily, and includes a drydock capable 
of holding small transports, such a Wren class transport. 
Owners or operators of the stations usually 
attempt to position their stations in areas where 
no other ready fuel source is available, 
preferably where several backwater moons 
encircle a larger body.  
 
The Ferris station is like a very small town. 
Suites in the ring may have churches, 
gambling halls, business offices, whore 
houses, small hydroponic gardens, you name 
it. Depending on how scrupulous the owner or 
operator was a very interesting selection of 
goods might be found for sale at such a place. 
Players looking to get rid of a small vessel 
acquired creatively might find a buyer among 
the citizens of such a station.  
 
Notes on the layout of the Spindle decks of the 
Ferris 7 Station. 
 
Deck One: Deck one forward is accessible 
through the station lifts. It contains four 
emergency escape pods, the mechanisms to 
operate the station’s forward lifts, and auxiliary 
communications equipment. In the aft section 
of the station, there are four docking ports, 
which can be accessed via the aft personnel 
lifts.  
 
Deck Two: Deck two forward is dedicated to 
auxiliary power, auxiliary fuel pumping, and 
auxiliary life support. The aft portion contains 
four docking ports on the vertical docking arms, 
accessible via the aft personnel lifts, and the 
station drydock, the cargo area accessible from 
the aft cargo lift. This area is large enough to 

hold a Wren light transport, or smaller craft. The entire 
area can be opened from the aft, allowing small vessels 
to enter. 
 
Deck Three: Deck three forward holds the waste 
treatment facilities. In the forwardmost area are the 
primary communications equipment and sensors. Aft is 
the primary fusion plant, pulse drive ring, and main 
thruster. The Horizontal docking arms hold fuel, water, 
and waste tanks for servicing docking vessels. In 
addition, Deck 3 aft cargo is an open bay for storage of 
cargo moving through the station. 
 
Deck Four: This is the primary deck of the spindle. 
Forwardmost is the Bridge/Comm. Center/Traffic 
Control. Aft of this, to either side, are crew quarters and 
facilities. The Lifts to the ring are located in the central 
corridor allowing a wide passage for cargo and 
personnel. Aft of this the main corridor passes the 
Medical facility, with Infirmary and recovery rooms. 
Immediately aft of this is main engineering. The pulse 
ring and main thruster (and fusion reactor) are just aft of 
main engineering. To either side of main engineering are 
the horizontal docking arms, containing 14 cargo 
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docking ports, each capable of handling about 10 tons of 
cargo. Aft of engineering is the main cargo area, used 
for cargo passing through the station. 
 
Deck Five: While not shown on the map, Deck five is 
identical to deck two, with the exception of having two 
additional lifts passing through the forward portion. Deck 
five forward is main life support, and water reclamation 
systems. Deck five has two vertical docking arms 
allowing four docking slips for small vessels. Deck five 
main cargo is accessible by the cargo lifts in the aft of 
the station, and is dedicated to station supplies. 
 
Deck Six: Deck six forward has a small bit of non-
essential station systems, and a corridor allowing 
transfer to station lifts from ring lifts. Deck six main cargo 
is accessible via the aft cargo lifts. On the Dandelion 
station, this deck is divided between hydroponics for 
‘Garden Patch’, large part inventory for ‘Pieces and 
Parts’, and the gunsmith shop for ‘Sideiron’. Airlocks at 
the far aft of the station allow large pieces to be 
transferred to ships from either the gunshop or the parts 
storehouse. 
 
Notes on docking: The dandelion stations are made to 
dock with smaller vessels. This means only a finite 
number of larger vessels can dock at a given time. For 
instance, a firefly size ship (or possibly two) could 
comfortable dock at one time, while thirty shuttles or 
wren-sized ships could dock at once, if that was all that 
was docking. It would not take much to extend one of the 
horizontal docking arms to allow access to one larger 
vessel, if that was desired, but it’s not standard. 
 

First Bounty (by Davy Jones) 

 
Dimensions (LxBxH): 38 feet x 50 feet x 18 feet 
Tonnage: 85 tons 
Speed Class: 7 cruise/10 hard burn 
Crew Quarters: 1 spartan 
Minimum Crew: 1 
Fuel Capacity: 2 tons/10 ton tank (800 hours) 
Cargo Capacity: 10 tons 
Passenger Capacity: 2 second-class (configured as 
cells) 
Armament: One 20-lb. cannon (500 conventional 
rounds) 
Price:  46,775 + ammo cost (20+ years:  11,694 + 
ammo cost, 40+ years:  2,339 + ammo cost) 
 
Agl d12, Str d2, Vit d8, Ale d8, Int d2, Wil d6; Init 
d12+d8, Life 8. Cortex Specter (major), Fast Throttle 
(minor), Fuel Efficient. Athletics d4, Covert d6, 
Perception d4. Complexity: Extreme. Maintenance Cost: 
 765/year (20+ years:  1,147.5/year, 40+ years: 
 1,530/year) 
 
The First Bounty is representative of the small, fast and 
deadly craft the best high-tech bounty hunters employ in 
their trade. Sometimes-lonely vessels, ships like the First 
Bounty offer little in the way of creature comforts, but are 
able to operate independently for extended periods of 
time. 
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Foxbat Alliance Bomber/Transport (by Lynn 

LeFey) 

 
Dimensions (LxBxH): 50x80x17  
Tonnage: 50 tons  
Speed Class: 5 cruise/7 hard-burn  
Crew: 2 
Fuel Capacity: 400 lbs. (100 hours)  
Cargo Capacity: 12 tons, or 20 passengers and 6 tons 
 
Agility d10  
Strength d2 
Vitality d6  
Alertness d8  
Intelligence d4  
Willpower d8  
 
Initiative d10+d8  
Life 10  
Perception d4, Covert d4 
 
Complexity: Average 
Price: 2,500 new 
Maintenance Cost: 100 Credits per year 
 
Armaments: 
Wing Guns : .2 lb. autocannon (d2 vehicle scale 
damage), 1500 round magazine 
Missile load: The load of missiles for this craft is mission 
specific, but it carries at least 6 tons of missiles aside 
from listed cargo capacity. Another 12 tons of missiles or 
bombs can be carried in the cargo bay, and launched 
from the bomb bay doors. 
 
The GB-106 ‘Foxbat’ is a dual role craft, acting both as 
an armed transport and as a bomber. As a short-range 
craft, based on a Longbow Patrol Cruiser, they do not 
have a pulse drive. This space was put to use instead 
with increased cargo and munitions capacity. 
 

Gold-Digger Prospecting Shuttle (by Lynn 

Lefey) 

 
Dimensions: 25x15x10 
Tonnage: 20 
Speed Class: 5 / 7 full burn 
Crew quarters: 1 cramped 
Fuel Capacity: .5 tons (400 hours of operation) 
Cargo Capacity: 3 tons  
Passenger Capacity: 0 
Price: 1,000 credits new (250 with minor ‘Seen Better 
Days’) 
AGI d10, STR d2, VIT d6, ALE d6, INT d4, WIL d10 
Pilot d2, Astrogation d2, Perception d4 
 
Seen Better Days (Minor), Gas Guzzler 
 
Complexity: High 
Maintenance Cost: 64 credits per year (96 with minor 
‘Seen Better Days’) 
Life Points: 12 
Gear: Armor (W3) 
  
Description: This small rugged vessel is designed for 
prospecting amongst asteroid fields for minerals. This 
vessel has a tremendous amount of sensors for its size, 
and the programming to detect minerals at some range. 
Still, the life of asteroid prospectors is a lonely and 
tedious one, even with such equipment. The vessel is 
made of extremely resilient alloy, with double hull, and 
built with metal caging surrounding many systems. It is 
capable of the occasional low-speed collision with solid 
bodies, which are inevitable in asteroid belts. Landing 
gear are fixed position skids, capable of withstanding the 
harshest landings. While the vessel is capable of going 
two weeks before refueling, the crew compartment is so 
cramped that all but the most rugged prospectors find it 
impossible to remain out in the black for more than a 
week at a time. The vessel’s small cargo capacity makes 
it unattractive for excavation of ore once found, so most 
prospectors mark their find with a transponder, and 
return to port once minerals are discovered. 
  
Because of the rugged nature of the ship, as well as the 
speed and agility, it is also favored among those looking 
for inexpensive assault craft. It is no great feat to shift 
some of the sensor equipment into cargo space, and 
place a forward fixed gun or small missile battery 
aboard.  
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Goliath-class Freighter (by Davy Jones) 

Dimensions (LxBxH): 788 feet x 268 feet x 116 feet 
Tonnage: 70,000 tons 
Speed Class: 1 cruise (no hard burn) 
Crew Quarters: 14 single, 6 double (470-ton common 
area) 
Minimum Crew: 20 
Fuel Capacity: 1,250 tons/6,250 ton tank (600 hours) 
Cargo Capacity: 49,620 tons 
Passenger Capacity: 12 second-class, 6 second-class 
suites, 6 first-class, 3 first-class suites, 72-ton common 
area 
Gear: six 20-ton short-range shuttles 
Price:  422,880 (20+ years:  70,720, 40+ years: 
 14,144) 
 
Agl d2, Str d8, Vit d8, Ale d4, Int d6, Wil d2; Init d4+d2, 
Life 10. Good Name; Memorable, Slow Throttle (major). 
Athletics d2, Knowledge d2, Mechanical Engineering d2, 
Perception d2, Pilot d4. Complexity: Low (20+/40+ 
years: Very Low). Maintenance Cost:  84,000/year (20+ 
years:  84,000/year, 40+ years:  112,000/year) 
 
While not the largest bulk freighter, the Goliath has been 
the most reliable design for the last 100 years. Still in 
production, the freighter is used by only the largest 
corporations, traveling along well-established and 
heavily patrolled routes. 
 
The Goliath has a unique exhaust configuration that's 
easy to pick up on sensors. 
 
 

Grapnel Class Independent Picket Corvette 

(by Lynn LeFey) 

 
Length 215'   
beam 110'  
Height: 60'  
Tonnage 2,000 tons 
Speed Class 5 cruise/ 8 Hard burn  
Crew: 11 small cabins, 4 medium cabins  
Passengers: 8 small cabins  
Cargo Capacity: 240 tons  
50 tons fuel - 600hrs flight time  
Agi d6, Str d6, Vit d6, Ale d6, Int d4, Wil d12  

Complication: Memorable  
Fast Throttle (Minor)  
Price 161,200 Credits   Weapons loadout: 25,000 credits 
 
Gear: Armor W3, Two 20-ton shuttles 
Armaments: four .2 pound guns with 1000-round 
magazines; Heavy Ordinance:24x500-lb medium range 
missiles; Medium Ordinance: 16 missiles, mixed 
between 100-lb medium range and 500-lb short range, 
usu. 12/4 mix.; Light Ordinance: 160 10-lb short range 
missiles, all either decoys or jammers. cost 600x4 + 
12000 + 2000 + 1200 + 8000 
Skills: Pilot d2, Covert d4, Perception d6 
Maintenance Cost: 6,400 per year 
Originally, this ship class was a fast freighter (known as 
the Tiwaz class), but the vessel was a favorite of the 
Independants, and a total of 28 were converted into 
Grapnel-Class picket corvettes. Shortly after, the 
Alliance banned the production of the hull design 
altogether, due to the ease with which she was 
converted to a fighting ship. 
The Grapnel was made as a picket ship, intended by the 
Independant Navy to travel ahead of the main fleet, 
extending sensor range, and theoretically keeping the 
larger ships well-defended. As such, she is a swift 
vessel, generally able to even outrun smaller patrol 
boats. She boasts reasonable sensors hardware and 
software, and is designed to fulfil a secondary role as a 
screening vessel in naval ingagements. All of her guns 
are defensive, low-bore weapons with high rates of fire 
for intercepting incoming targets. Offensive power is 
supplied by her forward missile tubes, and to a lesser 
degree by her medium ordinance.  
The ships of this class that survived the unification war 
were mostly used as targets in Alliance training 
maneuvers. However, while there are officially no 
remaining ships of this class, a remarkable 14 of them 
are unaccounted for. At least one is supposedly in the 
hands of a pirate group operating in the Clarke 
Quadrant. 
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Heavy Strike Escort (by Davy Jones) 

 
Dimensions (LxBxH): 262 feet x 145 feet x 92 feet 
Tonnage: 8,800 tons 
Speed Class: 5 cruise/7 hard burn 
Crew Quarters: 16 single, 4 double (430-ton common 
area) 
Minimum Crew: 20 
Fuel Capacity: 250 tons/1,250 ton tank (600 hours) 
Cargo Capacity: 529 tons 
Gear: two 20-ton short-range shuttles 
Armament: Twin 20-lb. cannon (200 conventional 
rounds), 110 1,000-lb. medium-range missiles (all types) 
Price:  1,076,960 + ammo and missile cost (20+ years: 
 269,240 + ammo and missile cost, 40+ years:  53,848 
+ ammo and missile cost) 
 
Agl d8, Str d6, Vit d8, Ale d8, Int d8, Wil d8; Init d8+d8, 
Life 14. Healthy as a Horse. Athletics d4, Covert d2, 
Heavy Weapons d4, Mechanical Engineering d4, Pilot 
d2. Complexity: Very High. Maintenance Cost: 
 42,240/year (20+ years:  63,360/year, 40+ years: 
 84,480/year) 
 
A heavier version of the strike escort, this mechanic's 
dream is actually more fragile and less capable than its 
smaller counterpart.  
 
 

Heavy Patrol Frigate (by Davy Jones and Lynn 

LeFey) 

 
Dimensions (LxBxH): 300 feet x 200 feet x 100 feet 
Tonnage: 20,000 tons 
Speed Class: 4 cruise/7 hard burn 
Crew Quarters: 12 single, 4 double (360-ton common 
area) 
Minimum Crew: 14 
Fuel Capacity: 850 tons/4,250 ton tank (800 hours) 
Cargo Capacity: 2,070 tons 
Gear: two 5-ton small skiffs, two 40-ton ASREVs, 2,000-
ton armor plating (2W), 200-ton EM shielding (1S) 
Armament: Twin 50-lb. cannon (500 conventional 
rounds), twin 20-lb. cannon (200 EM rounds), 60 4,000-
lb. long-range (explosive, kinetic) missiles, 100 2,000-lb. 
long-range canister missiles, 50 1,000-lb. long-range 
(decoy, jammer, magnetic) missiles 
Price:  2,287,600 + ammo and missile cost (20+ years: 
 291,900 + ammo and missile cost, 40+ years:  58,380 
+ ammo and missile cost) 
 
Agl d6, Str d8, Vit d6, Ale d8, Int d6, Wil d6; Init d8+d6, 
Life 14. Fast Throttle (minor), Fuel Efficient; Hooked. 
Heavy Weapons d4, Knowledge d2, Mechanical 
Engineering d4, Perception d4. Complexity: Very High. 
Maintenance Cost:  96,000/year (20+ years: 
 144,000/year, 40+ years:  192,000/year) 
 
The heavy patrol frigate is the smallest of the capital 
ships (as opposed to escorts and weapons platforms). 
Sporting a variety of missiles and conventional and EM 
cannon, the heavy patrol frigate is found covering the 
black in the gaps between Alliance cruiser patrols. 
 
The heavy patrol frigate has a quirky electrical 
distribution grid, requiring it to be recalibrated daily. 
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“Hobgoblin” HSP3A Salvage Pod (by 

ProfGremlin) 

 
 
LxBxH:    21' x 15' x 12' 
Tonnage: 28 Tons 
Speed Class: 1 / 3 
Crew: Pilot 
Fuel Capacity:    0.170 Tons / 814 hours 
   Two cylindrical tanks 3' diameter x 6' long. 
Life Support: 72 human hours  
   Compressed O2 cannisters. 
Complexity: Low 
Price: 193C 
Maintenance: 33.6C / year <-> 2.8C / Month 
 
Attributes 
Agility:d8, Strength:d4, Vitality:d4, Alertness:d6, 
Intelligence:d2, Willpower:d4 
 
Initiative: d8+d6 
Life Points: 8 
 
Traits 
Short Range - Minor 
   The salvage pod was designed to be launched from a 
salvage vessel and as such does not require a pulse 
drive.  Even in it's secondary role as a support vessel for 
space stations and intersteller docks it does not require 
the ability to 'pulse'.  Interestingly enough, even with no 
pulse drive the Hobgoblin is still capable of 
entering/exiting atmo and landing on a space station.  
Though this capability exists it's not encouraged.  The 
Hobgoblin becomes rather ungainly in this procedure 
(Reduce agility to d4 for this procedure while 
entering/exiting atmo.  Return to d8 once maneuver is 
complete). 
 
Gear 
 
Armor - Two points wound armor. 
   In it's primary capacity the salvage pod runs the risk of 
getting bumped or knocked around by shifting debris.  
As a precaution to protect both the pilot and the vehicle 
itself two-and-one-half tons of armor were added to the 

outer hull.   
 
 
Skills: Pilot/Navigation: d2, Collision Avoidance: d4, 
Perception/Sensors: d4 
 
Design notes: 
The Hobgoblin was conceived as a cross between a 
forklift and a tugboat.  I wanted to create a small vessel 
that could assist in salvage operations especially the 
retrieval of large masses such as ships engines, cargo 
containers etc.  The Hobgoblin was designed to be able 
to attach itself to the side of a vessel or cargo container 
using it's lower clamps thereby stabilizing itself and 
allowing it better leverage in pulling salvage items free.  
In the case of a cargo container it can simply clamp onto 
the side and push it where it the pilot wants to go.  For 
large masses, multiple Hobgoblin's can synchronize their 
movements and move the salvage where they want it.   
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Hornbill Longhaul Transport (by ProfGremlin, 

deckplans by Elkyri) 

 
LxBxH - 287'x147'x 94'    
Tonnage - 9900 
Speed Class - 5/7 
 
Fuel Capacity/Storage - 250 tons / 1250 tons 
Flying Time - 800 hrs or 33 days @ SC5 
 
Cargo Capcity - 1316 tons in one hold measuring 188'x 
25'x 28' 
Crew - 8  
Crew Quarters:    
         6 - 12 ton billets, 10'x15'x8', Single Occupancy 
         1 - 24 ton billet, 20'x15'x8', Double Occupancy 
         12 military standard 8 ton billets, 10'x10'x8', 
(depending on configuration of deck 3) 
Passenger Quarters - 
         2 first class billets, 24 tons, 20'x20'x8' (see deck 2 
map) 
         1 - 24 ton billet, 20'x15'x8', Double Occupancy 
                   
Cost - 452,160 Credits 
Maintenance - 18,000c per year or 1,500c per month 
Complexity: Average 
 
Gear -     
         6 Escape Pods, 2 Person  
         2 Short Range Shuttles 
 
Attributes 
Agility - d4, Strength - d6, Vitality - d6, Alertness - d4, 
Intelligence - d6, Willpower - d6 
 
Life Points - 12 
 
Traits 
Fuel Efficient (Minor), Memorable (Minor) 
 
Skills 
Aerial Transport Operations/Transport - d4 
Space Transport Operations/Transport - d4 
Pilot/Navigation - d4 
 
These deck plans were created by Elkyri in Campaign 
Cartographer with the Cosmographer add on from some 
rough hand sketches that I had.  The *.FCW files are 

available if someone wanted to build customized 
deckplans. 
 
My thanks to her for all her hard work. 
 
 
Design Notes (copy/paste from the original thread): 
 
Glad to hear you like it. You're right it is spacious. That 
was part of the original concept: a long haul transport 
with space to move. In my limited understanding of 
transport and shipping there has always been a resigned 
acceptance of crews to the fact that there just won't be 
much space for the crew itself. There's enough for the 
basics but it'll be crammed into as small a space as 
possible to maximize the space for cargo. It's a sound 
idea. That approach allows for the most amount of cargo 
to be carried at any given time. Since that's where you 
make your money of course the cargo space will be 
favored. There's also the economics of cargo value vs. 
fuel consumption/maintenance. If it costs more to move 
the cargo than the the cargo is worth than it's a losing 
proposition.  
 
With all that said, I thought back on my life and the 
various jobs I've held and wondered what could have 
been done to make me stay. One of the thoughts that 
came to mind was to make it a more pleasant place to 
be. Well, how to do that in little ways that would induce 
loyalty? Make the environment one in which the 
employee would prefer given all other reimbursements 
being equal. That was how I approached the design of 
the Hornbill. I wanted to give the crew enough space to 
be able to move around and enough comfort that they 
would chose to stay even if offered a similar billet on 
another ship for equal or slightly higher pay. Remember 
how Mal induced Jayne to come work for him with a pay 
raise and the promise of his own bunk. This is just taking 
that idea a little further. 
 
The idea of a central head on deck 2 was essentially to 
give the crew/passengers a place to go without having to 
head back into their rooms. It was done with the idea of 
expediency. Originally, the thought was to have a half 
bath in each quarters and a dorm style head with 
showers. The thought that passengers may not want to 
wander the halls in just a towel prompted the switch to 
full bath in each quarters with a standard public head. As 
for the door, well that was a just a glitch. It's actually 
there, it was just an issue of layers in CC2 where the 
bulkhead layer was promoted above the door there. It's 
been corrected and I hope to have a deck plan posted 
with this fix soon. 
 
Deck 3 was a challenge for me. I had all the other decks 
laid out and knew I wanted the escape pods on deck 3 
but really didn't have any other ideas. The big challenge 
here was that the fuel volume required the tanks to span 
two decks leaving a narrow area to work with in addition 
to the narrowing of the hull in the same area. I settled on 
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modular rooms that could be setup anyway the crew 
wanted. Some suggestions are for military style bunks 
for the crew leaving deck 2 all for passengers. Other 
suggestions include: a green room for 
gardenbunks/hydroponics; secure storage w/ 
electronic/mechanical locks where a client can store 
sensitive goods, client keeps the key/code and forwards 
it to the recipient who is the only other person who can 
access the cargo; pantry storage for the galley; spare 
parts storage for engineering; whatever else the crew's 
imagination can come up with. 
 
It's funny that you mention moving the 
basket ball court. The lead designer at 
Tribad Shipyards suggested the same 
thing until I pointed out the ceiling is only 8 
feet there. That would definitely be 
truncating the court in the wrong direction.  
 
The other thought is that it would be right 
behind the conference room and I don't 
think that would go over well. 
Unfortunately I don't have any good ideas 
for this space. I'm loathe to turn it over to 
cargo space even with the cargo elevator 
just down the hall. I'd hate to have 
something happen and have access to the 
escape pods be blocked. If anyone has 
some ideas on this space, please let me 
know. 
 
Yes, the decks are numbered from top to 
bottom. I had no preconceived notions of 
numbering order so went with the idea that 
made sense to me 
 
There are several variations of the Hornbill 
that are in my mind at the moment: 
medical support, mod the cargo bay to two 
decks for patients wards, operating theatre 
and EMS; Salvage, wall off the fore 
section of the cargo bay and put a couple 
of salvage pods (think mini-DSV w/ 
articulated arms) in there w/ the rest of the 
cargo bay for storage; passenger vessel, 
pull the galley to the open space on deck 
3, deck3 modular rooms become crew 
quarters, conference room becomes a 
dining room, setup deck 1 with a couple of 
presidential suites/vid-theatre and dance 
floor, deck 2 is all allocated to passengers. 
There are endless possibilities here. If you 
have an idea for a modification of the 
design I'm open to suggestions. If you 
want to move things around for your own 
campaign, I can supply you with a basic 
silhouette and you can mod it to your 
hearts content.  
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Hunter-Interceptor (by Davy Jones) 

 
Dimensions (LxBxH): 96 feet x 68 feet x 22 feet 
Tonnage: 240 tons 
Speed Class: 9 cruise/11 hard burn 
Crew Quarters: 1 double 
Minimum Crew: 2 
Fuel Capacity: 3 tons/15 ton tank (400 hours) 
Cargo Capacity: 4.5 tons 
Armament: Twin 50-lb. cannon (750 
conventional rounds), 20 100-lb. short-range 
jammer missiles, 100 500-lb. short-range 
(explosive or kinetic) missiles 
Price:  112,960 (20+ years:  28,240, 40+ 
years:  5,648) 
 
Agl d12, Str d4, Vit d6, Ale d4, Int d6, Wil d4; 
Init d12+d4, Life 8. Gas Guzzler, Lightweight, 
Memorable. Athletics d2, Heavy Weapons d4, 
Mechanical Engineering d6. Complexity: Low. 
Maintenance Cost:  288/year (20+ years: 
 432/year, 40+ years:  576/year) 
 
The hunter-interceptor is well-known for its bat-
like appearance, designed to inspire fear in its 
opponents. Hunter-interceptors generally 
operate in flights of three or four craft, using 
their speed and agility to full advantage.
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Jacques class courier (by Winged Cat) 

 
Dimensions (LBH w/landing skids retracted): 70 ft * 110 
ft * 22 ft 
Tonnage: 400 tons 
Speed Class: 10 
Minimum Crew: 1 
Quarters: 2 somewhat cramped, 1 not so cramped 
Fuel Capacity: 10 tons/50 ton tank (600 hours 
endurance) 
Cargo: 100 tons in 4 standard 40 foot/25 ton containers 
Armor: 1W 1S 
Weapons: 10 pound cannon on top-mounted turret with 
60 rounds (usual load: canister) 
Price: 7550 Credits plus ammunition 
Annual Maintenance: 480 Credits 
Complexity: Very Low 
 
Agility d6 
Strength d4 
Vitality d8 
Alertness d4 
Intelligence d6 
Willpower d6 
 
Everybody Has One (major) 
Healthy As A Horse (minor) 
Memorable (minor) 
Seen Better Days (minor) 
Slow Throttle (major) 
 
Heavy Weapons d2 
Mechanical Engineering d6 
Perception d2 
Pilot d2 
 
Initiative d6+d4 
Life Points 10 
 
One of the most successful pre-Unification War designs, 
the Jacques class was manufactured by DarkWorks - a 
coalition of shipyards on Shadow, named as a deliberate 
pun on the planet's name.  The class name was another 
pun, as in "Jack of all trades, master of none," which is a 
mostly accurate description.  It has armor, but pitifully 
weak by Alliance standards - a double hull that is more 
useful for mitigating the consequences of careless 
piloting than for actual combat.  It has a cannon - a 10 
pounder pea-shooter, only truly dangerous in the hands 
of a crack shot.  It can haul passengers - a few, in 
second-class comfort at best.  It's cheap enough that a 
moneyed individual just might be able to afford one - 
mostly because of subsidies when it first came out, and 
now because of its age.  It can take four standard 40 
foot/25 ton cargo containers.  It can pilot and maintain 
itself, even fire the gun - but the programs ain't near as 
good as what a competent human being can do, 
especially outside of maintenance. 
 
It only truly excels in one area.  It is fast.  Very fast.  

Among the fastest ship classes in the 'Verse, bar none.  
The ship's inner hull is wrapped in gravity generators, 
turning it into one big pulse drive that can be tapped to 
provide acceleration even in atmo.  Moreover, the 
Jacques class was designed to be able to maintain hard-
burn as long as fuel held out, so its official specifications 
do not list a separate hard-burn speed.  The fuel tanks 
are a mite larger than normal for 400 ton boats, but it's 
(barely) got enough fuel to go from one end of the 'Verse 
clear to the other, in about half a month to just under a 
month depending on planetary and stellar orbital 
positions - and every so often there'll be a Jacques that 
makes that somewhat pricey cargo run. 
 
The Jacques class also holds minor competence in self-
repair.  A Jacques comes with four spider-like robots 
designed to crawl between the hulls, as well as over the 
fuel tanks, look for forming cracks, and seal them.  The 
robots normally rest in airlocks accessible from the 
engine controls, and have access to most of the ship's 
components not inside its pressure hull, so much of the 
work of maintaining these ships is actually done via 
teleoperation.  The robots do add a bit to the 
maintenance cost, but having these robots crawl around 
looking for cracks, directed by the ship's computer while 
the ships had strap-on solar panels as they waited in 
boneyards or docks for years, is the only reason many of 
them still fly.  Even if they don't always show their age, 
though, most folk who care about such things know how 
old the design is. 
 
Despite its limitations, it was quite popular on the Rim 
and Border worlds, thanks in part to subsidies from 
Alliance types who figured that fast ships might help 
bring their wayward relations back home in a jiffy, or 
"shrink the 'Verse" as they put it back then.  Production 
was closing in on an even million units when the 
Unification War hit.  Some say they made it to a million 
(and no end of smooth talking captains claim to have the 
millionth Jacques), some say they didn't.  What most 
everyone agrees on is that, to a one, DarkWorks went 
with the browncoats, providing them with some of their 
earliest ship production facilities, and that the Alliance hit 
them early in the war for it, fired up by the thought of 
"treason" from ones who'd taken advantage of their 
subsidies for so long.  Between that and the general 
destruction Shadow suffered, no more Jacques are 
being produced today, although the ones that survived 
the war have held up quite well over time. 
 
Despite destroying over a hundred thousand of these 
during the war, Alliance folk don't often take offense to 
someone owning one.  They found that having a gun 
and a bit of armor often gives someone false courage.  
Brave Independent would-be hotshots went up against 
impossible odds, pitting one or a few Jacques against 
Alliance warships - and almost every time, got shot to 
pieces without landing a serious hit.  More than one 
purple belly has confessed that seeing a Jacques in 
trouble mostly just brings back memories of easy kills.  
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The temptation to rely on the computer to do most 
everything, so as to avoid having to rustle up some crew, 
just makes combat odds even worse, though cargo 
hauling operations can often get away with a lone 
captain. 

 
Map key: 
 
White: cargo modules (lower deck)/ship's stores (upper 
deck) 
 
There are rails on the top and bottom of the cargo area 
to guide the modules' insertion.  Anticipating that there 
would be some modules intended for a more functional 
use, there are four airlock doors at the front of each 
cargo bay, one per module.  These can open and close 
independently, leaving some modules exposed to the 
black and others snug tight in the ship's atmo - so long 
as the exposed modules don't have no leaks.  Some 
enterprising captains have used this to make impromptu 
missile bays, which look like normal empty cargo 
modules once all the missiles have launched.  The bay 
can hold other sorts of cargo too - just leave out the 
modules, and fill in the space with whatever you're 
carrying. 
 
Ship's stores are your standard dry goods 
storage/armoury/ship's locker.  It can carry up to 5 extra 
tons of cargo in a pinch, but is not intended for such 
uses unless the crew don't mind not eating, and so gets 
left off the official specifications. 
 
Purple: fuel tank 
 
The fuel tank sits in a gap between the double hulls, 

letting the maintenance bots crawl over it just as they do 
the hulls.  This simple design drastically minimizes the 
consequences of minor fuel tank leaks, one of the most 
common maintenance problems among ships of this 
tonnage: not only is the leak usually easy to find, but the 
leaked fuel is captured between the hulls, and can be 
siphoned back into the tank using pumps located inside 
the external refueling hatch once the leak is fixed. 
 
Pink (like glowing plasma): main reactor 
 
A pulse drive the size of an entire boat takes quite a bit 
of power.  The reactor is larger than found on some 
boats ten times as big, but gets a few economies of 
scale in return.  Like the fuel tanks, it sits in a gap 
between the double hulls.  Under normal circumstances, 
only the maintenance robots are ever supposed to come 
into direct contact with it.  Access airlocks for the robots 
themselves sit alongside the front of the reactor, along 
with backup robot controls.  On a Jacques with four or 
more crew, the engineer's duties are usually performed 
here, leaving all three bridge positions for other tasks. 
 
Light Grey: airlocks (not including cargo module doors) 
 
The official main entrances are on the back left and right 
of the lower deck, though most everyone in atmo usually 
boards through the cargo bay unless it's full.  Adjacent to 
the bridge are a pair of backup airlocks, accessed from 
the outside by a hatch atop the boat, with a ladder bolted 
to the front inside of the airlock.  Since the boat's gravity 
field extends a bit past the boat itself when it's running, a 
fellow can walk across the top of the boat in the black 
with no special equipment save a spacesuit, and fall in to 
an airlock if it's open - if, say, someone loses 
consciousness and the boat can be maneuvered so the 
airlock is underneath.  Of course, any unfriendly types 
walking around up there should be quite aware that 
that's the side with the cannon.  Some stunt pilots 
engage gravity in atmo and have performers engage in 
acrobatics or mock duels up there.  Real crazies set a 
Jacques' gravity to double and fly upside down, letting 
people stand in defiance of a planet's gravity - so long as 
they don't try jumping or the like. 
 
Dark Grey: engines, in-atmo avionics, and ship's 
systems 
Yellow: primary sensor clusters 
 
The original design concept for what became the 
Jacques class was a flying wing design.  While this 
changed to make use of pivot-wing engines as seen on 
many other boats today, the central hull still has that 
general shape.  All this otherwise dead space was ideal 
for placing transponder beacons, running lights, 
batteries, and other stuff that has to go somewhere on a 
boat.  In particular, what sensors a Jacques has are 
mostly relegated to the four corners of the central hull. 
 
Blue: bathrooms & galley/cold storage/washer-dryer 
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In a nod to practicality, the head is separate from the 
room with the shower/bath unit.  In a nod to fancifulness, 
right next to these two is a rotating set of three 
appliances, each about nine feet square by four feet 
high: an electric oven with a range, cutting board, and 
sink atop it and a small cupboard for dishes and cutlery 
alongside the oven; a washing and drying machine that 
can do clothes or, if you set up the collapsible racks, 
dishes; and a refrigerator/freezer unit with racks that can 
be pulled out - even removed and placed in the washer, 
if food has spoiled and the racks need cleaning.  Any 
two of the three units can be accessed at a time, so one 
person can be loading clothes into the washer while 
someone else checks a cake in the oven, or a cook can 
pile ingredients from the refrigerator - on top, pulled not 
quite all the way forward - onto the cutting board below. 
 
Light Green: life support 
 
Located directly adjacent to the primary centers of water 
use aboard ship, this is set up as a large cabinet whose 
doors swing open for direct access.  While the 
maintenance robots can get at these systems via an 
airlock at the top, many a Jacques' mechanic prefers to 
do all the work on this part directly, given how critical 
atmo and water recycling are to life aboard ship.  The 
hallway adjacent to the doors slopes down a bit, as part 
of the access to the lower decks, but there ain't more 
than a foot-wide step up to the bottom of the cabinet, 
and most of the interesting stuff is at the bottom anyway. 
 
Dark Green: quarters 
 
A luxury liner this class ain't, and never was.  The 
captain's quarters rate a mere 15 tons - a touch less 
than standard second class, by today's standards - and 
the other two merely 10 tons each.  To cram more 
people in, double bunk the beds and sleep someone in 
the med bay, for a total of seven people aboard at the 
bare minimum for second class.  Any more, and you'd 
have to use the cargo bay for steerage class - unless 
you installed quarters in the cargo modules, typically 
carrying two standard second class quarters plus a head 
each. 
 
Cyan: medical bay 
 
Life in the black seems to involve inevitable bruises and 
scrapes even for the most peaceful of folk.  This ain't no 
field hospital, but just being in an enclosed room with 
controlled atmo, a bed, and vehicle-powered medical 
sensors rates this as ambulance-grade conditions for 
whatever conditions arise.  The ship's computer does 
not do medical work - the minimum competence 
tolerated in other areas was viewed as potentially 
dangerous here - so a crew wanting to use this had 
better have someone who's at least passed a first aid 
class. 
 

Teal: common area & access 
 
On either side of the main hull is a five foot wide access 
gangway, leading from the upper deck at the front to the 
lower deck at the back.  Stowed underneath this is the 
landing skids - which extend six and a half feet below the 
ship's bottom, since the ship's engines project five feet 
below (and three feet above) the ship's hull when swung 
vertical (as for takeoff and landing).  Combined with the 
corridor behind the bridge and the one between the 
cargo modules and the reactor, there is a circular track 
those looking for exercise can run around - providing the 
course is clear.  Some less tidy mechanics have taken to 
leaving tools and spare parts on the ground near the 
reactor, for want of a better place to set up a makeshift 
workshop.  The common area between the quarters is 
outfitted depending on the crew's size and likes; it is said 
that no two Jacques' common areas are exactly 
identical. 
 
Red: turret access & bridge console 
 
The official specifications list the bridge positions, from 
left to right, as co-pilot, pilot, and sensor operator, but 
the actual duties depend on the crew.  Any of the three 
positions can helm, use the cannon, use the sensors, 
direct the maintenance robots, hail someone, or perform 
any other typical bridge duty, though the center position 
can lock the other two out if desired.  The ship's 
redundant computer cores are to the left and right of the 
bridge, hardened to provide the same endurance versus 
electromagnetic effects as the double hull does towards 
more serious damage.  On the roof behind the bridge 
area is the ammunition track for the turret, which anyone 
in line of sight can glance at to see how many shots 
remain; a pull-down hopper allows more rounds to be 
fed in by hand, one at a time, if less than sixty rounds 
are loaded.  At least a hundred Jacques are known to 
have linked this feeder to a larger supply, likewise 
ceiling-mounted - though most Jacques captains who 
want more ammunition simply use ship's stores, and 
plan on reloading between battles.  Then again, as one 
purple belly wit put it, most Jacques don't ever get the 
chance to to fire more than sixty shots. 
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J-Type  "Jeep" Carrier (by Davy Jones) 

 

 
 
modified Northstar Shipyards J-Class Freighter 
Dimensions (LxBxH): 402 ft. x 288 ft. x 114 ft. 
Tonnage: 65,992 tons 
Speed Class: 3 cruise/4 hard burn 
Crew Quarters: 21 large double berths, 32 large quad 
berths (1,590 tons; 800 tons dedicated to common 
areas) 
Crew: 34 officers + 124 crew 
Officers: CO, XO, 4 bridge officers, 4 engineering 
officers, 7 gunnery officers, 13 pilots (1 reserve), 1 
medical officer, 1 supply officer, 2 flight maintenance 
officers 
Crew: 48 flight crew, 28 gunnery crew, 20 engineering 
crew, 16 bridge crew, 8 supply/service crew, 4 medical 
crew 
Fuel Capacity: 1,650 tons/ 8,250 ton tank (600 hours) 
Cargo Capacity: 2,358 tons 
Armor: 6W (3,960 tons volume/19,800 tons weight) 
Armament: 8 - 100lb. cannon in 4 twin mounts (40 tons), 
800 explosive 100lb. shells (40 tons), 200 magnetic 
100lb. shells (10 tons); 2 - 200lb. missile launchers, 36 
200lb. short-range kinetic missiles (18 tons); 1 - 100lb. 
missile launcher, 12 100lb. short-range jamming missiles 
(3 tons) 
Flight Deck: 7,776 ton flight deck, including 12 Type 2 
Fighters; 52-ton Aviation Fuel Tank (10.4 tons of fuel, 
enough for 10 refuelings per Type 2 fighter) 
Other Gear: 6 Standard Short-Range Shuttles (120 
tons), 150 1-man Escape Pods (150 tons), Repair Shops 
(131 tons) 
Price: (estimated, 2510)  112,890.8 
 
Agl d4, Str d8, Vit d6, Ale d6, Int d6, Wil d8; Init d4+d6, 
Life 16. Seen Better Days (minor), Slow Throttle (minor). 
Athletics d6/Fighter Launch & Recovery d12. 
Complexity: Average. Maintenance Cost:  16,498 per 
month 
 
Following the creation of the Type 2 fighter in 2509, the 
Browncoat military command pressed any large freighter 
and transport that they could modify into service to 
transport the interceptors between worlds. One such 
freighter was the old Northstar Shipyards "J-Class" 
modular freighter, flown mostly between rim worlds in 
previous decades. 
 

A large, blocky freighter, the nearly-66,000-ton craft was 
a perfect choice for conversion, which involved welding 
the modular cargo block to the hull and configuring it as 
a flight deck and a secondary “aviation” fuel tank, adding 
weapon platforms and extensive armor plating, and 
fitting the rest of the ship with crew berths to 
accommodate the 158 men and women who would call 
the ships home. 
 
The class was renamed the Type-J carrier, and 
nicknamed the “jeep” carrier for its small complement of 
craft compared to larger Alliance cruisers. The ship's 
heavy armor kept it flying against sometimes-
overwhelming odds, but a complete lack of support craft 
meant many simply didn’t come home from a fight. 
 
Eighty-nine Type-J carriers were converted in 2509 and 
2510 and carried nearly half the fleet’s total complement 
of Type 2 fighters through the end of the war. Browncoat 
records indicate that 58 Type-J’s were lost in battle, two 
were lost to accidents and five were lost to “pirate” 
attacks. The Alliance reports that it confiscated four 
other Type-Js surrendered after the Battle of Serenity 
Valley, leaving 20 ships unaccounted for. The rumors 
surrounding the lost “wing” of Type 2 fighters also talk of 
these 20 carriers, but Alliance analysts believe that the 
surviving carriers were either scuttled, scrapped or 
converted back to freighter/transport use. 
 
Basic deck arrangement: 
 
Deck 1 Bridge 
Deck 2 Shuttles and Escape Pods (24) 
Deck 3 Officer Berths (14), Ward Room (45' x 63'), and 
Escape Pods (36) 
Deck 4 port and starboard Cargo Decks aft (162' x 18' 
each), Gun Decks, 200 lb. Missile Launchers, and 
Escape Pods (24) 
Deck 5 100 lb. Missile Launcher, upper Engineering, 
Galley (45' x 36') 
Deck 6 lower Engineering, Mechanical Shop, Electrical 
Shop, and Escape Pods (36) 
Deck 7 Enlisted Berths (20) 
Deck 8 Aviation Shops, Aviation Fuel Tank, Aviation 
Crew Berths (7 officer, 12 enlisted) and Escape Pods 
(24) 
Deck 9 upper Flight Deck 
Deck 10 lower Flight Deck and Fighter Bay 
 
Each deck is 9' high (to accommodate cable runs and 
piping in ceiling). 
 
Each officer berth is 18' x 9' and serves one or two 
officers (8 officers have individual berths), with a 
dedicated 9' x 9' head. 
 
Each enlisted berth is 18' x 9' and serves four crewmen. 
Each block of four berths has an 18' x 9' head and an 18' 
x 18' common area. 
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Escape pods are arranged along the hull in groups of six 
pods; some decks carry four groups, while others carry 
six. 
 
Gun decks are nominally external to the ship's hull, but 
do require an 18' x 9' internal space adjacent to each 
gun for magazine and ammunition transport/loading 
equipment. 
 
The port and starboard cargo decks are accessible on 
Deck 4, but also from two aft cargo elevators that serve 
decks 2-8. 
 
The fighters are launched, and recovered from mounts 
at the base of the fighter bay. (They're the protrusions 
seen on the ventral hull.) The ships literally rest in 
airtight recessed cradles. This was done to save money 
in lieu of a mechanical launch and recovery system. 
 
 
 
 

Knorr Class Freighter (by Lynn LeFey) 

 
Dimensions 130Wx30Lx55H 
Tonnage: 750 tons  
Speed Class:  5 cruise/ 7 hard-burn  
Crew: 3 
Fuel Capacity:  15 tons (800 Hours) 
Cargo Capacity: 210 tons 
Passengers: 5 
 
Agility d6  
Strength d4 
Vitality d10  
Alertness d4 
Intelligence d2 
Willpower d4 
 
Initiative d4+d6 
Life 8 
Pilot d2, Perception d2 
Everybody Has One, Fuel Efficient, (some can be found 
with minor 'Seen Better Days' Complication) 

 
Complexity:  Low 
Price:  22,500 new (5625 with minor 'Seen Better Days') 
Maintenance Cost:  900 ( 1350 with minor 'Seen Better 
Days') 
 
Some nine years before the Unification war, ship 
designer Contessa Herkeimer set about designing the 
light cargo transport to supply the needs of border and 
rim world freight shippers. The result was the 'Knorr'. Her 
design was fairly radical for the time, and seems to 
create polarized opinions. People either love the vessel, 
or hate it. There aren't many sitting on the fence.  
 
Herkeimer's first design decision was to make a fixed 
engine craft, to decrease complexity. Second was to 
make her a vertical lander, for the same reason. The 
Knorr's deck planes match the acceleration planes, 
making less strain on (and need for) artificial gravity 
aboard. Because of the slight tonnage of the vessel, 
there are no secondary craft aboard, a design decision 
considered suicidal by some, although small two-man 
escape pods offset this to a degree. The cockpit is 
positioned directly above the main airlock, relative to a 
planetary landing, which allows a greater degree of 
control when docking. The pulse drive was positioned 
forward of the thrusters, another innovation which has 
raised a few eyebrows. 
 
All of the design considerations have reduced her crew 
requirement down to pilot copilot, and engineer. Anyone 
with even basic technical skill can usually keep her 
limping along to a service location. Regardless, many 
bottom-of-the-barrel mechanics eek out a position 
aboard a Knorr as the ship's engineer, kept aboard just 
in case. 
 
The Herkeimer Knorr has become a familiar sight in the 
light transport lanes away from the core. The vessel is 
not terribly competitive against larger bulk transports that 
ply the trades lanes of the core, and is therefore a less 
frequent sight there. 
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Koi Long Range Cargo Shuttle (by Donnovan 

Sunrider) 

 
 
Dimensions (LxBxH):   55 x   27 x   14.5   ft 
Tonnage:   100 tons          
Speed Class:   4 /   6       
Crew Quarters:   1   Small,   0   Medium, 
Fuel Capacity:   1 tons   600hrs       
Cargo Capacity:   30 tons          
Passenger Capacity   0   1st class,   0   2nd class 
Price:   ¢ 6,900          
Yearly Maintenance:   ¢ 320          
Monthly Maintenance:   ¢ 27          
    
d6 Agi,   d4 Str,      d6 Vit 
   d4 Alt,   d2 Int,      d4 Wil 
Initiative:   d6 +   d4       
Life Points:   8          

Armor:   0   Wound   0   Stun 
 
Ship Skills   Die 
Athletics   4 
Covert   0 
Heavy Weapons   0 
Knowledge   2 
 
Mech. Engineer   4 
Perception   2 
Pilot   2 
 
Assets: 
Good Name 
 
Complications: 
 
Notes: 
Extra Equipment (Shuttles et.al.) 
Cortex terminal      500 
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Kuiper Class Freighter (by Lynn LeFey) 

 
 
Dimensions 50Wx175Lx40H 
Tonnage: 900 tons  
Speed Class:  5 cruise/ No Hard Burn 
Crew: 8 (3 is typical for a cargo transport version) 
Fuel Capacity:  18 tons (600 Hours) 
Cargo Capacity: 50 tons in 2 standard cargo containers, 
25 tons in 2 half size cargo containers, plus an additional 
16 tons throughout. (250 tons in 10 cargo containers in 
the standard cargo configuration) 
Passengers: 12 first class or 24 second class 
accommodations. (1 second-class in the standard cargo 
configuration) 
 
Agility d2, Strength d4, Vitality d10, Alertness d4, 
Intelligence d2, Willpower d4 
 
Initiative d4+d4 
Life 8 
Pilot d2, Perception d2 
Slow Throttle (Major), Good Name (Minor) 
 
Complexity:  Very Low 
Price:   18,000 
Maintenance Cost:  720 
 
Gear: 1 ten-ton shuttle, 1 Derringer Fighter, 2 escape 
pods 
 
The Kuiper Class freighter is a simple design made to 
transport 10 standard cargo containers cheaply. While 
not a flashy ship, it is reasonably speedy, and easy to 
maintain. It is one of the first freighters to have been put 
into mass production since the Unification war, now that 
surpluses of wartime vessels are beginning to dwindle. 
The ship is designed with primary thrusters fixed aft, and 
must therefore perform atmospheric reentry aft-first. It 
possesses large air-breaking fins to assist in this, and 
the main sensor tower folds forward, protected by a 
bulkhead to decrease wear on the more delicate parts. 
This doesn’t really affect the ship’s sensor ability, since 
the sensors being shielded are those used to monitor 
pulse drive activity. Cargo modules can be unloaded to 

ground level even from the upper deck thanks to 
extending boom arms that run athwartship. ‘Garage’ 
modules can lower ground vehicles to the ground 
without detaching, but unless one such module is 
aboard, loading free cargo is a laborious activity 
requiring trudging up the stairs. 
 
The Borderland Express is a fine example of the class, 
giving an air of respectability to what is often just a tramp 
freighter. The Captain has worked diligently to earn and 
maintain a reputation as a first class passenger ship, 
from food to entertainment, to the polish on the many 
brass fixtures aboard. 
 
Ship Layout:  
Airlock: Ground level has access to an airlock in the 
forward of the ship.  
 
Lower Deck: Next to the hatch leading down to the 
airlock, the Borderland Express has a secure locker, 
where arms and other items may be safely kept. Two 
additional unsecured lockers are here for various 
equipment, such as vac suits. A short walk aft leads to 
the main junction corridor, running athwartships. This 
area has three wide access doors to the aft, and an 
emergency door leading to an escape pod to the fore. 
Usually the access doors lead to cargo areas, but the 
doors to port and starboard are sealed on the 
Borderland Express, leaving only the path to the dining 
room open. This room will hold 24 occupants at once, 
the maximum capacity of the ship if double-billeted. A 
hatch to the Starboard side leads to a small 10-ton 
shuttle. Farther aft, Hatches lead to the half-size, cargo 
containers to each side. Access to the Derringer fighter 
is only possible from the rear, through the half-size cargo 
container that acts as the ship’s store-room. The 
Derringer replaced another 10-ton shuttle a while back 
when the crew ran into some ugly business, and have 
since decided that being a completely unarmed vessel 
might not be too wise in the border and rim worlds these 
days. Aft of the dining room is the ship’s spacious 
Galley. Aft of the galley is a larder and a refrigerated 
storage area. Access to the cargo containers is possible 
from any of the hatches in the Galley. 
 
Upper Deck: After leaving the stair well, the cross-
corridor of the upper Deck has all three of the aft 
hatches open. Port and Starboard hatches lead to 
passenger berths, while the central hatch leads to the 
Saloon. Forward from the cross-corridor has a hatch 
leading to the bridge, as well as access to another 
escape pod. The Saloon was converted from the original 
Galley and mess, still retaining its cold storage room aft, 
which now holds several kegs on-tap. The original mess 
table has been replaced with a poker table, and there 
are plenty of stools available to belly up to the bar. Aft of 
the Saloon is the secure Crew Quarters. Aft of the crew 
quarters is access to main engineering. With eight crew, 
and only four berths aft of the saloon, the remaining four 
crew-members are placed in berths near the 
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passengers, taking the forwardmost rooms in each 
module. Each module has a restroom forward, and 
laundry machines aft. Passenger rooms are capable of 
being fit with bunks, but usually have only one bed per 
room. Each also has a desk, chair, and ceiling-height 
wardrobe. The passenger rooms, unlike the interior crew 
rooms, also have windows. 
 
Traveling in Style: The Borderland Express may be just 
a transport on the outside, but it has a degree of comfort 
few could guess on the inside. Great care has been 
taken in her outfitting. The ship boasts brass fittings and 
hardwood floors or fine carpeting in passenger areas, 
stainless steel in the galley, and quality amenities. 
Linens are kept in good care, as is the table services, 
and furnishings. The Captain has worked hard to build 
the reputation of the ship, and intends to maintain it. 
Even a few big-wigs from the Core have chartered the 
vessel in the past, because of its reputation as a quality 
operation. 
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Leopard-class Patrol Escort (by Davy Jones) 

Dimensions (LxBxH): 121 feet x 90 feet x 31 feet 
Tonnage: 840 tons 
Speed Class: 7 cruise/11 hard burn 
Crew Quarters: 3 single, 2 double (120-ton common 
area) 
Fuel Capacity: 15 tons/75 ton tank (600 hours) 
Cargo Capacity: 88 tons 
Armament: One 20-lb. cannon (200 conventional 
rounds), 220 500-lb. medium-range missiles 
Price:  114,080 + ammo and missile cost (20+ years: 
 28,520 + ammo and missile cost, 40+ years:  5,704 + 
ammo and missile cost) 
 
Agl d10, Str d4, Vit d4, Ale d8, Int d6, Wil d4; Init 
d10+d8, Life 8. Fast Throttle (major); Branded, Hooked. 
Athletics d2, Covert d4, Heavy Weapons d6, Perception 
d4, Pilot d2. Complexity: High. Maintenance Cost: 
 2,688/year (20+ years:  4,032/year, 40+ years: 
 5,376/year) 
 
The Leopard-class escort was built with one purpose in 
mind: hunt down and capture pirates and privateers. 
Heavily armed and fast, the Leopard-class incorporated 
innovative components that engineers thought would 
extend the vessel's range. 
 
However, the Formula 4D96-X coolant was easily 
contaminated, requiring frequent flushing and cleaning. 
Further, Leopards began mysteriously disappearing at 
almost-regular intervals, leaving baffled engineers and 
fearful families of those who served on them. As such, 
the escort has a reputation as a "widow maker." 
 

Leopard Mk-1 Evac Vehicle (by ElectricBadger) 

 
STR d2, AGI d6, ALE d2, VIT d8, WIL d8, INT d2 
 
Complexity: Very Low, Cost: 45c + Tools, Maintenance: 
8c/year 
 
Armor: 1W, Speed: 1, Skills: Autopilot, d4, Life Points: 
10, Mass: 10 tons 
Cargo: 500 lbs internally; another 2 tons can be hauled 
by cables, Fuel: 300 lbs (24 hours), Crew: 1 (Seat only) 
Gear: Mechanic’s Toolkit (Occupies 400 lbs of cargo 
space) 
Complications: Ugly as Sin, Everybody Has One, No 
Pulse Drive, Dull Sense: Communications 
 
New Vienna Shipyards specializes in small, non-pulse 
equipped craft.  They mostly produce shuttles of various 

designs, but a popular model is the Leopard Mk I, more 
commonly called the Kitty in loving disdain.   
 
The Kitty is a tiny one person craft designed for EVAC 
missions; it sees plenty of use on stations and large 
vessels, where the limited maneuvering, endurance, 
capacity and speed of a vacuum suit are particularly 
inconvenient.  Some salvage and orbital construction 
operations also make use of the Kitty.   
 
There are plenty of features included on the small craft.  
There is enough air to survive up to 5 days, with handy 
ports to resupply vacuum suits in the black.  Amenities 
include a fully cushioned seat, a small refrigerated 
compartment that doubles as a microwave, and a 
suction arrangement for bodily waste.  Within the nose 
housing are a half dozen cables for use grappling 
operators, the ship or station, and various tools to 
prevent anything floating off or being swept away, and 
another cable in the rear can haul large objects.  A 
simple autopilot can be operated by remote control.  
Best of all for the EVAC mechanic, the Kitty has a 
compact series of tool boxes and containers to haul 
everything short of heavy machinery, as well as a few 
replacement parts.  For emergencies, there is a small 
radio and distress beacon, although the Leopard is not 
recommended by the manufacturer as a substitute for 
escape pods due to the lack of navigation equipment 
and communications range. 
 

Lightning-class Transport (by Davy Jones) 

Dimensions (LxBxH): 322 feet x 86 feet x 21 feet 
Tonnage: 970 tons 
Speed Class: 8 cruise/12 hard burn 
Crew Quarters: 4 single, 1 double (108-ton common 
area) 
Minimum Crew: 5 
Fuel Capacity: 12 tons/60 ton tank (600 hours) 
Cargo Capacity: 186 tons 
Passenger Capacity: 2 second-class, 2 second-class 
suites, 16-ton common area 
Price:  47,620 (20+ years:  11,980, 40+ years:  2,476) 
 
Agl d8, Str d4, Vit d6, Ale d4, Int d2, Wil d4; Init d8+d4, 
Life 8. Fast Throttle (major); Dull Sense (scanners). 
Athletics d4. Complexity: Low. Maintenance Cost: 
 1,164/year (20+ years:  1,746/year, 40+ years: 
 2,328/year) 
 
The Lightning-class transport is a custom design that's 
often built under Alliance radar. A favorite with 
smugglers and privateers, the Lightning is one of the 
fastest ships in the ?Verse. The mere sight of one of 
these ships is enough for the Alliance to arrest the 
owners...if they can catch them, that is. 
 
The one glaring flaw in the Lightning's design is a poorly-
configured scanner signal modulation that reduces the 
effectiveness of the sensors. 
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Loadmaster Mk.12 (by renfield007) 

 
Designation:      IHC-LM-12 
Classification:   Bulk Cargo Transport 
Manufacturer:   Intersystems Harvester Corporation 
Year Built:      2461 
Dimensions:      (LxBxH) 210 x 125 x 125 
Tonnage:      8,000 
Speed Class:      2(3) 
Crew Quarters:   4 Doubles (2 used as Singles for 
Captain and Mate)          
Fuel Capacity:   120/600 ton tank 
Cargo Capacity:   6,000 
Complexity:      x.06 
Armament:       None 
Armor:      None 
Price:         150,400 (37,600 as is) 
Monthly Maintenance:  
Fuel: (5cr/Ton) cr = 3,000cr 
 
ATTRIBUTES: (30 points)                   
Agility:   d4      Strength:   d6   Vitality:   d6 
Alertness:   d4      Intelligence:   d4   Willpower:   d6 
Initiative:   2d4      Life Points:   16   W:________ S: 
________ 
 

SKILLS: (Intel Die x2;  
Pilot-   d4         Mechanical Engineering-   d4 
 
ASSETS: 
Tough As Nails (major)    
 
COMPLICATIONS:  
Seen Better Days (minor), Slow Throttle (minor), Ugly as 
Sin (minor) 
 
SPACECRAFT HISTORY: 
The Loadmaster doesn’t have a storied history, but it 
does have a history of reliability and dependability, much 
like many IHC’s products. The Loadmaster in all of its 
variations was designed and built to last and many are 
still seen in wide use across the ‘verse. Not particularly 
known for being crew friendly, it has garnered a 
reputation for surviving the worse the Black can throw at 
it.  
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Lockblade Deterrent Fighter (by Lynn LeFey) 

 

Dimensions 30Lx8W (20 with wings extended)x8H 
Tonnage: 15 tons  
Speed Class:  8 cruise/ 10 Hard Burn 
Crew: 1, cramped 
Fuel Capacity:   12.5 pounds (10 Hours) 
Cargo Capacity: 500 pounds + 1 ton of ordinance 
Passengers: 1, very cramped (seated behind pilot) 
 
Agility d10 / d12, Strength d2, Vitality d6 , Alertness d2 
Intelligence d0, Willpower d10 
 
Initiative d12+d2 
Life 12 
Seen Better Days (Minor), Gas Guzzler, Aerobatic (+1 
shift to Agility in atmosphere), No Pulse Drive 
 
Complexity:  Low 
Price:   720 Credits New (which are not available), 180 
credits cobbled together from parts 
Maintenance Cost:   18 credits per year (27 with minor 
‘Seen Better Days’) 
 
Gear: Armor W3, .1” gun (only basic damage to 
Starships), 200 rounds ammo. Can carry 1 ton of 
ordinance on external hardpoints. 
 
For those of you that found our designs for the Derringer 
useful, here’s our next frightening contraption. We call it 
the Lockblade. While she’ll fly fine in the black, she is 
purpose built to fly in atmo. While we were at it, we 
decided to give her a back seat, so she can actually be 
used to ferry folks about. Atmo insertions being a major 
wear on your boat, it’s nice to let a shuttle-size craft do 
the business. She’s got a little cargo room too. Nothing 
to write home about, but enough. 
 
Sad to say we couldn’t get her into a half-size cargo 
container, nor could we figure a good way to fit her with 
her own airlock. She WILL fit into a full-size cargo 
container, with her wings folded, with room to spare.  
 
Her single engine design makes her a little less trouble 
to keep running.  
 
I suppose I should say that she is a bit more finicky in 
the precision needed to make her than the Derringer. 
You don’t get her aligned right and she will buck you in 
atmo. Her form is an old-timey proven shape, but she is 
particular in her dimensions, so be warned when cutting 
her pieces. As before, parts lists and alternates are 
provided, and as before, feel free to send us your mods 
to share with other folks who feel self-defense is the best 
kind of defense.  
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Locust Class Transport (by koeran) 

 
Locust Class Transport  
Abilities  
Agility d8, Strength d6, Vitality d6, Alertness d2  
Intelligence d2, Willpower d2  
Dimensions LxBxH (197’x124’x47’) 
 
Tonnage/Distribution  
Tonnage  2,000 tons  
Crew Quarters 6 Single Cabins 72 tons  
Passenger Quarters 4 Single Cabins 40 tons  
Common Areas 100 tons  
Fuel Capacity 50/250 tons (800 hours)  
Cargo Capacity 440 Tons  
 
Traits  
Fast Throttle (major), Fuel Efficient,  
Dull Sense (Thermal Sensors, minor) 
Hooked (Coolant, minor), Memorable  
 
Skills  
Space Transport Operations d2  
Space Navigation d2  
 
Speed Class 6/10  
Gear 1 20 Ton Shuttle  
Cost 72,480  
Maintenance 2,400 per year / 200 per month  
 
The designers of the Locust Class were given one 
simple brief; following the design principles of the firefly 
(Affordable Transport made with modern technology) 
also make it fast and fuel efficient. Of course fast and 
fuel efficient hardly work together so overall it was an 
engineering nightmare. However to their credit they did a 
miraculous job given the time constraints of the project. 
The propulsion system is indeed efficient, however it 
runs hotter than most. As such the cooling system 
requires frequent coolant changes to make up for this. 
Additionally the Locusts thermal baffles are larger than 
average making sneaking up form behind much easer, 
assuming you can keep up that is.  
The design while sound and popular within its niche 
market was disadvantaged by its small cargo capacity, 
and the numerous modified Firefly’s already in operation, 
less than 100 units were produced before production 
ceased.  
The Locust was popular among fast delivery couriers 
and some less reputable folk, like pirates and smugglers.  
  

Long-Range Light Freighter (by Davy Jones and 

Lynn LeFey) 

 
Dimensions (LxBxH): 311 feet x 83 feet x 180 feet 
Tonnage: 9,300 tons 
Speed Class: 2 cruise (no hard burn) 
Crew Quarters: 5 single, 1 double (120-ton common 
area) 
Minimum Crew: 6 
Fuel Capacity: 225 tons/1,125 ton tank (800 hours) 
Cargo Capacity: 6,008 tons 
Passenger Capacity: 6 first-class, 16-ton common area 
Gear: two 20-ton short-range shuttles 
Price:  75,360 (20+ years:  19,560, 40+ years:  4,680) 
 
Agl d2, Str d6, Vit d10, Ale d2, Int d2, Wil d2; Init d2+d2, 
Life 8. Everybody Has One, Fuel Efficient, Slow Throttle 
(major). Mechanical Engineering d4. Complexity: Very 
Low. Maintenance Cost:  7,440/year (20+ years: 
 11,160/year, 40+ years:  14,880/year) 
 
Operated by smaller shipping companies, these slow 
freighters are popular and easy to maintain. They will let 
you run them into the ground and still come back for 
more. Aesthetic interiors allow for first-class passengers 
to travel in comfort, and it's easy to forget that the ship 
isn't a cruise liner. 
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Long-Range Shuttle (by Davy Jones and 

Renfield007) 
 
 
 
 
 
 
 
 
 
 
 
Dimensions (LxBxH): 88 feet x 57 feet x 21 feet 
Tonnage: 212 tons 
Speed Class: 3 cruise/5 hard burn 
Crew Quarters: 2 spartan (15-ton common area) 
Minimum Crew: 2 
Fuel Capacity: 6 tons/30 ton tank (800 hours) 
Cargo Capacity: 100 tons 
Passenger Capacity: 2 second-class 
Gear: two large mules 
Price:  3,916 (20+ years:  1,054, 40+ years:  227.2) 
 
Agl d8, Str d4, Vit d8, Ale d2, Int d2, Wil d4; Init d8+d2, 
Life 8. Fuel Efficient; Lightweight, Memorable. Athletics 
d6. Complexity: Low (40+ years: Very Low). 
Maintenance Cost:  254.4/year (20+ years: 
 381.6/year, 40+ years:  339.2/year) 
 
Slower than other transports, this ship is mistakenly 
named a "shuttle." A light transport with a small crew, 
the long-range shuttle is often operated by families along 
the rim. The ship has a unique aerodynamic design 
that's easy to recognize. 
 

Longbow Alliance Patrol Cruiser (by Lynn 

LeFey) 

 
Dimensions (LxBxH): 2200x700x900  
Tonnage: 640,000 tons  
Speed Class: 3 cruise/5 hard-burn  
Crew Quarters: 24,000  
Fuel Capacity: 24,000 tons (1200 hours)  
Cargo Capacity: 24,000 tons  
Passengers: 3200 
 
Agility d6, Strength d10, Vitality d8, Alertness d6  
Intelligence d8, Willpower d10  

 
Initiative d6+d6  
Life 20  
 
Athletics d4, Perception d4, Pilot d4, Heavy Weapons d4 
Fuel Efficient, Memorable 
 
Complexity: Very High  
Price: 48,160,000 
Maintenance Cost: 3,072,000 Credits per year 
 
Armaments: 
Main Dual Gun: 200lb projectile (d8), range x1.5 
(newtech), 200 round magazine per barrel. 
Interceptor Guns (12): 1 lb. autocannon (only basic 
damage in starship scale), 1000 round magazine 
Standard missile load: 208 long range 100-lb missiles, 
160 medium range 200-lb missiles, 1280 short range 10-
lb missiles (jammers and decoys) 
Armor: W4 (newtech, weighs half normal tonnage) 
 
Craft: The longbow carries a mix of Warhammer  
Interceptors and Foxbat Bomber/transports. It can carry 
18 Interceptors on each side of the ship, or 6 Foxbats 
per side. Usual mix is 18/6. Although, if the vessel is 
going into dangerous territory, it may carry 36 
interceptors. It can also carry vessels in its internal 
hangars. It can house ships as large as ASREVs in 
these spaces. 
  
When the Alliance wishes to maintain a serious 
presence in an area without dedicating a full-blown 
Alliance Cruiser, it will send a Longbow Patrol Cruiser 
and several supporting vessels. The ship has the speed 
and maneuverability of a much smaller vessel, as well as 
the armaments and fighter screen to fulfill many roles.  
 
 
Civilian Model 
Dimensions (LxBxH):  
    2300x700x900  
Tonnage: 640,000 tons  
Speed Class: 3 cruise/5 hard-burn  
Crew Quarters: 200  
Fuel Capacity: 24,000 tons (800 hours)  
Cargo Capacity: 400,000 tons  
Passengers: 3200 
 
Agility d4, Strength d10, Vitality d8, Alertness d4, 
Intelligence d4, Willpower d6  
 
Initiative d4+d4, Life 16, Perception d4, Pilot d4 
 
Complexity: Average  
Price: 19,200,000 new 
Maintenance Cost: 1,280,000 Credits per year 
 
Gear: Up to 36 standard shuttles
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LSS-1a Scout Ship (by Kenposan and Lynn LeFey) 

 
Dimensions: 119.5'x 74.5'x 28.4' 
Tonnage: 430 
Speed Class: 6/8 
Crew Quarters: Two cabins with bunks. 
Fuel Capacity: 600 hours/11 tons 
Cargo Capacity: 170 tons 
Price: 41,280 
Agi d6, Str d4, Vit d8, Ale d8, Int d6, Wil 
d8, Life 12 , Everybody has one (minor), 
Healthy as a horse. Maintenance cost: 
1,376 
 
No one knows who actually designed the 
ubiquitous scout ship, but it dates back to 
the Great Exodus from Earth-That-Was. 
Legend tells of small, triangular scout 
ships moving ahead of the great Arks, 
seeking life-sustaining raw elements for 
the journey as well as a place to call 
Home. Today, the scout ship, now 
named the LSS-1a, is built by Liscomb 
Space Systems, a small, but well-known 
shipbuilder based on Bernadette. Here, 
the tradition of the "flying triangle" 
continues. Although newer designs exist, 
the LSS-1a has found a home in hearts 
of those who look to the sky and dream 
of Earth-That-Was, those who seek 
nostalgia, and those who simply want a 
sturdy, no nonsense ship. The ship has 

found a home in the Alliance military, with research 
institutes, mining companies, and individuals in need a 
good, sturdy ship. 
 
The bridge has a pilot and co-pilot station as well as two 
auxiliary stations which can accommodate virtually and 
assigned role. Just aft of the bridge is the lift and a small 
locker area, which typically holds vacc suits/small arms. 
The two cabins contain one bunk bed with built in 
drawers, a shower/toilet/sink unit, and a small desk with 
integrated workstation. There is a small med bay 
equipped to handle most "minor" injuries. Rear to the 
med bay is the ship's common area, although in reality is 
nothing more than a small, eat-in kitchen. At the rear of 
the main hallway is a small storage area (although crews 
often use this for additional common space). The ship 
then splits two to levels. The upper level is the engine 
room, while the lower level is a vehicle bay. The vehicle 
carried depends on the mission, but whatever it is, it 
must use grav tech as there is no ramp for 
embarking/disembarking. 
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LST (Alliance Landing Ship for Tanks) (by 

Lynn LeFey) 

 
Dimensions: 160x80x30 
Tonnage: 750 tons 
Speed Class: 3 / 5 full burn 
Crew quarters: 6 
Fuel Capacity: 15 tons (600 hours of operation) 
Cargo Capacity: 220 tons in main cargo bay, an 
additional 30 tons in forward cargo bay. 
Passenger Capacity: None (in Standard Configuration) 
Price: 35820 for military version; 9,000 for civilian 
version (2,250 with minor 'Seen Better Days') 
 
AGI d4, STR d4, VIT d8, ALE d2 (d6 Military Version), 
INT d2 (d8 Military Version), WIL d4 
 
Civilian Version: Perception d2, Pilot d2 
Military Version: Perception d4, Pilot d4, Heavy 
Weapons d4, Mechanical Engineering d2, Electrical 
Engineering d2 
Complexity: Military Version: Average; Civilian Version: 
Very Low 
Maintenance Cost: Military Version: 1500 credits per 
year; Civilian Version: 600 credits per year ( 900 with 
minor 'Seen Better Days')  
Life Points: 12 
 
Gear: One 10-ton lifeboat. Civilian Version also has one 
20-ton shuttle 
Weapons (Military Version only); 6 one-pound 
autocannons in turrets, each with 1,000 rounds. 6 
missile batteries in turrets, each with 20 short-range 
missiles carrying 10-pound decoy warheads. 
 
Description 
The Alliance Landing Ship for Tanks was a purpose-built 
transport for shipping cavalry and mechanized infantry. 
Whereas many of the Alliance's ships are built with the 
highest technology available, these ships are an 
exception to that general rule. Due to their high rate of 
attrition in war, they are mostly built with minimal 
complexity. However, because they are often a prime 
target for opposing ground forces, they were made with 
good auto-pilot, auto-nav, and simple maintenance 
requirements, since the crews were likely going to be 
lost after only a few missions. This allowed the Alliance 
to crew the vessels with their least capable personnel 
and still succeed at their mission objectives. The lightly 

armed LSTs were easy targets if not accompanied by 
sufficient support craft, earning the nickname on both 
sides of 'Large Slow Targets'. 
  
Besides working well as a transport for mechanized 
ground forces, it saw a good deal of service as a medical 
evacuation vessel. In this configuration, the aft cargo 
hold is converted into operating theaters and bunks for 
injured or wounded, and obviously, weapons are 
removed. This configuration allows for the transport of 
up to 24 patients and 12 medical personnel.  
  
Standard operating procedure was to load vehicles 
aboard, while the ground forces themselves stayed 
aboard a larger ship until the landing was about to begin. 
The ground forces would then be transferred to the LST 
for atmospheric insertion. In its standard configuration 
the LST could land five 45-ton tanks at once, or ten 2-1/2 
ton ground vehicles, and their crews. The LST does not 
have the capability either in standard configuration nor 
as a Med-evac ship to hold large numbers of passengers 
for prolonged periods.  
  
After the war, the LSTs that remained in service (some 
2,000 of 8,000 produced) were stripped of their more 
complex military sensors, autonav systems, and 
weapons, then auctioned off. Most of the ships still in 
service have installed a shuttle docking system where 
the military-grade sensor packages were removed (just 
aft of the forward portion of the cargo deck, shown in the 
deckplan. The shuttle is not on military versions). 
  
Historically, this ship is probably best known for several 
'beachhead' landings, the most spectacular of which was 
the final assault on Serenity Valley, where some one 
hundred landed simultaneously, just behind a wave of 
support fighter aircraft. It is somewhat ironic that they are 
also the vessel primarily used to perform med-evac of 
both Alliance and Independent forces when the war was 
over. 
  
Layout: The cargo deck forward features a port-facing 
airlock. Entering from there, you immediately come to a 
room to aft, which is usually used as the infirmary. To 
the starboard side is the forward cargo storage. This 
area can hold 30 tons of cargo, but in civilian use it is 
often converted to personnel space, since living space is 
tight aboard. Forward of the crew deck is the bridge, with 
duty stations for pilot, copilot, navigator and Weapons 
Officer. Aft of the crew deck is a lifeboat, what amounts 
to a single-use shuttle, capable of carrying the normal 
crew compliment of 6. 
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CanTankerous (modified LST) 
Dimensions: 160x80x30 
Tonnage: 750 tons 
Speed Class: 4 / 8 full burn 
Crew quarters: 8 
Fuel Capacity: 15 tons (600 hours of operation) 
Cargo Capacity: 220 tons in main cargo bay, 2 additional 
tons throughout. 
Passenger Capacity: 5 second-class, or 2 first-class and 
1 second-class 
Price: estimated value 600 credits 
 
AGI d4, STR d4, VIT d8, ALE d2, INT d2, WIL d4 
 
Perception d2, Pilot d2 
Seen Better Days (Major), Fast Throttle (Major) 
 
Complexity: Very Low 
Maintenance Cost: 1200 annually 
Life Points: 12 
 

Gear: two 20-ton shuttles 
 
  
Notes: If not for the alternate opening of the pilot 
episode, this would have been the first ship seen in the 
series, the med-evac flying in to pick up Mal, Zoe and 
the rest of the straggling brown-coats. As it is, it was the 
third. The 'Skiff', seen also in the BDM as a ship 
launched from the Longbow (which I've called a Foxbat) 
was the first. An undetermined fighter was the 
second.Visual evidence was taken from 3 sparse 
sources; the pilot ep, where Mal stares on as the LSTs 
land, from the cut original opening, where this ship 
arrives as the med-evac, and from one pic in the Firefly 
companion, showing front-on views.  
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Manatee Freighter (by Donnovan Sunrider) 

 
Name:   Manatee Bulk Transport 
Dimensions (LxBxH):   225 x   195 x   45   ft       
Tonnage:   7,000 tons                
Speed Class:   3 /   4             
Crew Quarters:   11   Small,   4   Medium,   1   Double 
Fuel Capacity:   350 tons   600hrs             
Cargo Capacity:   45,500 tons                
Passenger Capacity   1   1st class,   10   2nd class       
Price:   ¢ 529,025                
Yearly Maintenance:   ¢ 17,500                
Monthly Maintenance:   ¢ 17,500                
   d4 Agi,   d8 Str,      d6 Vit       
   d8 Alt,   d6 Int,      d6 Wil       
Initiative:   d4 +   d8             
Life Points:   14                
Armor:   0   Wound   0   Stun 
 
 
Ship Skills   Die 
Athletics   0 
Covert   0 
Heavy Weapons   0 
Knowledge   4 
Mech. Engineer   2 
Perception   6 
Pilot   4 
 
Assets:    
Complications:   Branded; Seen 
Better Days (min); Slow Throttle 
(min) 
 
Notes: 
Extra Equipment (Shuttles et.al.) 
Infirmary      1200 
Shuttles (2)      12800 
Escape pods (21)      2100 
 
 
Cargo 1
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Cargo 2 

 
 
Passenger Deck 
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Crew Deck 

 
 
Command deck 
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Mantis Class Resupply and Evac Ship (by 

Darren, deckplans originally by Carlyle Livingston II of 
Hunter/Gratzner Industries Incorperated) 

 
Dimensions: 160Lx190Bx52H. 
Tonnage: 1600 GRT. 
Speed Class: 5 cruise / 8 Hard burn. 
Crew Quarters: 11 total,5 Dinky two-person cabins (twin 
bunks), 1 larger single cabin with a desk for the captain 
Fuel Capacity: 80 tons, 400GRT (960h). 
Cargo Capacity:150 GRT total). 
Passenger Capacity: none. 
Price: New 20000 credits, Matain 400 credits/month. 
Atributes: Agi d10, Str d6, Vit d8, Ale d6, Int d6, Wil d6; 
Init d10+d6, Life 12. 
 
Traits: Fast Throttle (minor), Memorable (minor), Loved 
(Major). 
 
Skills: Mechanical Engineering d4, Perception d4, Pilot 
d4. 
Gear: 1 20 ton Shuttle , Med bay 
 
Note as this is a Navy Design the Mess only sits 5 at a 
time as only half the crew would be off watch at any one 
time. 
 
The Mantis Class resupply and Evac Ship  
 
Known as "Betty" to Independents troops and "Angle" to 
Alliance Troops 
 
 
The Mantis Class is the result of the Alliance "request" to 
the Handson Corp to make a contribution to the war 
effort. The Board of Directors ordered all department to 
review the list of needed suppiles and see were the Corp 
could make a profit or minimal loss as still seem like it 
was supporting the Alliance war effort. 
The answers come from the marketing Department and 
would cost the Corp a huge amount of Credit yet got the 
full backing of the board. 
For years the Handson Corp has been trying to break 

into the Small to Mid transport and cargo ship market but 
with no success often seeing customers buy a second 
hand FireFly for the same as they heavily discounted 
new Ship and walk away with a happy smile on they 
face. 
The marketing Department commissioned research of 
why this was. 5 million credits later the report come back 
with an answer "Familiarity" the firefly was every were it 
had been around for years in deed many spaces grand 
dad had served in one. When ever most spacers see a 
Firefly they get a warm happy feeling , almost love. What 
Handson needed to do was get this same feeling for its 
ships. 
Another report they had been commissioned concluded 
that after the war was over no matter who won they 
would been 1,000's of troops who could not go back to 
they old civilian lives. The war having changed them 
perminatly they would not be able to settle down and 
many would take to the Black. Thus they would be a 
markett for the sale of thousands of small ships. 
 
The head of the marketing Department Tom Copper 
pulled these two reports together and consulted the list 
of needed supplies and saw that they needed a Combat 
resupply and evac transport. What would a Trooper grow 
to love more than the ship that dropped him more ammo 
when he was low and evac'ed his sorry hoop out of the 
fire when need ? 
Tom put together a plan were the Corp would build the 
best Combat resupply and evac transport ever made. 
One that could ether be easily modified for the civilian 
market after the war or which has trade mark parts that 
could be included in a civilian ship. This ship would then 
be given to the Alliance as a loss leader for the ship 
sales after the war. Also a few "misunderstandings" 
would be arranged so the Brown coats got a supply of 
the ships as well. 
 
This plan work very well and they is but few ex soldiers 
on both side who dont speak of  "Betty" or "Angel" 
(Mantis) with out a smile and a tear in his eye. The 
civilian ships based on the Mantis sport the distinctive 
thrust pods but a very different layout in order to handle 
standard transport containers. 
 
 
Like all Navy ships the Mantis has a large crew, 11 in 
total. However only two are needed to fly the ship the 
Piot and the Ships engeernner. A full crew is :- 
 
1 Pilot 
1 Co pilot 
1 Mechanic 
1 Doctor 
1 Nurse 
6 deck hand (1 of which is a NCO to run the Cargo 
holds) 
 
The Mantis is a "back diver" that is to say she roll over 
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on re-entry letting the heat shield on whats normal isthe 
top of the ship take the heat and protect the large 
windows in the cockpit which are needed to let the pilot 
possision the ship to make the ammo drop. 
 
For a combat drop the ship loads the standard 
1.5Mx1.5M ammo crates though the forward docking 
hatch, drop to the troops location and unload by thowing 
the dispossible ammo crates out on the 6 Pressure door, 
three on each side of the ship. the two air lock either 
side of the ship have winchs to winch up any personal 
for evac. Note normaly the ship does not land in a hot 
zone. 

 

These winchs can be used to unload more slowly if the 
ship is landed in a non combat zone. 
 
 Pressure door 
 
The  Pressure doors on the Mantis uses a mechanical 
fail safe system that ensures that they can not be 
opened unless the pressure on each side on the door is 
the same. There is another system that allows the 
internal pressure to be equalized with the outside press 
should the ship need to drop on a planet with abnormal 
condition or at high altitudes. 
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Mercury Class Bulk Transport (by 

ElectricBadger) 

 
Reliability, Efficiency, and Capacity: Because Your 
Business Can’t Afford Anything Less.   
 
AGI d4, STR d6, VIT d8, ALE d6, INT d4, WIL d8 
 
Speed Class: 5 (7 hard burn) 
Complexity: Average 
Fuel Capacity: 250 tons (1600 hours) 
Crew Quarters: 6 Crew Quarters (12.5 tons each), 
Machine Shop (15 tons), Galley (50 tons), Recreation 
Room (50 tons), Captain’s suite (20 tons) 
Passengers: None 
Cargo Capacity: Vault (2 tons), two 20-lb cannon with 
300 rounds each (8 tons), Internal Cargo Bay (250 tons), 
2W armor (140 tons), 96 40-ton exterior containers 
(3840 tons), two shuttles (40 tons)  
Assets: Fuel Efficient 
Complications: Only in the Black (unable to land with 
cargo) 
Tonnage: 5740 tons 
Crew: 7 (Captain, Pilot, Co-Pilot, 2 Engineers, 1 Load 
Master, 1 Steward) 
Cost: c 287,000 (plus c 40,000 for cannon and c 1,000 
for shuttles, for a total of c 328,000).   
Maintenance: c 11,480 per year 
 
Note: Although the standard Cargo Liner has a much 
larger capacity at a comparable price, the Mercury has a 
lot going for it: speed, a fast turnaround, a smaller crew, 
more reliability, more efficiency, more comfort, cheaper 
maintainence and better protection. The Mercury’s 
catchphrase is “six to one at half,” or six trips to every 
one of the competition’s, at half the price: and 
companies have found this is very achievable. 
 
Intended primarily for corporate use, the Mercury 
transport presents unique advantages and problems.   
   The design premise for the ship is simple at heart: 
minimize requirements for vehicle chassis by storing 
cargo on the exterior, rather than interior, of the hull, 
thus saving weight while increasing cargo capacity, 
speed and fuel efficiency.  The characteristic hexagonal 
core design is scattered with a total of 96 latching 
mechanisms to connect 40 ton cargo containers, for a 
daunting capacity of over 4000 tons of cargo capacity 

within and without: incomparable for its size.   
   The central chassis is frequently described as the 
“rocket,” and such is probably the model for the 
designers.  Nearly 40 percent of the interior is dedicated 
to seven engines, with a central galley (above) and 
entertainment room (below), a forward section that 
includes rooms for the crew (above) and a small interior 
cargo hold (below).  The blunt nose section contains the 
bridge (with an elevated captain’s walk and console), a 
vault, communications equipment and the captain’s 
suite.   
   However, there are difficulties with the design as well.  
The bare hull, with a bit of skill and a clear landing zone, 
can land and take off without much problem.  However, 
with cargo containers projecting at right angles, 
connected only by heavy latches, it’s impossible for the 
Mercury to safely enter atmosphere while loaded: it 
therefore finds itself in the strange situation of a 
transport unable to actually deliver or pickup goods.   
   This is why the Mercury is normally limited to corporate 
use: it requires a large support network.  Upon arrival at 
a destination, the cargo containers are ejected into 
stationary orbit in a secure “docking yard,” a new set of 
containers is attached, and the transport departs on the 
next run while shuttles or light freighters (often Wrens 
operating by autopilot) ferry the delivered cargo 
planetside and the next shipment into orbit.  These boats 
are very efficient when used on such a scale operation, 
but are hard for a small crew alone to utilize well.   
   Because Mercuries are normally controlled by 
corporate fleets with license to carry defensive 
armaments, two 20 lb cannon are usually standard.  One 
is mounted above the bridge, one below on the end of 
the communications boom.   
   A pair of shuttles is standard for all Mercury vessels: 
they are often the only way for the crew to reach land, 
and also act as the lifeboats, so regulations usually 
require both be present and in working order.   
   Unlike many haulers, Mercuries are usually well 
maintained; corporations have less problems with steady 
supplies and funding.  However, they tend to go 
bankrupt more often, so its not unheard of to find these 
boats – stripped of armament, of course – at auction for 
very reasonable rates.   
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Mk V Class Alliance Infiltrator (by 

Selek)

 
Dimesions: 105 X 55 X 15 feet 
Tonnage: 188 tons 
Speed Class: 6 cruise/ 8 hard-burn 
Crew/Passenger Quarters: 2 triple berth cabins 
Fuel Capacity: 12 tons (400 hours) 
Cargo Capacity/Maximum Deck Load: 5 tons 
maximum deck load  
Agi d8 Str d4 Vit d4, Ale d10, Int d6, Wil d6; Life Points 
12  
Traits:  Branded (Minor), Gas Guzzler (Minor), Tough 
As Nails (Minor) 
Skills: Pilot d4, Covert d4, Perception d4, Heavy 
Weapons d4  
Complexity: Average.   
Price: 21,128 (new) 
Maintenance Costs: 32 /month  
Equipment:    
   Retractable rotary autocannon, 500 rounds, 10lb 
warhead, 0d damage.  
   Underbody mounting points for up to six missiles (sold 

separately, batteries not included ). 
    
   The Mk V Class infiltrator was designed as a covert 
interceptor and infiltrator moving small special forces 
teams to critical areas swiftly and without detection.  The 
vessel has accommodations for six crew and 
passengers, but can readily carry up to twice that 
number on short duration hops.   
   The Mk V is fitted with an impressive array of passive 
sensors, engine baffles, and sensor absorbing materials 
along with a sophisticated command and control suite 
which allows the ship to avoid detection with disturbing 
regularity. 
  Mk V’s saw service in several major actions during the 
war, particularly inserting special operations teams 
targeting Browncoat political and military leadership.  
Because of the missions the class undertook, the Mk V 
became intimately associated the several of the more 

negative actions undertaken by the Alliance, and its 
reputation suffered accordingly. 
   Further, because of the highly specialized nature of the 
ships, their expense, and utility, the Alliance considers 
mere possession of one of these vessels to be a 
declaration that one aims to seriously misbehave.   
   Mk V’s are not available for sale, but it has been 
confirmed that an entire squadron of these craft remains 
unaccounted for following the War.  It is rumored that a 
handful are in the hands of private collectors and a few 
intrepid smugglers.  Special licenses have also been 
issued to certain free-lance law enforcers ( bounty 
hunters high on the Alliance’s payroll) to own and 
operate these craft.  
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Minaret Gunship (by Lynn LeFey) 

 Dimensions: 60x70x75 
Tonnage: 400 
Speed Class: 4/6 hard-
burn 
Crew Quarters: 4 single 
bunks 
Fuel Capacity: 10 tons 
(600 hours) 
Cargo Capacity: 30 tons 
in main cargo bay. 20 tons in deck 2 cargo hold, 5 tons 
in various cargo lockers. 
Passenger Capacity: 3  
Armament: None, however see below for stock 
armaments  
Price: 6,400 new, excluding weapons (1600 used for 
'Fortune and Glory') 
Maintenance Cost: 320 new (480 used for 'Fortune and 
Glory') 
AGI d6, STR d4, VIT d4, ALE d2, INT d2, WIL d12; 
Init d6+d2, Life 16. Seen better Days (minor), Healthy as 
a Horse (minor).  
Skills: Space Transport Operations: Gunship d2; 
Astrogation d2. 
 
In the early days of the unification war, the Independents 
created a small gunship made primarily for close ground 
support, called the Minaret. It was intended to be a 
mobile tower to support ground operations and a light 
transport to bring a few additional troops or vital supplies 
to the front line. The basic shape was a crude octagonal 
tower, with extended pods and fins used both for 
atmospheric control and as heat radiators in vacuum. It 
was intended to be a very cheap mass-produced vessel, 
so design simplicity, both in fabrication and maintenance 
was high priority. The fins served a further purpose, 
allowing several Minarets to be set in a circle planetside, 
where the fins would be closed tip to 
tip from one minaret to the next, 
creating a defended courtyard.  
  
Nearly four hundred of these ships 
were produced during the course of 
the war. Of those, more than half were 
destroyed in the war. In that time, they 
made a name for themselves as 
robust and dependable weapon 
platforms. They were ultimately a 
failure as close ground support. They 
could not carry enough supplemental 
troops to be of any real use. However, 
they were fairly reliable at extraction 
operations, being more than capable 
of withstanding enemy fire and 
creating a safe pickup zone. They 
were also reasonably good at supply 
escort, particularly when the main 
turrets were refitted to carry larger 
guns. Virtually anyone who saw action on either side of 
the Unification War will recognize this ship. Many of 

those ships in pristine condition were purchased by 
museums or private collectors in the core. Those in less 
than perfect condition were stripped of their weapon 
systems and sold as light freighters to border worlds. A 
few of those in worse condition are still operating on Rim 
worlds.  
  
Stock Armaments: 
The original weapon configuration for the vessel 
included two twenty-pound guns in the top turrets (d2 
starship scale damage), each had a magazine of 10 
rounds. These weapons have a full sweep of all 
directions of the ship, except for about 30 degrees in the 
rear of the ship when in flight. Two one-pound guns on 
the gun deck (d6 vehicle scale damage) have arcs 
allowing fire on the 'ventral' side of the ship, about 45 
degrees up or down, from the landed position. These 
have 50 rounds each. Two racks of missiles (5 missiles 
each) with 200 pound warheads (d8 starship scale 
damage) supplied the anti-starship firepower for the 
ship. In addition, the 'ventral' side of the ship also has six 
small ports which can be opened to allow small arms fire 
when planetside.  
  
With the weapons removed, there are two areas to either 
side of the airlock now empty which used to hold the 
missile racks. The deck five pentagonal rooms held the 
two-pound guns and are now empty, as well as the deck 
five cargo area, originally meant to hold ammo. Some 
systems from deck six were removed, which were 
hydraulic systems used to swivel the guns, both on deck 
five and deck seven. In some cases, these hydraulic 
systems were left intact simply because they were too 
time consuming to remove and posed no real threat, and 
guns are not strictly illegal weapon systems. 
  
 

Note that the plan includes both 
stock and current configuration of 
deck 2. Current stats show 
passenger and cargo capacity for 
current configuration, (3 passengers, 
55 tons of cargo). This leaves a bunk 
on deck one unaccounted for, which 
is intended to be a small infirmary. I 
think my deckplan is missing the 
door into the cargo area on deck 5. It 
should lead into the square with the 
ladder. 
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Moonshuttle (by Davy Jones) 

Dimensions (LxBxH): 99 feet x 39 feet x 14 feet 
Tonnage: 90 tons 
Speed Class: 1 cruise/3 hard burn 
Crew Quarters: 1 spartan bunk behind cockpit 
Minimum Crew: 1 
Fuel Capacity: 1 tons/5 ton tank (600 hours) 
Cargo Capacity: 49 tons 
Passenger Capacity: 1 second-class 
Price:  360 (20+ years:  90, 40+ years:  18) 
 
Agl d6, Str d2, Vit d6, Ale d2, Int d2, Wil d2; Init d6+d2, 
Life 4. Everybody Has One, Short Range. Athletics d4, 
Pilot d2. Complexity: Very Low. Maintenance Cost: 
 72/year (20+ years:  108/year, 40+ years:  144/year) 
 
The popular moonshuttle is a common sight along the 
border planets. Darting between settlements, the shuttle 
is perfect for individuals wanting to get from one place to 
another without having to share accommodations with a 
sometimes-nosy crew. For this reason, the moonshuttle 
has become popular with the upper class as a short-
range luxury transport. 
 
 

Nuo Ling V2 (by Trajedi) 

 
Dimensions: 
L: 154ft B: 88ft H: 40ft 
Tonnage: 1500 
Speed Class: 6 Cruise/9 Hard Burn 
Crew Quarters: 6 Single Rooms plus One Office & Med 
Bay equal to 1 Single each. 
Fuel Capacity: Two 60 Ton Tanks (800 hours) 
Cargo Capacity: 500 Tons 
-Cargo Hold 1: 400 Tons 
-Cargo Hold 2: 100 Tons 
Passenger Capacity: None. 
Complexity: Very Low 
Minimum Crew: 4 
 
Agility: D8, Strength: D6, Vitality: D2, Alertness: D2 
Intelligence: D2, Willpower: D2 
Gear: 
- Two 12 Ton Shuttles 
Assets/Complications 
Fast Throttle (Minor), Gas Guzzler (Minor) 
Skills: 
Perception: D2, Pilot: D2 
Price: C 36,000 plus C300 for each 12 Ton Shuttle, 
C1000 for the Med Bay totaling  
C37,600. 
Maintenance Costs: C100/Month 
 
   The Nuo Ling was created in 2395 by the Advanced 
Engineering Limited for Orient Express Delivery, Inc. 
The Nuo Ling was meant to a fast and an agile transport 
ship to insure speedy delivery of its cargo, Often 
Specialty Mail Deliveries. The first model was only for 

Orient Express Delivery, Inc. 
 
   Twenty two years later the V2 model was introduced to 
fix some minor flaws in Engine, add an additional fuel 
tank and additions of an Office area and Med Bay. The 
reasoning for the Med Bay was simple; many cargo 
ships are targeted by pirates and the like and sometimes 
people get hurt trying to protect the cargo, a Med Bay 
helps solve this problem. The Office was simply to 
balance out the design and is often used an extra 
sleeping quarters. 
 
   Despite the adjustments to the V2’s Engine it still is 
quite the fuel hog, there is some design flaw that no one 
ever figured out and in the last hundred years hasn’t 
tried to fix. This maybe due to the fact Advanced 
Engineering Limited simply bulked up the size of the V2 
model by a hundred tons and added an additional Fuel 
Tank.  
 
An additional engine flaw is the delay when going into 
full burn. Instead of a smooth transition with little effect 
on the ship the Nuo Ling V2 jolts forward after the 
engine kicks off for a few moments. Rarely this leads to 
Engine shut down but it is quickly resolved. No one 
really complains about this issue and more then likely 
deal with it by making sure all the dishes in the galley 
are put away. 
 
The last adjustment to the Nuo Ling was two 12 ton 
shuttles and a Shuttle bay.  Advanced Engineering 
Limited issues two of its Mei-Mei Shuttles with the V2 
standard although smaller sized Shuttles are sometimes 
are replaced with typical 20 ton shuttles. 
 
   The Nuo Ling V2 model was sold to both Orient 
Express Delivery, Inc and other private shipping 
companies big and small. Today you can find used Nuo 
Ling V2s at auctions, private dealers and still being used 
by many shipping companies. The V2 also still in 
production and there is no word of a V3 model to work 
out any of those kinks. 
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Ocula Class Electronics Warfare Corvette 

(by Lynn LeFey) 

 
Dimensions 600Lx250Bx120H 
Tonnage: 48,000 tons  
Speed Class:  5 cruise/ 7 Hard Burn 
Crew: 80 
Fuel Capacity:  2400 tons (1200 Hours) 
Cargo Capacity: 7200 tons 
Passengers: 160 
 
Agility d4, Strength d8, Vitality d6, Alertness d12, 
Intelligence d12, Willpower d8 
 
Initiative d4+d12 
Life 14 
 
Athletics d4, Perception d6, Pilot d6, Heavy Weapons 
d4, Covert d4 
Memorable, Hooked (needs electronic components) 
 
Complexity:  Very High 
Price:  5,859,200  
Maintenance Cost:  230,400 per year 
 
Gear: Armor W4 (Newtech, weighs half normal tonnage), 
2 20-ton shuttles 
 
Armaments 
Defensive Autoguns (4); 10 lb projectile, 1000 round 
magazine 
Interceptor Guns (6); 1-lb autocannons, 1000 round 
magazine 
Standard Missile Load: 800 short-range 10-lb missiles 
(jammers and Decoys), 160 medium-range 1000-lb. 
missiles. 
 
The Ocula is a light screening vessel for heavier 
warships. It is a fairly new design, with state-of-the-art 
sensors and programming, meant to detect trouble at 
long range. It is not intended to be a front-line fighter, 
relying on its sensors to alert the fleet of trouble well in 
advance, allowing fighters to be sent out.
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Oddessy Cruise Liner (by Lynn LeFey and 

Skygalleon) 

 
Dimensions: (LxBxH): 380 x 118 x 154 feet. 
Tonnage: 8,525 tons. 
Speed Class: 3 cruise/5 hard-burn 
Crew Complement: 4 officers, 12 spacer, 20 service 
crew, 20 croupiers, 20 keepers 
Crew Quarters: 37 double cabins, two single cabins 
(captain, chief mate) 
Fuel Capacity: 250 ton tank 1,250 tons of fuel (1,200 
hours) 
Cargo Capacity: 400 tons. 
Passenger Capacity: 20 single holding cells, 20 double 
cabins, 4 - 40-ton VIP suites. 
Gear: Two 20-ton passenger shuttles, fourteen 20-ton 
lifeboat shuttles, auditorium with 200 seats and “The 
Circuit”. One 50 person casino, Full spectrum Cortex 
broadcasting facilities, an infirmary with three beds, and 
a 50 pound short-range missile launcher with ten 
explosive missiles carried in 
hidden pop-up turret. 
Price: €400,000 new €100,000 
now. 
Stats: Agi d4, Str d6, Vit d6, Ale 
d8, Int d6, Wil d6; Init d4+d8, Life 
12  
Traits: Cortex Specter (minor 
asset), Seen Better Days (minor 
complication) 
Skills: Aerial Transport 
Operations/Transport d2, Space 
Transport Operations/Transport 
d2, Perception d4, Heavy 
Weapons d4.  
Complexity: Average  
Maintenance costs: New €19,200 
(€1,600 per month, €28,800 a 
year (€2,400 per month) with 
Seen Better Days (minor). 
 
Description: Details about this 
ship and it's origin can be found in 
the adventure 'The Circuit'. 

 
Cargo Version of Odyssey class liner 
 
Dimensions: (LxBxH): 380 x 118 x 154 feet. 
Tonnage: 8,525 tons. 
Speed Class: 3 cruise/5 hard-burn 
Crew Complement: 4 officers, 12 spacer 
Crew Quarters: 8 double cabins, two single cabins 
(captain, chief mate) 
Fuel Capacity: 250 ton tank 1,250 tons of fuel (1,200 
hours) 
Cargo Capacity: 2,300 tons. 
Passenger Capacity:  14 double cabins 
Gear: Two 20-ton passenger shuttles, fourteen 20-ton 
lifeboat shuttles, an infirmary with three beds 
Price: €182,130 new €45,533 now. 
Stats: Agi d4, Str d6, Vit d6, Ale d8, Int d6, Wil d6; Init 
d4+d8, Life 12  
Traits: Seen Better Days (minor complication) 
Skills: Aerial Transport Operations/Transport d2, Space 
Transport Operations/Transport d2, Perception d4, 
Heavy Weapons d4.  
Complexity: Average  
Maintenance costs: New €17,050, €25,575 a year with 
Seen Better Days (minor). 
 
Pirate Version 
Swaps out 10 retractable turrets for life_boat shuttles.  
Turrets are a combination of 1-pound autogun (1,000 
rounds ammo, basic damage on starship scale) and 
200-lb short range missile battery (8 missiles, d8 
damage) 
Add 10,500 to the cost of the cargo version. 
Cost to arm each turret with 1000 rounds and 8 missiles 
would be an additional 5080 credits per turret. 
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Ohmai Light Fleet Replenishment Vessel (by 

Limerickcot) 
(after conversion to Civilian Heavy Freighter) 

 
Dimensions: LxBxH (534.78x206.69x119.75) 
Tonnage: 51,622 tons 
Speed Class: 5/10 (hard burn) 
Crew: Officers:  7 
 Crew:  59 
Crew Quarters: 6 Double Officer, 51 Single/Double 
Cabins 
Fuel Capacity: 3750 tons (2,400 hours) – note that this 
includes all fuel aboard including that due for 
dispersement to other vessels. 
Gear: 
 2 Long Range Shuttles 
 63 Escape Pods 
 1 Infirmary with 3 beds 
 2 200lb Railguns w 200 rounds including  
 10 decoy and jammer warheads 
 
Cargo Capacity: 6000 tons in forward hold 
    2000 tons in rear hold 
    2000 tons tank in dorsal hold 
 
Passenger Quarters: 1 Lux Triple Cabin 
5 Lux Double Cabins  
10 Double Cabins 
   72 Steerage bunks 
 
Armour: Bridge:   20% 
  Engineering: 10% 
  Centre:  None 
 
Structural Tonnage: 5,532 tons 
Engine Tonnage: 14,454 tons 
Fuel Tank Weight: 18,750 tons 
 
Owner:    
Registry:  SalB K2510 
Cost to Buy New: ¢1,742,242.5 
Complexity:  High 
Maintenance Costs: ¢4,852,468 per annum 
   ¢404,372 per month 
Ship Attributes 
Agility d10, Strength d6, Vitality  d6, Alertness d6, 
Intelligence d6, Willpower d6,  

Initiative d10+d6 
Life Points 14 
 
 
Assets/Complications 
Fuel Efficient , Fast Throttle (+2 to original Hard burn),  
Seen Better Days (minor), Slow Burn (-1 to Cruise, Hard 
burn unaffected) 
 
Programs (Skills) 
Athletics d4, Covert d2, Heavy Weapons d2,  
Mechanical Engineering d2, Perception d4, Pilot d4 
 
Quirks/New Complication 
Slow Burn – Due to poor design limitations, the Ohmai 
loses power in normal cruising speed and especially at 
the lower end of the speed range.  An untrained pilot 
takes a one step penalty in close range manoeuvres. 
(minor complication) 
 
 
Background 
 
At the end of the Unification war, the Alliance found itself 
with the obligation to actively garrison and patrol a vastly 
increase area of space.   Although it would rely on the 
larger cruisers, until these came on line, they would rely 
on fighters, patrol ships and garrisons.   To supply these 
ships, they needed a fast replenishment vessel.   
Delphian yards, at Boros, who had just seen their naval 
funding slashed, proposed a compromise vessel, literally 
made up from vessels already partially completed (and 
due to be scrapped).    
 
The Alliance agreed, and Delphian launched their first 
Ohmai class in under three months, by building modular 
parts onto the front end of their famous Agrarian Class 
frigate. 
 
To hold the various parts of the ship together, the yard 
constructed a parallel framework using the most massive 
supports they could find – two 200lb long barrelled 
cannon.   This, plus a variety of point defence weaponry 
allows the Ohmai to provide a limited orbital 
bombardment element to its activities as a refueller and 
relief ship. 
 
Not having the option to install directional thrusters, 
Ohmai utilises variable thrust outlets instead.    In theory, 
at least, this makes her more manoeuvrable than a 
firefly, but due to the nature of the outlets, she loses 
some of her standard thrust power in normal cruising 
mode.    
 
This lead to many problems during docking and landing 
procedures where she would have to use double the 
thrust normally needed just to land or take off.        
Although a fairly major problem in some instances, her 
hard-burn speed was undoubtedly her saving grace, 
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allowing a small number of vessels to maintain a 
gruelling replenishment schedule. 
 
However, her faults, a result of the quickness of her 
design, have already been rectified in newer classes of 
replenishment vessels, and the Ohmai class was 
recently released for civilian purchase (less her point 
defence guns). 
 
Ship Plans 
 
Deck 4  Lower Crew Quarters & Forward Cargo 
 

Decks are listed from the top to the bottom and only 
show those areas normally under pressurisation or with 
living spaces in them.    
 
Deck 1b – Upper Mezzanine 

 
 
Store room – cleaning supplies, spare linen etc – all the 
requirements to keep the passenger quarters spick and 
span. 
Junior Officer quarters – smaller than the ones on the 
main deck1, these are still comfortable and roomy. 
Sick bay – holding 3 beds, this is only a small facility, 
and the ship does not normally carry a doctor – only a 
medic – who uses the room at:  
Bunk room for medic (it also allows an on call doctor to 
be close to his patients). When a ships doctor is carried, 
he usually occupies one of the quarters at 2. above. 

Stairs down to main deck 1 
Bunk rooms – see Deck 1 – each has room 24 
passengers 
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Deck 1 (top) 
Airlock 
Suit Store & Airlock Preparation Room 
First Officers Stateroom – includes safe, fresher, table & 
window seat.    
Captains Stateroom – as per 3 above, but more 
luxurious. 
Officer’s galley & wardroom – a small, well-equipped 
galley deals with the needs of the officers.    It’s also not 
too far from the Bridge.    In Navy hands, two stewards 
bunk down at 7. but in civilian hands, officers usually 
arrange this themselves. 
Officers Quarters – 2nd Officer (E), 3rd Officer, 4th 
Officer.    Junior Officers live on Deck 4 with the rest of 
the crew. 
Airlock 
Passageway to Passenger Lounge.   The controls on 
either side allow monitoring of the liquid cargos on both 
beams of the ship at this point. 
Lounge restrooms 
Holo Suite – a large-scale holographic projection unit is 
set to one side here.   In addition to showing the latest 
dramas, it can also replicate various activities for sport – 

such as boxing etc.   In navy hands this also allowed for 
tactical training simulations. 
Holo pool table (it also plays various other ball related 
games and can be converted into a card table if 
required.   A holo dartboard rests off to one side. 
Bar – One of the Kitchen stewards usually takes over 
this after or before meals – the fresher behind is used by 
both bar and kitchen staff. 
Passenger Dining area – ALL passengers, whether 
officers or ratings, take their meals here – though they 
are usually staggered. 
Exercise machines 
General lounge – mainly a seating area with individual 
cortex terminals sunk into the floor and available by 
pressing a button in the back of the seat. 
Kitchen – a small but professional kitchen – most stores 
are brought up early in the morning from the big stores 
on the cargo deck. 
Passenger quarters – usually considered highly 
luxurious by most standards, they comprise of a large 
bed, plenty of storage space, a fresher, table, chairs, 
desk and dedicated computer space.   Sometimes an 
extra fold down bunk is installed for extra passengers.  
In Naval use, these usually were reserved for field grade 
and higher officers as a priority with other officers 
coming down the list from there. 
Lower Bunkroom – space for 24 ‘grunts’ – basically just 
a cell space, with basic locker room for clothes and a 
small light, and comm terminal installed.    A double 
fresher (with the lockers) is located at the end of the 
bunkroom. 
Stairs up to Mezzanine deck. 
Central passage way – fuel and other store cells on 
either side. 
Pump and refuelling room.   This room controls the 
incoming flow of fuel into the ship when on the ground 
and also the multiple refuelling of other vessels from this 
one.    As a secondary function it also serves the same 
function for water and other liquid supplies stored in the 
forward section.    Stairs from here lead down to Deck 2. 
Access to boat docks.   On the port side this includes a 
lift to all decks  
Stairs to all decks 
Boat dock – usually occupied by a single large shuttle 
Personnel airlock to the boat dock.   The airlock also has 
access to the upper hull. 
Upper engineering – there are few, if any controls in this 
area, but a large number of tool lockers occupy this 
area, which is used as a general workshop by the 
engineering crew.  Stairs down to next deck. 
Upper part of pulse drive. 
 
 
Deck 2 –  
 
Bridge – Pilot and co-pilots/navigator seat – in flight the 
captain usually seats behind them at a general console.   
There is a station for gunnery (in navy hands), which has 
been converted to a security station in civilian hands.  An 
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Airlock to the upper and lower hulls exists off to one side 
(this requires a secure passcode known only to the 
senior officers). 
Airlock (for when the cargo hold is depressurised) and 
stairs up to officer’s wardroom.   The rest of the area 
comprises of a gantry way overlooking the forward cargo 
area.    
Stairs lead down to the floor of the cargo deck and an 
automated crane runs the length of the ceiling for help 
with loading cargo. 
Air locked passageway – leads from forward to rear 
cargo deck 
Magazine passage – in naval use the main lift ascends 
an extra half floor space and rounds are conveyed from 
the shaft into the magazine on either side of the vessel.    
Stairs down to floor of rear cargo bay 
Stairs up to Pump room and down to Deck 3 
Radiators and reserve O2 store. 
Main Thrusters 
Engineering control for Pulse Drive and fusion reactors 
 
Deck 3  
 
Main Cargo lifts – these double lifts can be locked 
together or work separately and connect the rear and 
forward cargo decks (which are on different floors) 
Stairs up to Deck 2 and down to Deck 4b 
Air intakes and filters for thrusters 
Radiators 
Main Thrusters 
Attitude Thrusters 
Engineering controls for fusion plant 
Fusion plant 
Underside of Pulse drive  
Stairs to engineering 
Stairs and lift well shaft 
Rear cargo hold (12 metres high including deck 2) 
Stairs up to Deck 2 
 
Deck 4b 
 
Crew staterooms – also used by junior officers on this 
deck. Normally only single occupancy, in times of crisis, 
the crew doubles up so more passengers can be taken 
on board. 
Crew commons – a variety of rest areas where the crew 
can relax and watch the latest on the cortex (screens 
face the seats).   A large table at the end allows for 
hobby interests. 
Classroom/Cinema 
Airlock up to 3 and down to 4 
Lower magazine 
 
 
Deck 4 
 
Clamshell doors 
Main cargo deck – 18 metres high (including deck 3 and 
2) 

Refuelling umbilical's – universal nozzles allow fast 
refuelling of everything from fighters to freighters. 
Airlock 
Landing Feet 
Stairs to Deck 2 (that’s a long climb folks!) 
Airlock to crew quarters 
Passageway to crew quarters 
Reefers and stores for ship – most of the ships 
consumables are kept here. 
Airlock to lift shaft – the lifts connecting the rear and 
forward cargo bays are here and are protected in case of 
depressurisation of the forward bay. 
Crew galley/wardroom  
Crew staterooms – normally only single occupancy, in 
times of crisis, the crew doubles up so more passengers 
can be taken on board. 
More refuelling umbilical’s 
Rear landing feet 
Lift and stair well 
Passage to engineering – water stores on either side 
Engineering workshop 
Hydroponics 
Stairs to engineering up 
Fusion Drives (bottom) 
Rear airlock 
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 Osprey Class Mid-Bulk Transport (by Selek) 

 
Dimesions: 280 X 155 X 60 feet 
Tonnage: 2100 tons 
Speed Class: 4 cruise/ 6 hard-burn 
Crew Quarters: 2 double (bunk-bed), 1 double-bed 
cabins 
Fuel Capacity: 125 tons (600 hours) 
Cargo Capacity/Maximum Deck Load: 625/650 tons   
Passenger Capacity: 6- 3 double cabins 
Price: 50,400 new, 12,600 at auction. 
Agi d6 Str d6 Vit d10, Ale d2, Int d2, Wil d4;Life Points 6  
Traits:  Everybody Has One (Minor), Healthy As A 
Horse (Minor), Seen Better Days (Minor) 
Skills: Pilot d2, Perception d4  
Complexity: Low.   
Maintenance Costs: 315/month 
Equipment:  1-25 ton shuttle 
Cost: 12,600 
 
   Another workhorse from the Kieran 
Yards stables is the Osprey Class Mid-
bulk transport.  Larger overall than the 
ubiquitous Firefly, but with slightly smaller 
internal volume, the Ospreys are designed 
as a fast, sturdy transport for use 
throughout the System.  Their design 
emphasizes rugged capability, low 
maintenance, large passenger and cargo 
capacity, and sturdy service.   
   The entire lower bay is given over to 
cargo operations, and measures roughly 
90ft x 63 ft x 20 ft.  The cargo bay is fitted 
with a two piece ramp/hatch combination 
that allows extremely large cargos to be 
loaded and with a belly mounted “bomb 
bay” cargo hatch as well. A spiral 
staircase at the forward starboard corner 
allows access to the Crew Deck.   
   The Crew Deck is large and spacious, 
with comparatively wide corridors and a 
large lounge area and berthing 
compartments.  The Crew deck is forked 
port and starboard, providing a center-line 
berth and pair of docking ports for a single 
shuttlecraft.  The ports are fitted with 
telescoping access tunnels which easily 
accommodate larger and smaller shuttles. 
Two dorsal air-lock hatches (one forward, 
one aft-port) provide EVA access to the 
top of the ship. 

   Unusual for a civilian mid-bulk transport, the Ospreys 
are fitted with an integral two-bed infirmary on the port 
quarter.  Three double-bed passenger compartments 
(with a double bed and two bunk-bed cabins for the 
crew) are standard for the Ospreys, though many 
owners juggle these accommodations according to their 
needs.   The Ospreys are fitted with the trademark 
Kieran cockpit design, providing stations for pilot, 
copilot/navigator, and flight engineer.      
   To augment their maneuverability, the Ospreys are 
fitted with a pair of pivoting reaction drive assemblies 
with a 220o range of motion, which also fold eighty-
degrees along their X-axis to lower the ship’s center of 
gravity and improve on-ground stability.  In atmosphere 
maneuverability and stability are augmented by the twin 
boom tail configuration set well aft of the ship’s center of 
gravity.   
   Although the design (and many of the Ospreys still 
flying) is more than twenty years old, the design was 
placed back into limited production following the 
Unification War.  
   The Ospreys have found a home in a variety of 
industries- both legal and illegal.  At least one privateer, 
known as the Sutter’s Pride, has replaced the centerline 
shuttle berth with a trainable missile battery, mounted a 
magnetic grappler in place of the “bomb-bay” hatch and 
an automatic gauss-gun in a chin turret under the 
cockpit. 
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Rapier Escort Vehicle (by lost_grail) 

 
Alas, I have no picture.  When I fix my scanner I'll put 
something up 
 
Dimensions(LxWxB)  60 x 25 x 20 
Tonnage           220 
Speed Class      6 / 10 
Crew                1 (Pilot) 
Crew Quarters   Cramped cabin behind cockpit 
Fuel Capacity    3 t (800h) 
 
Agi d10  Str d4  Vit d4  Ale d6  Int d6  Wil d10 
Init d10 + d6   
Life 14 
Assets: Fast Throttle (Major); Fuel Efficient (Minor); 
Small-High Tech Engine1 (Minor) 
Complications: Lightweight (minor); Memorable2 (minor); 
Rough Take-off/Landing3 (minor) 
Skills: Autopilot / Autonav d4; Collision Avoidance 
System d4; Missile Auto-Targetting d6 
 
Armour:     2S 1W 
Armament: 2x 100lb Burst Cannon (d6W, ROF 3, 600 ' 
Range inc, 200 round magazine per gun) 
                  2x Missile Launcher 
Ordinance:  20x 500lb Med. Range Missiles (d4W, 10 mi 
Range inc) 
 
Complexity: Very High 
Price: Cr 237 620  
Maintenance: Cr 1056 Annually (88 per month) 
 
Description: 
The Rapier Escort Vehicle was devised by Blue Sun as 
a way to safeguard its bulk transports against 
increasingly heavy pirate activity.  Though expensive, 
these vessels are hardy, and pack a tremendous punch.  
In shape, they tend to look almost bird-like, with a 
bulbous cockpit and cabin on the end of a skinny neck, 
and then with a rounded body with four wings at the rear. 
 
As an aside, these craft are notoriously hard to land in 
atmo, and are usually re-fueled in space. 
 
1 - This was an asset designed by oneneoeno on WitB.  
It is part of his re-vamped ship-design system. 
2 - This trait refers to the fact that these craft are owned 
and operated exclusively by Blue Sun.  They 
manufacture them on Ares, and there are fewer than 30 
in existence currently, although there will be a planned 
fleet of 54 within 6 years.  Any use of these points right 
back to Blue Sun, and the Senior Partners really don't 
want any bad publicity ... 
3 - This trait was designed by Sarge on WitB.  It gives 
the shp a -2 step penalty to Agi when taking off or 
landing.

Panther Mk. 1 microtransport (by 

ElectricBadger) 

 
AGI d6, STR d4, VIT d8, ALE d4, INT d2, WIL d4 
 
Speed Class: 5 (no hard burn) 
Life Points: 8 
Complexity: Very Low 
Fuel Capacity: 20 tons (1280 hours) 
Crew Quarters: 2 Crew Quarters (10 tons each), 
Common Area/Galley (20 tons), Engineering Control (5 
tons), Bridge (7.5 tons), 1W armor (5 tons) 
Passengers: None 
Cargo Capacity: 100 ton cargo bay 
Skills: d2 Autopilot, d2 Athletics 
Assets: Fuel Efficient 
Complications: Slow Throttle (major); Dull Sense: Cortex 
Link 
Tonnage: 500 gross tons 
Crew: 2 (Pilot, Engineer) 
Cost: 10,050c (new) 
Maintenance: 600c (yearly) 
 
Although New Vienna Shipyards specializes in non-
pulse craft, it does produce a few lines of longer range 
craft.  Just like their shuttlecraft, these are known for 
their durability, ruggedness and simplicity.   
 
The Panther is a micro-transport; it was designed as a 
vessel capable of functioning profitably as a frontier 
hauler, carrying the small cargos needed by tiny 
settlements that heavier transports can't be bothered 
with.   
 
With a small crew, ease of operation, roomy interior and 
the ability to run on fumes, the Panther is a common 
sight on the Rim.  It's less frequently seen on the Border 
or Core worlds, although some have been adopted by 
hobbyists: the simplicity of construction make the boat 
ideal for dabblers.   
Detractors note the nearly archaic computer systems 
and the controversial NV-1 engine, which sacrifices 
acceleration for efficiency.   
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Patrol Light Cruiser (by Davy Jones and 

Limerickcot) 

 
Dimensions (LxBxH): 393 feet x 322 feet x 149 feet 
Tonnage: 63,000 tons 
Speed Class: 2 cruise/4 hard burn 
Crew Quarters: 124 single, 10 double (2,592-ton 
common area) 
Minimum Crew: 28 
Fuel Capacity: 1,250 tons/6,250 ton tank (800 hours) 
Cargo Capacity: 4,740 tons 
Gear: 15 20-ton short-range shuttles (configured as 
lifeboats), 25 ASREV, 630-ton EM shielding (1S) 
Armament: 70 100-lb. cannon (7,000 conventional/EM 
rounds) 420 4,000-lb. long-range missiles, 1,200 1,000-
lb. medium-range missiles 
Price:  8,982,200 + ammo and missile cost (20+ years: 
 2,245,550 + ammo and missile cost, 40+ years: 
 449,110 + ammo and missile cost) 
 
Agl d4, Str d8, Vit d6, Ale d8, Int d6, Wil d6; Init d8+d4, 
Life 14. Fuel Efficient. Heavy Weapons d2, Knowledge 
d4, Perception d4, Pilot d2. Complexity: Average 
(20+/40+ years: Low). Maintenance Cost:  126,000/year 
(20+ years:  113,400/year, 40+ years:  151,200/year) 
 
This design represents the standard patrol cruiser. It fills 
in where the Alliance cruiser can't readily reach, and 
serves in much the same capacity, albeit on a much 
smaller scale. 
 
 
 
 
 

Pride Mk III Mid-bulk Transport (by Lynn LeFey) 

 
Dimensions: 150x70x30 
Tonnage: 1000 tons 
Speed Class: 6 / 8 full burn 
Crew quarters: 5 

Fuel Capacity: 50 tons (1600 hours of operation*) 
*An additional 10t of fuel is carried for refueling shuttles 
and would supply 320 more hours of operation if 
needed. 
Cargo Capacity: 80 tons (plus an additional 120 tons in 
shuttles and cargo containers) 
Passenger Capacity: 8 (second class) or 12 (4 second 
class, 8 stowage) 
Price: 24,000 credits new (6000 with minor ‘Seen Better 
Days’) 
 
AGI d4, STR d4, VIT d6, ALE d4, INT d4, WIL d4 
 
Perception d2, Covert d2 
Seen Better Days (Minor), Fuel Efficient 
 
Complexity: Very Low 
Maintenance Cost: 800 credits per year new (1200 with 
minor ‘Seen Better Days’) 
Life Points: 8 
 
Gear: 6 20-ton shuttles, or 3 20-ton shuttles and 2 25-ton 
standard cargo containers. Cargo Crane. 
 
Description 
The Pride has a good passenger capacity, and 
reasonable cargo capacity. It’s made to go very long 
periods between stops, carrying twice the normal fuel 
reserve as most vessels per ton, as well as running fast 
and fuel efficient engines. It also carries a secondary fuel 
supply for refueling its shuttles which could be used by 
the primary vessel if needed. Few people look closely 
enough at the Pride to understand its true purpose. The 
upper deck can hold six small craft, and the lower cargo 
deck is large enough to accommodate a 20-ton shuttle. 
These things add up to a micro-carrier in war terms. The 
design allows for three shuttles to be swapped out in 
favor of two standard cargo containers, increasing cargo 
capacity by 50 tons. 
 
It differs from the Mark I primarily in the internal layout. 
The large airlock has been removed, and a machine 
shop added aft. Externally, the bussard scoops have 
been moved forward of the docking arms. And the cargo 
cradles on the second deck enlarged slightly to allow two 
standard cargo containers to fit per side.  
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Prophesy Class (by Ravensoracle) 

 
Dimensions: (L x B x H) 396 x 160 x 40 feet 
Tonnage: 7,000 tons. 
Speed Class: 4 cruise/6 hard-burn 
Crew Quarters: Eight single cabins 
Fuel Capacity: 250 tons/ 1,250 tons of fuel tanks (1,600 
hours) 
Cargo Capacity/Maximum Deck Load: 
3,000 tons 
Passenger Capacity: 11 single cabins 
Gear: Missile Launcher (concealed in undercarriage) 
with magazine for 20 short range missiles w/ 100 lb 
warheads (missiles not included), 3 Shuttles, Infirmary, 2 
forklifts, and a flatbed truck 
Attributes: Agi d8, Str d6, Vit d6, Ale d4, Int d2, Wil d4; 
Init d8+d4, Life 10 
Traits: Fuel Efficient; Ugly as Sin. 
Skills: Aerial Transport Operations d2; Space Transport 
Operations d2;  
Complexity: very low.  
Maintenance costs:   2,840 a year. 
Quirks: Shudders and groans when entering Atmo 
 
Prophecy class ships were 
commissioned before the war as 
a general long range transports. 
In some cases, during the war, 
the large cargo bays were 
converted to either bunking for a 
troop/passenger transport or to 
infirmaries to act as a mobile 
surgical hospital ship. Delphi 
herself saw action during the 
war by transporting much 
needed ammunition and 
supplies to Independent Forces. 
During the war Delphi was 
equipped with a concealed 
missile launcher hidden in the 
undercarriage of the ship and a 
concealed weapons locker 
hidden in the maintenance area. 
Shortly before the end of the 
war she was decommissioned 
and left to rot at a shipyard on 
Boros.  
 
 

Prospector Class Transport (by Selek) 

 
Dimesions: 77 X 32 X 25 feet 
Tonnage: 154 tons 
Speed Class: 2 cruise/ 4 hard-burn 
Crew Quarters: 2 single cabins 
Fuel Capacity: 12 tons (600 hours) 
Cargo Capacity/Maximum Deck Load: 5 tons 
internal/300 tons maximum deck load (external)  
Passenger Capacity: None (1). 
Agi d4 Str d6 Vit d6, Ale d4, Int d2, Wil d4; Life Points 12  
Traits:  Seen Better Days (Major), Everbody Has One 
(Major), Tough As Nails (Major) 
Skills: Pilot d4, Perception d4  
Complexity: Very Low.   
Price: 1,232 new, 62 at auction. 
Maintenance Costs: 10.3 /month (new), 21 /month 
(used) 
Equipment:   
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   Easily the largest class of ships built by Kieran Yards, 
the total production run for this class (either directly or 
under license) is in the tens of thousands.  As built, the 
class was christened the Prospector, but everyone else 
calls them the Pillbug. 
   The Pillbugs are slow, with relatively short-range, and 
are supremely rugged with armored hatches retractable 
shutters over the view ports, and heavy-duty 
construction.  Two decks and modular construction 
make them quick and cheap to build, maintain, and 
repair, and allow them to accomodate a pair of miners 
for up to six weeks in space. They are not atmosphere 
capable (but can survive an emergency atmospheric 
entry).  Most of the Pillbugs were built without pulse 
drives, though space and weight were reserved in the 
design, and roughly 10% were fitted for independent 
prospectors on long-range surveys (and are thus fitted 
with pulse drives). 
   The Pillbugs are designed to be operated in and near 
asteroid belts, with a protected work area amidships, 
able to accomodate asteroids up to about 50 feet by 20 
feet by 20 feet in size inside the sheltered bay. They also 
have a variety of tethers and tackle, as well as man-
portable (in zero-G) drilling and blasting rigs to work in 
proximity to rocks larger than the bay can accomodate. 
   The Upper deck of the Forward Hull is comprised of a 
cockpit/galley/lounge area, a head, and two airlocks- one 
into the workbay, the other leading to the lower deck.  
The Lower deck of the Forward Hull contains  a head, 
shower, and two berthing areas.  The original plans 
called for a single two-man bunk room with a lounge 
area, but it was felt that privacy was at a greater 
premium on a boat this size. 
   The After hull is reserved for engineering and storage, 
with emergency controls and a workshop on the lower 
deck.  The Forward and After hulls are connected by a 
small Zero-G umbilical link running along the upper 
portside.  The umbilical is self-sealing, and runs within 
the port dorsal structural girder to protect it from impact. 
   Because of their expense and greater capability than 
the standard scuttlebutt, Pillbugs are generally leased 
(usually for a flat fee or flat fee plus 
percentage of haul) from a parent 
corporation (generally the mine owner, 
but almost 70% of the Pillbugs are 
owned or leased by the Corone Mining 
Consortium) for a set period of time, 
with the company providing for basic 
maintenance and repair.    
   As their class name implies, the 
Prospectors mission is searching for 
small scale, high-value asteroids- 
gold/silver, diamond, platinum, and the 
like rather than large-scale processing 
such as copper or titanium. 
   Pillbugs can also serve as tenders to 
larger finds worth a more permanent 
claim- a temporary station or the like 
(can be easily accommodated within the 
protected bay, and the Pillbugs have 

sufficient power to tow fairly sizeable asteroids back to a 
larger processing facility. 
 
 

Prowler Class Light Cargo Transport (by The 

Skywalker) 

 
Dimensions: 87 X 45.75 X 21.7 Feet 
Tonnage: 800 Tons 
Speed Class: 5 Cruise/ 7 Hard-Burn 
Crew Quarters: 1 Double, 5 Single 
Fuel Capacity: 50.4 Tons (800 Hours) 
Cargo Capacity: 100 Tons 
Hauling Capacity: 300 Tons (See notes) 
Agi: 8, Str: 4, Vit: 4, Ale: 6, Int: 6, Wil: 8 
Traits: Allure (minor), Fuel Efficient (minor), Shaky 
(minor) 
Skills: Pilot 2 
 
Originally designed for transporting smaller amounts of 
cargo shorter distances, whether it was a few planets 
away or just the other side of the planet she got the job 
done. Unfortunately several design flaws and long term 
maintenance issues prompted most who used the 
“Prowler” to move on to newer and better designs. 
Now slightly aged and harder to find the “Prowler” has 
become a bit of a collectors item to those wealthy 
enough to buy one in good condition. But mostly they’ve 
become a strong steady work horse for those with the 
skills to keep them running. 
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 Scarab (by ElectricBadger) 

 
Note: This ship was contructed using my new design 
parameters, and will not agree with the book on all 
counts.   
 
Agi d8 
Str d6 
Vit d8 
Int d2 
Ale d6 
Wil d4 
 
Slow Throttle (-4), Fuel Efficient (+2), Heavy Lifter (+2), 
Newfangled (+2) 
Complexity: Average (x1.0) 
Speed Class: 6 (no hard burn) 
Skills: Autopilot d2, Science d2 (active scanning) 
Dimensions: 150' keel, 100' beam, 40' height 
Tonnage: 3,000 
-300 Fuel (533 Hours) 
-900 Engines 
*40 Bridge 
*50 Engine Room 
-570 Subsytems 
*140 in various access passages 
1 Shuttle Bay (20 ton shuttle) 
6 Crew Quarters (20 tons each) 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
*Actual rooms are 10 tons each, 10’x12.5’ 
*60 tons of common areas 
4 Passenger Quarters (16 tons each) 
Cargo: 1,000 g.t. 
Lift: 5,000 tons mass 
 
Cost: 180,000 credits 
Maintenance: 9,000 annually (750 Monthly) 
 
New Vienna Shipyards took a long time to produce a line 
of mid bulk transports, fearing the market was already 
bulging with designs following the successful Firefly 
series.  However, the Scarab class has been modestly 
successful due to its speed and reliability, although the 
price is significantly above many competitors.   
 
Like the Firefly series, the Scarab is front loading, with a 
cargo bay in most of the lower two levels.  It incorporates 
a downward facing bridge, for ease of landing and to 
enable easy supervision of cargo loading and access, 
which has been very popular among crews.   
 
Also like the Firefly, the boat is built with both normal 
crew quarters (six, although many run with as few as 
four) and four passenger areas, all rather spacious.  The 
interior incorporates etched plate glass doors, velvet 
furnishings and copious brass fittings.  
 
Despite the elegence, New Vienna's electronics continue 
to be abysmal, with only a limited autopilot.  Sensors 
have been improved over previous models, however, 
following a series of recent factory renovations.   
 
Other features include a over-built gravity wheel and 
deck plating, enabling a heavier lift and potentially able 
to carry significantly denser loads than other comparable 
vessels.  Like most NVS designs, the Scarab 
incorporates the NV-1 type of engine, enabling a 
cleaner, more efficient burn of fuel but sacrificing 
accelleration.  
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Scarab Class Tug (by Ravensoracle) 

 
Dimensions: L 120 x B 70 x H 55 (Does not include 
landing gear or engine arms because of wide range of 
movement) 
Tonnage: 1250 tons 
Speed Class: 4/8 
Crew Quarters: 3 Double Rooms (In plans one is set up 
with two single beds) 
Passenger Capacity: 3 Very Small Single Steerage 
Rooms (Passengers get seperate rooms but the rooms 
are little more than closets, hence the Steerage cost 
rather than something more.) 
Fuel Capacity: 60 tons/ 300 ton tank 400 hours 
Cargo Capacity: 75 tons 
Complexity: High 
Price: 80,000 Credits [Seen Better Days (major) - 4000 
Credits]  
   With Additional 2482 for Gear  
Maintenance Costs: 4000 Credits/Year, ~333 
Credits/Month  
[Seen Better Days (major) ~666 Credits/ Month] 
 
Ship Attributes- 
Agility (Maneuverability): d10 
Strength (Size): d6 -   
Vitality (Maintenance): d6 
Alertness (Comm/Sensors): d6 
Intelligence (Control Systems): d8 
Willpower (Safety Systems): d6 
Initiative (Alertness + Willpower): d6 + d6 
Life Points (Strength + Willpower): 12 
 
Skills (Programs)- 
Pilot (Autopilot): d4 
Pilot (AutoNav): d4 
Athletics (Collision Avoidance Systems): d6 
Perception (Sensor Routines):d4 
 
 
Traits- 
Assets: Fast Throttle (major), Loved (major) 
 
Complications: Gas Guzzler (minor), Memorable (minor), 

Seen Better Days (major) 
 
(Loved and Seen Better Days are for my own campaign. 
I figured the older ships would need to be loved to be 
kept flying.)  
 
Quirks: Lights sometime flicker when entering/exiting 
atmo 
  
Gear-  
Infirmary (cost: 1000) 
20-ton Shuttle (cost: 480) 
Medium Skiff (cost: 600) 
Vacuum Suit x6 (402) 
 
Originally developed by Greyscale Ship Technologies as 
an emergency rescue vehicle, the Scarab Class Tug has 
seen a wide variety of roles throughout its lifetime in 
service. If it hadn’t been for some poor business 
decisions by the company’s board of directors, the 
Scarab would have had a larger production run. As it 
stands only 100 were ever built and many longer survive 
today. The flexibility in what the Scarab can grapple and 
transport has lead to a great many stories involving the 
daring escapades of a Scarab crew. 
 
Many will say the design is a unique one and easily 
remembered, and that is for sure. The engine pods are 
set on large articulated arms stretching off the back of 
the ship. This gives the ship a great deal of 
maneuverability and also allows the Scarab to keep the 
pods away from whatever it has in tow.  
 
The ship is fitted with an oversized engine and set of 
pods that was designed to fill two roles. First, the 
oversized engine allowed the Scarab to quickly respond 
to a disabled vessel. Second, the engine made it easy to 
tow the injured ship back to a repair facility.  
 
Four “Legs” extend from the belly of the Scarab. These 
legs work as the landing gear but also fulfill a greater 
purpose. The pads of the landing gear are also magnetic 
grapplers. This gives the Scarab the ability to quickly 
attach to a stranded vehicle or other cargo and 
manipulate it easily. Also having the grapplers as part of 
the legs gives the Scarab an advantage over other tugs, 
Atmo flight with an object in “tow”. The Scarab is limited 
with how much it can handle in atmo compared to out in 
the black. 
 
The Scarab does have a small cargo area but is outfitted 
with a total of 5 Airlocks. One is the main entrance to the 
cargo area and includes a long ramp to allow cargo to be 
loaded while the ship is on the ground. The other four 
are set up to allow quick EVA’s. The idea was so that the 
repair crew and other emergency personnel like doctors, 
could get in and out of the Scarab with injured and 
supplies with very little wait.  
 
One difference from the original plans that are shown in 
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the current ship deckplans is that the crew quarters have 
been upgraded from a large number of basic fold down 
bunks for a number of personnel to actual rooms that 
serve as crew quarters. The current passenger quarters 
used to be rooms for the injured personnel from the 
damaged ship to recover on the flight back to the docks.  
 
Once the War started many Scarabs continued on with 
the originally intended duties. Some more ingenious 
uses were developed for the Scarab though more out of 
desperation than anything. For the Independents the 
Scarab quickly became a multipurpose vehicle used in 
their guerilla tactics. Because the Scarab could grab and 
move nearly anything the magnetic 
grapplers could latch onto, the Scarab 
was used as a high speed crane and 
cargo carrier.  
 
Many cargo containers were 
converted to Command and Control 
Centers, Infirmaries, and Troop 
Bunks. These containers could be 
quickly put into place by the Scarab 
allowing an entire base to be moved in 
a matter of hours. In desperation 
some commanders even used the 
Scarab as an impromptu bomber, 
using the grapplers to grab a bomb 
and drop on target when bombers 
were unavailable. Sometimes the 
“Bombs” were simply large crates of 
explosives with a detonator that would 
be placed where needed. Something 
a bomber would have been unable to 
do.  
 
The Scarab is one of the few non-
military vessles out there credited with 
severely damaging an Alliance 
Cruiser. A Scarab crew managed to 
"tow" a fuel depot into a trajectory that 
caused it to collide with the cruiser. 
Unfortunately that particular Scarab 
itself was destroyed in the attack and 
her crew was lost. The Alliance 
refuses to comment on the alleged 
attack so the story has been religated 
to urban myth.  
 
Since the War the Scarab has gained 
an unappealing nickname, “The Dung 
Beetle”. This is because that, since 
the War, the Scarab design has 
become popular among Pirates and 
Slavers. The ship excels at grappling 
with and disabling a victim’s ship. The 
EVA airlocks making it easier for a 
group of raiders equipped with 
vacuum suits to swarm their prey. 
 

This reputation does not deter the Scarab from being 
used by legitimate crews though. A few still fulfill their 
purpose. Others are used to move large cargo 
containers between planets or by salvagers to retrieve 
entire ship hulls and bring them back to dry dock for 
recycling or repair. 
 
There is some talk of some of the current shipyards 
trying to develop a Scarab type design of their own to 
replace the older ships out there.  
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Scorpio Salvage Vessel (by Lynn LeFey) 

 
Dimensions: 235Lx110Bx40H.  
Tonnage: 3600 tons.  
Speed Class: 4 cruise/ 6 hard burn.  
Crew: 6 
Fuel Capacity:  100 ton (600 hours)  
Cargo Capacity:  1400 tons 
Passenger Capacity:  none in stock 
configuration 
Price: 144,000 new 
 
Agi d6, Str d6, Vit d6, Ale d8, Int d4, Wil d6 
Init d6+d8 
Life 12.  
Perception d4, Navigation d2  
 
Complexity: Average.  
Maintenance Cost: 7200 a year. 
 
Gear:  
1 standard shuttle 
Salvage Cutting Equipment: This collection 
of arms, pincers, and plasma cutters is 
capable of dealing d4 starship scale damage 
per round to any ship it's in contact with. 
 
The Scorpio is a vessel used primarily by 
United Reclamation for salvage operations. 
It's used to cut vessels into scrap and 
recover the most valuable components 
swiftly and efficiently. Crew consists of the 
Pilot (who is usually also the subcontracted 
owner/operator), Copilot/Navigator, 
Engineer, and two Cutters (heavy equipment 
operators proficient in using the ship's 
salvage Cutting Equipment. This allows one 
additional crew slot available, to be filled as 
the captain sees fit. 
  

The vessel has remained essentially the same for some 
thirty years, so older models might be found for sale.  
  
The ship is generally unremarkable except for its 
relatively sophisticated suite of sensors, used for 
locating ships for salvage. 
  
While the ship is a more expensive to buy than a firefly 
(a vessel of about comparable size), it has the 
advantage that none has ever been successfully taken 
by pirates. Boarding actions go decisively to the Scorpio, 
which is made to tear ships apart. Unfortunately, this 
works in the opposite way; pirates may find the ship 
particularly appealing, since it is already equipped for 
close action. Second hand reports from Miranda state 
that several of these ships are in the hands of Reavers.  
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Scout Light Cruiser (by Davy Jones) 

Dimensions (LxBxH): 334 feet x 78 feet x 238 feet 
Tonnage: 12,400 tons 
Speed Class: 4 cruise/7 hard burn 
Crew Quarters: 20 double (720-ton common area) 
Minimum Crew: 20 
Fuel Capacity: 6,250 tons/31,250 ton tank (600 hours) 
Cargo Capacity: 1,240 tons 
Gear: 1,612-ton specialized sensor suite (double normal 
range), 600-ton EM shielding (5S) 
Price:  3,013,200 (20+ years:  753,300, 40+ years: 
 150,660) 
 
Agl d6, Str d8, Vit d6, Ale d12, Int d6, Wil d6; Init 
d12+d6, Life 14. Cortex Specter (major), Fast Throttle; 
Lightweight (minor). Athletics d6, Covert d6, Perception 
d6. Complexity: Extreme. Maintenance Cost: 
 111,600/year (20+ years:  167,400/year, 40+ years: 
 223,200/year) 
 
Simply put, this ship doesn't exist. Essentially a mobile 
military listening post, this highly-classified flying sensor 
platform relies on speed, emissions masking and 
extreme sensor capability to avoid detection as it records 
everything it sees and hears. 
 

Sherman-Class Tug (by Sledge-Eater) 

 
 
Dimensions: 78L x 30H x 66B 
Tonnage: 220 tons 
Speed Class: 5 (no hard burn) 
Crew quarters: 2 dorms (2 beds apiece bunked near 
the outer hull) 
Fuel Capacity: 28 tons (600-1000 hours of operation 
depending on duty) 
Cargo Capacity: 30 tons in cargo hold 
Passenger Capacity: none 
Complexity: Low 
 
Life Points: 8 
 
AGI d10, STR d4, VIT d4, ALE d2, INT d2, WIL d4 
 
Pilot d2, Perception d2 
 
Lightweight (minor), Strong as an Ox, Everybody Has 
One 
 
Gear: 
Grappler lines - manual turrets on either side of the fore-
deck can fire lines out to 500 meters (point-blank range), 
using either electro-magnetic or hull-piercing grapples.   
One dorsal electromagnetic grappling cannon (Magnetic 
Grappler, perhaps?).  
Landing gear offer electro-magnetic grip on hulls or bulk 
cargo. 
 
The Sherman-class tug is a common sight in the 'verse.  
These vessels were designed for a variety of functions, 
and are equally suited for long-haul salvage runs (pulling 
larger ships from out in the black back to salvage yards 
for recycling) or orbital tug-work.  Shipyards on Boros 
maintain small fleets of Shermans to ferry hull sections 
or drive pods to and from job sites.   
Before the war, planets which could afford to maintain a 
planetary defense or customs network often used 
Sherman-class ships for the task, since they are 
affordable to purchase and maintain, and are easily 
converted into light gunboats by replacing the forward 
grappling line launchers with light cannons (1-tonners 
firing 20-lb kinetic warheads were most common) and 
modifying the dorsal grappler to a higher yield (giving the 
equivalent of a d2 magnetic warhead at extreme-close 
range).   
The Sherman served the Independent forces well during 
the war, but with limited effectiveness.  Alliance gunships 
easily outgunned the converted tugs, but brave and 
industrious Sherman pilots found many ways to exploit 
the vessel's flexibility. 
 
The Sherman boasts exceptional maneuverability for a 
vessel of its size.  However, when mounted or attached 
to another vessel, piloting the Sherman involves a 1-step 
penalty per Strength level of the attached ship or 
component.  This penalty does not effect speed class, 
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but does increase fuel consumption by 15% per Str 
rating of the hauled object.  If a Sherman were to 
encounter a derelict Firefly and mount to the ship in 
order to haul it through the 'verse, it would be 
maneuvering at a 3-step penalty and would use up 45% 
more fuel during the haul (thanks to the Firefly's D6 Str 
rating).  
 
The engineering access is located in the cargo hold aft, 
behind a chain-link cage.  The main grav drive is 
conveniently accessable via a crawlspace, and auxilliary 
power and fuel control systems are also easily reached 
to either side of the compartment.  The Sherman utilizes 
oxygen scrubbers to complement its small algae beds in 
its life support systems, requiring frequent cleaning and 
replacement. 
 
A fixed forward-facing sensor array allows +2 steps to 
Perception rolls when scanning targetted objects 
following a successful piloting roll to point the array to 
the target.  This is designed to allow intense scans of 
derelict vessels or other salvage, though the ship carries 
no extra equipment to offer additional analysis of the 
readings.   
 
The oversized cockpit of the Sherman is a modular unit, 
designed to work as a lifepod in the event of an 
emergency.  Upon sealing the hatch and releasing the 
locking clamps (which can be done automatically or 
manually), the unit separates from the body of the 
vessel, after which point it operates under its own power 
cells and oxygen supply.  O2 scrubbers and oxygen 
tanks provide 200 hours of oxygen for a single person, 
and when operating emergency beacons at full 
broadcast power while powering basic life support, one 
C5-capacity power cell provides 30 hours of endurance.  
The pod has attitude thrusters, but neither primary 
propulsion, nor artificial gravity.  Additionally, the pod's 
capability for safe re-entry into planetary atmosphere is 
very limited, requiring hard piloting rolls to keep the pod 
in proper alignment during entry. 
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Shellback mid-bulk transport (by 

SpaceWestern) 

 
Dimensions (LxWxH): 185 x 125 x 35 ft 
Tonnage: 2,700 tons 
Speed Class: 3 cruise / 4 hard-burn 
Crew Quarters: 1 double, 3 single 
Fuel Capacity: 60 tons (800 hours) 
Cargo Capacity: 300 tons lower hold, 150 tons upper 
hold 
Passenger Capacity: 8 double cabins 
Gear: 4 20-ton shuttles, 1 small mule 
Complexity: Low (x0.6) 
Price:  14,105 (25% of original  48,600 plus gear) 
Maintenance Costs:  4,860 yearly,  405 monthly 
 
Attributes 
Agility d6 
Strength d6 
Vitality d6 
Alertness d4 
Intelligence d4 
Willpower d2 
Life Points 8 
Initiative d6+d4 
 
Assets 
Fuel Efficient (m) 
Healthy as a Horse (m) 
 
Complications 
Seen Better Days (m) 
Slow Throttle (m) 
 
Programs/Skills 
Aerial Transport Operations (Pilot) d2 
Collision Avoidance (Athletics) d2 
Sensors (Perception) d2 
Space Transport Operations (Pilot) d2 
 
 
 
 
Uppermost cargo bay is a domed structure with two 
airlocks (port and starboard) for loading and unloading.  
Either bay may be configured for bulk cargo, although 
normally one bay is reserved for non-bulk cargo and 
storage. 
 

 
 
 
 
 
 
 
 
 
 
 
 
Side View 
 
1 Bridge 
2 Forward Corridor 
3 Crew Bunks 
4 Common Areas, Passenger Dorms 
5 Catwalk 
6 Engine Room 
7 Upper Cargo Bay 
8 Main Cargo Bay 
9 Airlock 
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Shire Horse Light Cargo Hauler (by Darren) 

 
Dimensions (LxBxH): 45 feet x 22 Feet x 16 Feet 
Tonnage: 158.6 
Speed Class: 4/6 
Fuel Capacity/Tonnage (Hours): 12 tons (800 Hours) 
Crew Quarters:1 Dingy (8 tons) 
Cargo Capacity: 80 Ton in ewo standard Containers 
Passenger Quarters:0 
 
Attributes: 
Agility:D4 
Strength:D4 
Vitality:D4 
Alertness:D6 
Intelligence:D6 
Willpower:D2 
 
Initiative D4+D6 
Life: 6 
 
Traits 
Assets: Every One Has one {minor}, Fuel Efficient 
{Minor} 
Complications: 
Branded {Major}, 
Ugly as Sin {Major} 
 
Skills: D6 Pilot , D6 
Perception 
 
Complexity: 
Average 
Price: 6,336 
Maintenance Cost: 
316.8 Total / 26.4 
Per month 
 
Armaments: None 
Armour:None 
Craft:None 
Gear :None 
 
Background/Inform
ation: 
Note they is NO 
access to the Cargo 

from inside the Ship. 
 
So what do you do if you build what may well be the 
most hated ship model they is ? Easy you biuld another 
bigger version. After a few complants abount the Work 
horse's limited Cargo space Handson Corp scaled the 
ship up to haul 2 standard Contaners for  a 80 ton cargo 
weight. Again the accountant lapped them up dispite 
they fact that you could just about buy and run three 
Work horse for the price of one shire horse. But then you 
would have to pay three Pilots to run them. Any bean 
counter worth his credit will never pay more wages than 
he has too. 
 
As per his smaller brother the Shire Horse id hated by 
most spacers. Perhaps even more so as many of them 
lost they job as Work Horse pilots when they employer 
upgraded to Shire Horses and needed less Pilot. 
Deck Plan 
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Short-Range "Truck" Freighter (by Davy Jones 

and Renfield007) 

 
Dimensions (LxBxH): 200 feet x 50 feet x 12 feet 
Tonnage: 240 tons 
Speed Class: 1 cruise (no hard burn) 
Crew Quarters: 2 spartan bunks behind cockpit 
Minimum Crew: 2 
Fuel Capacity: 9 tons/45 ton tank (800 hours) 
Cargo Capacity: 108 tons 
Passenger Capacity: 4 second-class 
Price:  960 (20+ years:  240, 40+ years:  48) 
 
Agl d4, Str d4, Vit d8, Ale d2, Int d2, Wil d2; Init d4+d2, 
Life 6. Fuel Efficient; Everybody Has One, Short Range, 
Slow Throttle (major). Athletics d2, Pilot d2. Complexity: 
Very Low. Maintenance Cost:  192/year (20+ years: 
 288/year, 40+ years:  384/year) 
 
Built for short cargo runs between nearby moons, the 
truck freighter can also carry passengers. Not designed 
to operate outside safe routes, as it has no hard-burn 
and limited life support (6,000 man-hours). 
 
 
 

Sirocco class (by Jank Falcon) 

‘Sundancer’ 

 
Agility d12, Strength d4, Vitality d4, Alertness d6, 
Intelligence d8, Willpower d6 
 
Life points: 10 

Speed Class: 8/11 Hard burn 
L-92 B- 80 (fully extended) Ht- 34    
Tonnage: 600 
Crew quarters: 1 double, 3 single 
 
Fuel Capacity 10 tons 50 ton tank (600 hours) 
Cargo: 100 tons 
Passengers: none 
 
Complexity: high 
Cost: 78,350 
Maintenance: 160 monthly   
 
Skills:  
Athletics....d6 
Perception...d6 
 
Assets:  
   
  Fast throttle (minor) 
   
  Atmospherical (new trait) Minor: While in atmosphere, 
the Sirocco gets one step bonus to it's agility (d12+d2). 
Any plot points the pilot spends while in atmo are treated 
as though 2 more points were spent. 
 
Complications: 
   Memorable (Minor): Not many Siroccos were made, 
and many that were are now crashed. And you just can't 
miss those things juttin' out from the side. 
 
   Sensitive (new trait) Minor: If a pilot fails any agility 
based piloting check while flyin' this boat the roll is 
treated as a botch, except he/she may still spend plot to 
try and recover. 
 
Gear:  
 
Mule 
 
Shuttle: Almost as an after thought, Afterburner released 
a specially designed 10 ton shuttle to fit atop of the 
Sirocco. It's smaller than the standard shuttle and has a 
hatch on the floor. 
 
Agility d8, strength d2, Vitality d6, Alertness d4, 
Intelligence d6, willpower d6 
 
Life points 8  
Crew 1 passengers 3 
cargo 500 lbs 
Short range, healthy as a horse. 
 
Infirmary: Due to it's speed and small size, Siroccos are 
often called on in emergency medical situations. Many 
have been outfitted with small infirmaries.   
 
In order to pull ahead of competition, Afterburner 
Technologies decided to answer the plight of the many 
talented pilots who, since the wars end, were limited to 
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comparatively slow, unresponsive craft to make a living. 
They sought to design a ship that was every pilots 
dream; quick, agile, able to haul, but still affordable. 
What they wanted was a tall order though, and during 
the first year of design, there was very little progress. 
The company decided it needed outside help, and for 
that, they contacted "Crazy" Ivan Varchowski, the 
legendary pilot who served during the war, and brought 
him in on the project. The lead engineer for Afterburner 
worked very closely with Mr. Varchowski: 
 
"It took us awhile to get anything on paper. It was just 
hard to                      understand what he was saying 
amid all those insane ramblings and that weird dialect. 
When we finally did though, the result was nothing short 
of brilliant." 
 
The design consisted of a light bulk frame with a huge, 
hydro-powered, turbo fan on either side. The fans were 
built on an "wheel axis", which allowed them to shift 
around the side of the vessel while smaller joints allowed 
motion forward and aft. This afforded the pilot very tight 
control over the craft in atmosphere. Small differential 
thrusters built in the middle of the fan itself allowed 
almost the same control in space, while the mass of the 
fan kept the contraption more or less stable.  
 
Two years ago, Afterburner released the Sirocco Class 

light transport by special order. Not an overt amount 

have been produced, but the ship put the company on 
the map. Sadly, many a pilot who had no business flying 
one did so, and crashed in huge displays of ineptitude. 
Afterburner won't be held responsible for this, as they 
have made it quite clear from the start that the ship was 
designed for talented pilots who could eek the full 
benefits from the ship, while a lesser one would probably 
just crash it.  
 
Due to the ships appearance, many have begun 
referring to the model as a "Dumbo Jet", or just "a 
Dumbo". The pilots who fly them ignore this though, as 
they remind themselves that other pilots and captains 
are no doubt jealous of the ships incredible 
maneuverability. A few stories have surfaced about the 
turbo fans being used in ship to ship combat. One in 
particular, in which the pilot of a Sirocco called 
Windkeeper successfully fought off a Reaver Grappler, 
stands out: 
 
"Yup. I don't think them Reavers was quite expectin' to 
get pimp slapped by a thirty foot diameter, activated, 
high powered turbo fan. There was some damage an' 
caused some problems on reentry, but it sure was a mite 
better 'n gettin' raped, tortured, killed and eaten- and not 
necessarily in that order."  
 
The Reavers could not be reached for comment.  
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Skirnir class Alliance Missile Frigate (by Lynn 

LeFey) 
“Project Eyeshine” 

 
Dimensions (LxBxH): 600Lx300Wx300H (panels 
extended) 600x140x140 with panels retracted 
 
Tonnage: 20,000 tons  
Speed Class: 5 cruise/9 hard-burn  
Crew: 10 
Fuel Capacity: 1200 tons (1800 hours)  
Cargo Capacity: 4,000 tons 
Passengers: 5 
 
Agility d6, Strength d8, Vitality d6, Alertness d8, 
Intelligence d6, Willpower d8  
 
Initiative d6+d8  
Life 16  
Perception d4, Athletics d4, Heavy Weapons d4 
Fast Throttle (major), Memorable 
Complexity: Very High 
Price: 2,720,000 (4,320,000 for the Project Eyeshine test 
platform) 
Maintenance Cost:  96,000 Credits per year (384,000 
per year for Project Eyeshine) 
 
Armaments:  
Experimental shipboard Laser (Project Eyeshine Only, 
not on stock vessel): Range: Long, damage d8. As a 
prototype weapon, a successful Hard (11) Maintenance 
roll must be made before every shot is fired. A failure 
means the weapon is not functioning. Any failure 
indicates a need for several hours of work before 
another shot can be attempted. This system replaces the 
normal underbelly rotating missile rack on the standard 
Skirnir Frigate. Only basic defense applies, you cannot 
use dodge against this weapon, nor can you use decoys. 
Missile load: 32 heavy ship-to-ship missiles (Long range 
d12, 6 reloads for each missile tube), an additional 16 
shortrange interceptor missiles (medium range, d4) in 
rotating missile rack. An additional 20 reloads carried for 
the rotating missile launcher. (Note that the rotating 
missile launcher is absent on the Project Eyeshine test 
platform) 

 
Gear: Armor W8 (newtech x4, weighs 1/2 normal) 
 The small, relatively quick Skirnir class Missile Frigate 
was chosen as the test bed for an Alliance experiment in 
ship-based laser weapons. The benefits to the project 
are obvious: You cannot dodge a laser, nor spoof it 
electronically. They are naturally very good at keeping 
damage consistant at very long ranges. The difficulties 
of real-world application of lasers at this scale are a 
completely different matter. Energy requirements are 
horendous. Heat dissipation has been a constant 
problem, and the simply mechanical systems, gimbals 
and gyroscopes required to keep such a large piece of 
machinery so precisely aimed over ranges of only twenty 
miles or so make the logistics of the project a nightmare.  
While the 'Projet Eyeshine' is top secret, every ship 
spotter who has glimpsed her knows what's going on. It's 
equally well known that the project is only showing 
moderate successes. The Alliance has all but 
determined that the technology, while in theory feasable, 
is in practice not yet practical at these scales.  
With that said, the base platform on which Project 
Eyeshine is based is still a fine ship. The Skirnir is, ton 
for ton, one of the most dangerous ships in the Alliance 
fleet; Fast, relatively agile, and loaded with enough 
firepower to eliminate a small fleet at long range, while 
itself capable of taking a shocking amount of damage for 
a ship that on first glance seems almost delicate. The 
Skirnir is often seen in a replacement role in fleets for 
the aging Trebuchet. 
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Slipstream Corporate Yacht (by Limerickcot) 

 

 
Dimensions:  
Length:  89 ft  
Beam:   174 ft  
Height: 36 ft  
Tonnage: 988 tons 
Speed Class:  
 Cruise:  5 
 Hard Burn 7 
Crew: 7 (Captain, Pilot, Engineer, Communications 
Engineer, Steward, Cook, Cleaner) 
Crew Quarters: 6 single cabins, 1 double cabin 
Passenger Quarters:  3 Double Luxurious cabins, 1 
Double Cabin, 6 single cabins. 
Fuel Capacity: 60 tons (600 hours)  
Gear: 2x15 ton shuttles, conference suite, holographic 
displays, bar, Jacuzzi/pool, cortex relay 
 
Cargo Capacity:  121 tons in lower-deck cargo 
Armour:  None 
Structural Tonnage: 100 tons 
Engine Tonnage: 250 tons 
Fuel Tank Weight: 60 tons 
 
Owner:    
Registry:   
Cost to Buy New: ¢49,400 
Complexity:  36 
Maintenance Costs: ¢12,350 per annum 
   ¢165 per month 
 
Cost to buy second Hand:   ¢1297.5 
Maintenance costs:      ¢  248 per year 
     ¢    21 per month 
 

 
 

 
 
Ship Attributes 
Agility d8, Strength d4, Vitality d6, 
Alertness d10, Intelligence d4, Willpower d6 
 
Initiative d8+d6 
Life Points 10 
 
Assets: 
Allure 
 
Complications 
Seen Better Days – only as a second hand vehicle 
 
Programs (Skills) 
Athletics d4, Mechanical Engineering d4,  
Perception d4, Pilot d6 
 
Ship History 
 
Throughout history, wealthy individuals, and later 
corporations, travelled in style.   The verse is no 
exception to this rule.    As companies spread 

across planets, the need to overview operations 
personally led to the need for corporate directors to be 
on the spot – either to make deals, or to ensure that they 
were going ahead.    Surprise inspections of personnel 
has become a necessity. 
 
To this end, Delphinian yards have produced two 
‘Corporate Yacht’s’.   The Slipstream weighs in at 988 
tons and is aimed towards the smaller companies.   Its 
older, sister ship, the Wetterhexe, weighs in at 2700 tons 
and has twice as many cabins. 
 
A Slipstream class vessel has good cruising capacity, an 
on-board conference suite, luxurious double cabins 
backed up with good single cabins, all interlinked with a 
dedicated computer network (separate from the ships 
own) and with a dedicated cortex relay on board that can 
access the cortex in most areas of the verse.   The entire 
vessel is plushly decorated throughout, with good 
carpeting.    One of the crew acts as steward and 
cleaner, another as cook, and a third as bar 
tender/server.    
 
Two ‘bumblebee’ class, 15 ton, shuttles are also carried.  
These vessels can be configured for extra seats or cargo 
– depending on needs.   These are directly next to the 
cargo deck which can handle up to 121 tons, through a 
rear ramp. 
 
The Slipstream is designed for atmospheric operations 
and uses her large wings to good effect.   Nozzles 
channel air over and under the wing to allow a vstol and 
vtol capability in the ship and a good pilot can guide the 
ship through canyons like a giant bird.   Her looks 
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account for her Allure, plus the reputation of any vessel 
from Delphinian Yards. 
 
She can be easily recognised from her larger cousin by 
the narrower and smaller wings, a reduced height and 
only having one engine on each wing. 
 
 
 
Variants: 
 
Second Hand:  A number of these vessels come onto 
the market every few years.   These are a little 
dilapidated, and have the cortex relay removed.   This 
variant has the trait:  Seen better days, with the second 
hand costs shown above.   
 
Racer:   One variant seen in the Shanghai Races 
recently is a vessel equipped with larger engines 
capable of normal cruise of 10, twice the fuel tanks, 6 
basic cabins and a vastly pared down set of facilities.   
This increases her agility by one step, her control by one 
step and her communication drop by two steps (as she 
no longer has the relay and internal systems). 
 
 
Deckplans 
 
Lower Deck: 
 
Bumblebee Shuttle.  Although the shuttle shows only a 
pilot and co-pilots seat, the bumblebee has seating that 
can be folded away to make way for cargo.   When more 
seats are needed, the deck panels are lifted up and the 
seats folded up from storage.  
 
Hanger Doors.   The shuttles are totally enclosed by the 
hangers – which also allows some work to be done on 
each shuttle if necessary without exposing crew and 
passengers to space.    The emergency air supplies for 
the Slipstream are accessible from here as well.   Fuel 
and air points allow the shuttle to be recharged.  
 
Airlock to cargo hold.    By having an air lock at this point 
the cargo deck is protected when the hanger 
depressurises or vice versa.   The lock is security sealed 
to crew members only.  
Stairs to mid deck.    These stairs also act as an airlock 
and are the only way upwards from this deck.    Side 
rails and an adjustable step means that cargo can be 
hoisted (or slid) up the stairs with the aid of an electronic 
winch at the top of the stairs (concealed to most 
passengers eyes).  
 
Cargo Access ramp.    This forms part of the cargo hold 
and usually holds the ships on-planet excursion vehicle 
(if one is carried).    Loading the hold is important to 
ensure that its contents can be off loaded swiftly and 
without too much delay.    An incorrectly loaded cargo 
hold might mean off loading other cargo to get at the one 

needed.   To this end, a few vessels have had bow 
doors inserted.  
 
Water tanks and sewage systems.   The recycling of 
waster products is done here, where it is easy to 
discharge on planet and get refills.    Filters for the life 
support system are located on the upper deck.  
 
Cargo Hold.    This takes about 80 tons of cargo.  Some 
variants have bow doors to help with off loading.  
 
 
Middle Deck 
 
Main Thrusters.    As the Slipstream does not use the 
variable thrusters’ arrays in use by many merchant 
vessels, it uses the thrusters not just for normal flight but 
to provide power to a number of variable thrust nozzles 
located along the wing edges and underneath the 
Slipstream’s main body.   This gives it a vtol an vstol 
capability, although it gains more fuel efficiency from a 
normal glide landing approach.  
 
Kitchen.   Designed to serve the needs of the 
passengers, this kitchen provides everything needed for 
the chef (sometimes with help from another crew 
member) and is highly automated.    The kitchen only 
contains a small amount of supplies.   The rest are 
located in the reefers on the top deck.  
 
Dining and conference room.   Serving first as a dining 
room, this area backs directly onto the kitchen.    It also 
has both large 2d display screens and a holo display unit 
built directly into the table.   The whole serves as both a 
conference suite or interview room, depending on the 
need.  
 
Large screen cortex.    This is an entertainment system, 
playing a selection of the latest releases from the cortex 
or any number of movies stored in the ships 
entertainment system.  It also serves as a waiting area 
for the conference suite.  
 
Lounge area.  The seats here allow the passengers to 
view the ‘verse or planet they are on in comfort.   This is 
a non-smoking area.  
 
Main Lounge area.   As above, but this is a smoking 
area (the ships ventilation system is designed to suck up 
and filter out the worst of any ‘toxins’ in this area.  
 
Holographic games table.   Normally set up for snooker 
or pool, the table can be used for ping-pong, or folded 
out for cards, roulette or even strategy games.   Some 
companies have been known to use it as a draughting 
table for training purposes.  
 
Bar.   When the kitchen is not in use, the bar can be 
opened.  They usually carry a good selection of spirits 
(even some rare ones) and a visit by a slipstream can be 
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a very welcome visit to any backward planet which has a 
‘dry’ community.  
Pool.    Although not too large, the soak pool and 
Jacuzzi are installed as a normal feature of the 
slipstream.    The lighting system also allows for tanning 
in part of the room.   However changing facilities do not 
exist and must be done in each passengers cabin.  
 
Passenger Cabin.   These double cabins feature a king 
size bed, good wardrobe space, its own fresher unit, fold 
away chairs and desk and access to a dedicated 
network connecting all the passenger cabins and the 
entertainment package.    There is no physical 
connection between this system and ships systems.  
 
Stairs down to hanger bays.   These stairs are air locked 
and access sealed to crew members only.  
 
Passenger Cabin.   These single cabins utilise cabin 
beds, desk, cortex, a fresher and a wardrobe.   If 
necessary a slide out bed can turn these into double 
beds but access to the fresher is difficult when rigged up.  
 
Passenger Cabin/Office.    Although set up like (10) 
above, this office has a fold up bed and a range of office 
facilities for the passengers, including duplicating 
equipment and secure storage.     This cabin is normally 
occupied by a secretary.  
 
Crew entertainment area.   A 2d screen arrangement is 
hooked into the ships entertainment system.    It is also 
the storage area for the bar equipment and 3 barrels of 
local brew are seated along the wall (connected to the 
bar on the other side).  
 
Crew kitchen.    Basic facilities for the crew are to be 
found here, which is a pared down version of the 
passenger kitchen.    This leads through to the Crew 
dining area and lounge.  
 
Walkway to engineering.   This is air locked and is also 
the main connection from the crew area to the 
passenger area.   Lockers containing a suit for each 
member of the crew are stored here.  
 
Storage lockers – these normally contain items used in 
the passenger areas – such as spare bedding, soaps, 

fresher parts, etc as well as dry and canned supplies for 
the kitchen.   Steps lead down to the Pulse Drive.  A 
washer/tumble dryer is located here for passenger 
clothes.  
 
Storage lockers – these contain the items used by the 
crew, for their cabins, but also parts for the shuttles and 
drives and spare components for the rest of ship such as 
light fittings etc.    The washer/tumble dryer combination 
located here is in use by the crew.  
 
Fusion Plant – this power plant provides all the internal 
power needed by the Slipstream to operate.  
 
Pulse Drive.  
 
Upper Deck 
 
Bridge  
 
Communication Room.    This room has a private cortex 
box and relay system, allowing it to connect into the 
cortex whilst in flight off major shipping routes.  
 
Relay antenna.   Held inside the hull whilst translating 
atmosphere, the relay normally is deployed at all other 
times.  
 
Airlock and suit room.   Two suits are located here for 
emergencies.  
 
Crew office.   This small area is used as an office by the 
crew (usually when sending in their reports to company 
head office).   It can be used by the passengers 
sometimes (when the boss says he wants the passenger 
office for a cabin usually).  
 
Captains Cabin.   In addition to the usual features this 
cabin has a floor space and a small section that can 
contain firearms if required.  
 
Crew Cabins.   These are almost a duplicate of the 
single passenger cabins, but each has more storage 
space (usually below and above the bed) and an 
ongoing readout in each cabin of ship status (pressure, 
speed, direction etc).  
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Space Truck (by Lynn LeFey) 

 
Dimensions 65Wx102Lx20H 
Tonnage: 225 tons  
Speed Class:  4 cruise/ 6 Hard Burn 
Crew: 2 
Fuel Capacity:  6 tons (600 Hours) 
Cargo Capacity: 50 tons in 2 standard cargo containers. 
Passengers: 2 or 3 second-class berths. 
 
Agility d6  
Strength d4 
Vitality d6  
Alertness d4 
Intelligence d2 
Willpower d4 
Initiative d6+d4 
Life 8 
 
Pilot d2, Perception d2 
Everybody Has One 
 
Complexity:  Very Low 
Price:  3,600 credits new 
Maintenance Cost:  180 credits annually 
 

For nearly fifty Years, the Interstar light starship 
manufacturers have been making the 18X ‘Space Truck’, 
an affordable light transport. The ship’s cargo transport 
capability is in the form of mounts for two standard cargo 
containers (or four half-size containers), giving the 
vessel a 50 ton hauling capacity. However, unlike 
smaller single-container haulers, the Space-truck has 
reasonable interior crew space, as well as room for 
paying passengers. If the two crew have separate 
rooms, two second-class passenger berths are 
available. If the crew double up into one cabin, then 
three second-class passengers can be accomodated. 
 
Cargo Mounting rails allow the operator to shift cargo 
containers aft to dock them to cargo handling facilities. 
Winches allow cargo to be picked up from planetside, or 
set down without landing the vessel. Designers used the 
dorsal surface of the cargo rails to add vertical 
stablizers, making the Spacetruck a very stable 
atmospheric flier.  
 
Rev’s Rig: Rev McMasters has permanently swapped 
out the Starboard cargo container for two half-
containers. The first of which allows two more second 
class passengers, and the second of which is a ‘Garage 
Module’ to carry a large mule. The ship 24 years old, 
and has the minor complication ‘Seen Better Days’. It 
was purchased for 900 credits, and costs 270 credits 
annually to maintain. The vessel is run by himself and 
his wife, Milly. 
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SparrowHawk class Mk 1 (by Delerium Wartner) 

 
Agility d8, Strength d6, Vitality d6, Alertness d4,  
Intelligence d4, Willpower d2 
 
Speed Class: 4/6 Hard Burn 
 
Length 162' 
Beam 97' 
Height 60' 
Tonnage 2200 
Fuel Capacity 120 ton/600 ton tank (400 hours) 
Fuelling Tank 100 ton/500 ton tank 
Cargo Capacity 880 
 
Crew Cabins 6 
Passengers 0 
 
Skills 
Athletics d2 
Mechanical Eng. d4 
Perception d2 
Pilot d2 
 
Traits 
Responsive (Space) (minor asset)* 
Gas Guzzler (minor complication) 
Big Low Tech Engine (minor complication)* 
Dull Sense (Long Range Sensors) (minor complication) 
 
Complexity Average 
Cost 79950 credits (orginal commercial price) 
Maintainence 4000 credits per year 
 
Initiative d8+d4 
Life Points 8 
 
Gear(included) Cargo/Mechanics bay independant 
shuttle 
 
 
Description 
 
The SparrowHawk was originally commissioned by the 
Alliance as a versatile mechanical workshop and 
refueller for its fleets. The requirements were that it 
could work on a large portion of a ships hull while it 
remained in space, and as a secondary function, could 
refuel the larger, undockable ships from an extra fuel 
tank situated in the cargo bay. 
 
The main ship itself (the Hawk) is essentially a carrier for 
the detachable mechanics bay, which sits in the 
undercarriage position. The design is similar to a Firefly, 
albeit smaller. The only part larger is the expansive 
cargo bay itself, which is approximately 1.5x the length 
of the Fireflys bay, and twice the height. As mentioned, 
this detaches (as the Sparrow) and is capable of being 
manouvered from a hanging cockpit at the front of the 
bay. When used solely as a refueller, a second bay is 

used, in which the large area of the bay is converted to 
fuel tanks with the cockpit retained at the front. 
 
When being independently flown the Sparrow can be 
directed nose-first against another ships hull, pressure 
locked, and exposed for work via two main sliding doors. 
These doors will also accommodate large machines and 
machinery, for work inside the spacious bay. For times 
when extreme force is required, two extendable 
mechanical arms are mounted on the underside of the 
cockpit. These are controlled via levers on the control 
panels in the bay, but it isn't unheard of for NewTech 
virtual gloves to be installed, allowing the user to control 
the arms much more efficiently. 
 
As its purposes mostly involved some complicated and 
delicate movements, the SparrowHawk was specialised 
towards agility, and requires a pilot with a steady hand to 
be used to its greatest potential. It was designed 
primarily around small range use, so it suffers from some 
disadvantages when used long range. 
 
The Mk 1 SparrowHawk's production run ended during 
the Unification War, it being superceded by later 
versions. Most have now been retired, but it is possible 
to pick one up quite cheaply on the Rim, especially if one 
is looking for an interesting design with many 
possibilities. 
 
Layout 
 
The Hawk section of the ship is similar to a compacted 
version of a Firefly. The bridge leads to a corridor with 
crew quarters on each side (and on the same level, 
unlike the Firefly) which in turn leads to the mess hall. 
Off to the side of the mess hall is a storage room and a 
kitchen, both of which are often converted to other 
rooms, such as a small surgery. Aft of the mess hall is 
the engine room which is significantly larger than a 
Fireflys. The ship is designed with a fuelling tail, 
pumping up from the cargo bay tank towards the fuel 
dock at the back of the ship. The pipes in this tail are 
accessible from a maintenance shaft from the engine 
room. 
 
The Sparrow docks into a recess under the Hawk, with 
three access points from the main ship. A ladder leads 
down from the crew quarters to the bottom of the bay, 
with a platform half-way up to enter the hanging cockpit. 
At the back of the bay a ramp leads to some stairs that 
exit between the mess hall and the engine room. To 
provide a means of bringing larger equipment to the 
Hawk a cargo elevator is installed at the aft corner of the 
bay. This exits onto the engine room, and must be on 
that floor if the Sparrow is to disengage. Control panels 
are located at both ends of the cargo bay.  
 
 
Apologies for the rather shoddy image, but you get the 
idea. 
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*RESPONSIVE (Minor) (Taken from Corran950's Ship 
Traits post on WitB) 
 
Your ship has a particular environment that it handles 
well in. Ships with this trait were either built with that in 
mind or had modifications added to cause it. 
 
Benefit: When selecting this trait pick one of the 
following environments (land, sea, atmosphere, space). 
When the craft is in said environment increase its agility 
by 2 die steps. 
 
  Big, Low Tech Engine (Minor) 
(Taken from Oneneoeno's New 
Rules for Engine and Hull 
Tonnage on WitB) 
 
The engines of this ship are 
bigger than you might expect 
from the speed that they 
generate. This is because they 
use older components and less 
miniaturisation than more 
modern designs. However, they 
are easier to maintain then more 
modern engines, since the 
larger components need fewer 
specialised (and expensive, 
natch) tools and know-how to 
repair, and the components are 
more generally available, and 
therefore cheaper, out on the 
rim. On the other hand, it could 
be significantly more difficult to 
find those components if you're 
in the core. 
 
Effect: +5% to ship tonnage 
devoted to engines. E.g. a 
speed class 5 ship must usually 
devote 25% of its tonnage to 
engines. With this trait, it must 
devote 30% to engines.
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Sportster Class Racing Yacht (by Ravensoracle) 

 
Dimensions: L 80 x B 50 x H 25  
Tonnage: 125 tons 
Speed Class: 10/14 
Crew Quarters: 1 Very Plush Single Room w/ 2 Beds 
Passenger Capacity: None 
Fuel Capacity: 2 ton/ 12 ton tank (80 Hrs) 
Cargo Capacity: 0 tons (No Cargo Space for heavy 
cargo. All cargo is limited to what can fit in the Crew 
Area) 
Complexity:  Extreme 
Price: 56250 Credits 
Maintenance: 1125 Credits/year, 93.75 Credits/Month  
 
Ship Attributes- 
Agility (Maneuverability): d12 
Strength (Size): d4 
Vitality (Maintenance): d10 
Alertness (Comm/Sensors): d8 
Intelligence (Control Systems): d12 
Willpower (Safety Systems): d8 
Initiative (Alertness + Willpower): d12 
+ d8 
Life Points (Strength + Willpower): 12 
 
Skills (Programs)- 
Pilot (Autopilot): d6 
Pilot (AutoNav): d6 
Athletics (Collision Avoidance 
Systems): d6 
Perception (Sensor Routines):d4 
Knowledge (Database): d2  
 
 
Traits- 
Quirk – Ship Programming sometimes 
interferes with pilot actions during 
fantastic maneuvers. 
Assets: Fast Throttle (major), Allure 
(Minor) 
 

Complications: Gas Guzzler (minor), Memorable (Minor), 
Hooked [Coolant] (Minor) 
 
 
The Sportster Class was developed by Greyscale Ship 
Technologies to capitalize on a very small but profitable 
niche. Small, high-speed pleasure yachts for the well to 
do. While it does not have the room of larger yachts, it 
does have a wide range of amenities and is extremely 
fast to boot.  
 
The ship is extremely popular in the Core and is a huge 
status symbol sought after among the wealthy of the 
Border and Rim worlds. A huge following has begu to 
crop up cheering on races where this boat is nearly 
unbeatable.  
 
One unique feature found on this ship is the heavily 
modified, supped-up, dual spindle engine. The engine 
setup was actually developed from the core engine 
found in the very popular in the Firefly class transport of 
course with a very Newtech feel.  
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Starfire-class Yacht (Kitaryn Design Bureau) (by 

Kenposan and Davey Jones) 

 
Dimensions (lbh): 82ft x 61ft x 21ft 
Tonnage: 263 tons 
Speed Class: 5/7 
Minimum Crew: 1 
Crew Quarters: 1 spacious double, 3 spacious single (75 
tons) 
Fuel Capacity: 6 tons/30 ton tank (400 hours endurance) 
Equipment: Standard short-range shuttle (20 tons), 45-
ton lounge/entertainment area (also storage area for 
food/supplies) 
Price (new): 59,655 Credits 
 
AGL d8, STR d4, VIT d10, ALE d4, INT d12, WIL d8; Init 
d8+d4,  
Life Points 12.  

 
 

Allure (minor), Gas Guzzler (minor), 
Healthy as a Horse (minor), Memorable 
(minor). Pilot d6, Performance 
(entertainment library) d6, Mechanical 
Engineering d6, Knowledge d6, Athletics 
d6.  
 
 
Complexity: Extreme. Maintenance 
Costs: 2,367 Credits/Year. 
 
Kitayrn Design Bureau unveiled the 
Starfire-class yacht on the first 
anniversary of U-Day, a kind-of victory 
celebration following their significant 
contribution to the Alliance war effort. 
Each vessel is built by hand to exacting 
specifications, and the internal decor of 

each is unique, based on the customer's desires. 
 
An easily-identifiable ship, the Starfire is agile and easy 
to maintain; packed with sophisticated avionics, it also 
nearly flies itself. However, it is purely a personal craft, 
capable of only carrying five people aboard, perfect for 
small parties or a quick trip around the 'Verse in the lap 
of luxury. 
 
This ship is perfect for the man who has everything, and 
doesn't mind leaving the servants behind when he 
entertains his guests; it's also great for the couple who 
wants to get away from it all, taking only a few servants 
along to keep the engines running.  
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Starlifter (by Renfield007 and Rubberduck) 

 
Starlifter 
Dimensions: 204 x 119 x 92 
Tonnage: 5,218 GT 
Speed Class: 3/7 
Crew Quarters: One double, 
two single cabins 
Fuel Capacity: 250 ton (1200 
hours) 
Cargo Capacity: 2600 GT 
Passenger Capacity: Eight 
single cabins, two double 
cabins. All second class. 
Price:   94,000 
 
Agi d6, Str d6, Vit d6, Ale d4, 
Int d2, Wil d4; 
Init d6+d2, Life 10. Fast 
Throttle (Major), Lightweight 
(Minor), Shaky (Minor). 
Perception d2; Pilot d2. 
Complexity: Low. 
Maintenance costs   522 per 
month. 
 
On the the market between 
2501 and 2513 this line of ships 
had some interesting new 
design ideas, but in the end 
proved too expensive for 
widespread use, trying at the 
same time to be a mid-bulk 
transport and fast courier. 
 
Featuring a trio of Herztstadt 
Manifold engines, at regular 
burn the transport moves at a 
relatively standard pace. 
However, the ship was really 
made for when the engines are 
given full burn, with enlarged 
fuel tanks to compensate for the 
increased consumption. 
 
Though the ship handles 
decently for a transport while in 

the black, its asymmetrical shape and reliance on 
smaller Strümm engines during descent, gives it stability 
problems when maneuvering in atmo. Though a decent 
pilot can bring the vessel down to landing without too 
much fuss, the ship starts shaking fiercely if there is any 
deviation from the optimum descent angle. 
 
The cockpit has no window, instead using a screen bank 
that can be used to patch into cameras embedded in the 
Starlifter's hull. There are also instruments provided for 
flying completely blind, though these are designed 
primarily for use at landing and take-off, and might miss 
important data for free atmospheric flight. 
 
The cargo bay is divided into three floors, with a cargo 
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elevator between each. The bottom floor possesses a 
cargo door which opens under the belly of the vessel, 
while the top floor possesses a cargo door which opens 
on the upper port side of the vessel. The upper door is 
large enough to allow a shuttle through, and part of all of 
the upper floor is often used as a shuttle bay. The upper 
door also possesses a retractable mating tube, allowing 
for pressurized transfer of cargo to other compatible 
vessels and space stations. 
 
The engineering sections off the Starlifter are widely 
distributed throughout the ship. There are back-up 
systems for most important systems, so the designers 
figured that most repair work would be yard work. 
However crews often commented on how the widely 
distributed systems were a pain for day to day 
maintenance. And parts are 
notoriously difficult to replace 
while the ship is in flight.

 



Cortex Shipyards Volume 1  www.CortexSystemRPG.org 
 

124 

Starmaster Light Transport (by Lynn LeFey) 

 
Dimensions (LxBxH): 115Lx80Wx30H (50Wx20H with 
wings folded) 
Tonnage: 350 tons  
Speed Class: 4 cruise/8 hard-burn  
Crew: 2 
Fuel Capacity: 7 tons (600 hours)  
Cargo Capacity: 140 tons (standard configuration) 
Passengers: 0 (standard configuration) 
 
Agility d6  
Strength d4 
Vitality d8  
Alertness d4  
Intelligence d2  
Willpower d6  
 
Initiative d6+d4  
Life 10  
Pilot d4 
Fast Throttle (Major, Military Version only), Everybody 
Has One 
 
Complexity: Low (Average for Military Version) 
Price: 8,400 new (14,000 new for Military Version) 
Maintenance Cost:   420 (700 for Military Version) 
 
The C-196 Starmaster is a very common light transport 
in both the Core and farther out. It's been in service for 
nearly 35 years, so older models can be found for 
cheap, and parts are readily available. This vessel is 
most noteworthy as one of a number of light transports 
widely used by the Alliance Military. The ship sees use 
as standard transport, med-evac, gunship, AWACs, 
troop transport, and other roles. It is an all-around 
workhorse. Its versatility and ease of maintenance make 
it popular for virtually any role for which a light platform is 
needed. The sole difference between the military and 
civilian models are the additional chemical rocket 
thrusters attached to the military version, allowing it 
bursts of greater speed in vital situations. Otherwise the 

vessels are identical. 
 
The Starmaster is an ideal choice for carrier operations 
since it's atmospheric wings can fold. Indeed, the 
landing gear are on the wing tips (the picture shows a 
med-evac version of the ship with wings folded for 
landing). 
 
The standard configuration of the Starmaster is a small 
crew compartment forward, an airlock personel entrance 
to port just aft of this, and a cargo deck taking up the 
remainder. Located at the ship's balance center are 
bomb bay doors, and aft is an airlock and loading ramp 
suitable for cargo loading. While this is the standard 
configuration, it is far from the only options available. 
Many commercial applications forgo the bomb bay 
doors, and simply convert the entire cargo area to 
passenger berths. Private owners often retain a portion 
of the cargo hold, and covert the area foreward of the 
bomb bay doors to passenger space, merging it with the 
crew quarters. A notable gunship version mounts three 
ship scale cannons and two high rate of fire vehicle 
scale cannons all facing to port. This gunship is used 
primarily against stationary ground targets. 
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Stingray Cavalry Ship (by Xjere) 

 
 
01-C08 Independence Cavalry Ship (Stingray class) 
 
5,000 tons 
Dimension H/B/L (ft): 50/145/150 
Cost: 80,000 cred plus ammunition 
Maintenance cost: 11,000/yr 
complexity: average 
Speed Class: 7 cruise/9 hard-burn 
fuel: 150 tons (1000 hrs) 
cargo capacity/deck load: 500/600 ton 
crew quarters: 1 double, 6 single 
Gear: 
infirmary (medcomp, MOT) 
26 100lb Short Range missle ports 
2 20lb turrets (160 rds ea) 
armor 1w 
 
AGI: d10, STR: d6, VIT: d2, ALT: d4, INT: d2, WIL: d8 
 
Fast Throttle(major), Lightwieght(minor) 
 
autopilot d2, Autonav d2, heavy weapons d4 
 
HP: 14, Initiative: d10 + d4 
Description 
 
During the unification wars, it became apparent to the 
independants that the key to victory is the quick 
movement of troops to different tactical locations, So the 
independants began work on the Stingray project. The 
Stingray's main objective was to quickly place troops on 
the lines and to evacuate wounded if need be. Because 
of it's specific uses and dangerous tasks, it lacked a lot 
of the more expensive equipment usually found on 
military ships. 
 
It's original configuration comes equiped with a fully 
operational infirmary for treating the wounded. two 
20 pound turrets are mounted on the ship for 
suppressive fire during troop delivery operations, 
and also carries an armarment of missles for planet 
evacuation runs. These missles are generally 
jamming or decoy warheads for a quick and painless 
escape, though the occasional standard warhead is 
equipped in the case of a blockade run. 
 
After the war, Most of the Stingray Cavalry ships 
were stripped of munitions and the wings of the ship 
were then used for different purposes. The most 
obvious was for extra cargo space, as the bays left 
plenty of extra storage, and the missle ports could 
be converted to airlocks for easy loading. Other uses 
consisted of shuttle docks, passenger space, and 
one bandit in particular converted the ports into 
small skiff launchers for planetary raids. 
 
Stingray series II 

5,000 tons 
Dimension H/B/L (ft): 50/145/150 
Cost: 100,000 cred plus ammunition 
Maintenance cost: 11,000/yr 
complexity: average 
Speed Class: 7 cruise/9 hard-burn 
fuel: 150 tons (1000 hrs) 
cargo capacity/deck load: 500/600 ton 
crew quarters: 1 double, 6 single 
Gear: 
infirmary (medcomp, MOT) 
26 100lb Short Range missle ports 
2 20lb turrets (160 rds ea) 
armor 1w 
 
AGI: d10, STR: d6, VIT: d4, ALT: d4 INT: d2, WIL: d8 
 
Fast Throttle(minor), Gas Guzzler(minor), Healthy as a 
Horse(minor) 
 
autopilot d2, Autonav d2, heavy weapons d4 
 
HP: 14, Initiative: d10 + d4 
 
Description: 
 
Due to maintenance issues, the Stingray Cavalry ship 
went through some dramatic changes within it's first year 
of production. The most important ideal was to make it a 
cost effective design and still maintain it's original 
purpose. This was done by replacing the bulky fuel 
converters with a smaller design to make room for self-
maintenance equipment, and by simply putting in more 
manpower and labor in the initial build. 
 
Changing out the fuel converters did lead to a couple 
problems however. Firstly, the smaller design was 
incapable of converting as much helium back to 
hydrogen, meaning it burned through fuel quite a bit 
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more rapidly than it's predecessor. Secondly, with the 
original design, the engines drew fuel straight from the 
converters to create a full burn, and with less capacity, it 
gained a slightly less full burn speed than the original. 
 
Also, because less fuel was able to be recycled, an 
excess of helium gets pumped out through the engine's 
exhaust. Though this is not a problem for the ship itself, 
it can be a bit disconcerting to any troops either exiting 
or entering the craft. This also created a joke among the 
troops about how the Stingray anesthetises the wounded 
before they even make it aboard. 

Strike Escort (by Davy Jones) 

 
Dimensions (LxBxH): 275 feet x 83 feet x 38 feet 
Tonnage: 1,450 tons 
Speed Class: 6 cruise/8 hard burn 
Crew Quarters: 10 single, 2 double (250-ton common 
area) 
Minimum Crew: 12 
Fuel Capacity: 85 tons/425 ton tank (800 hours) 
Cargo Capacity: 120 tons 
Armament: One 50-lb. cannon (500 conventional 
rounds), 96 2,000-lb. long-range (explosive or kinetic) 
missiles, 48 500-lb. medium-range magnetic missiles, 24 
500-lb. medium range jammer missiles 
Price:  441,500 + ammo and missile cost (20+ years: 
 110,375 + ammo and missile cost, 40+ years:  22,075 
+ ammo and missile cost) 
 
Agl d8, Str d6, Vit d8, Ale d6, Int d8, Wil d10; Init d8+d6, 
Life 16. Fuel Efficient. Athletics d6, Heavy Weapons d6, 
Mechanical Engineering d4, Perception d6, Pilot d4. 
Complexity: Extreme. Maintenance Cost:  13,050/year 
(20+ years:  19,575/year, 40+ years:  26,100/year) 
 
The strike escort is a powerful warship in a small 
package. Designed to operate both alone or as part of a 
fleet, the strike escort can drop a lot of ordinance on a 
target. Strike escorts are built to take a pounding, and 
many remain in the air when lesser ships would already 
be making a one-way trip to the ground. 
 

Tactical Missile Frigate (by Davy Jones) 

Dimensions (LxBxH): 88 feet x 83 feet x 183 feet 
Tonnage: 6,700 tons 
Speed Class: 4 cruise/6 hard burn 
Crew Quarters: 6 single, 2 double (180-ton common 
area) 
Minimum Crew: 8 
Fuel Capacity: 125 tons/625 ton tank (600 hours) 
Cargo Capacity: 251 tons 
Passenger Capacity: 2 first-class 
Gear: two 20-ton short-range shuttles, 335-ton armor 
plating (1W), 201-ton EM shielding (3S) 
Armament: 200 4,000-lb. long-range (explosive, kinetic) 
missiles, 220 1,000-lb. medium-range (explosive, kinetic, 
magnetic) missiles, 160 250-lb. short-range (canister, 
decoy, jammer) missiles 
Price:  631,110 + missile cost (20+ years:  118,328 + 
missile cost, 40+ years:  23,666 + missile cost) 
 
Agl d6, Str d6, Vit d6, Ale d10, Int d6, Wil d6; Init 
d10+d6, Life 12. Branded, Lightweight, Ugly as Sin. 
Heavy Weapons d6, Perception d6, Pilot d4. Complexity: 
High (20+/40+ years: Average). Maintenance Cost: 
 21,440/year (20+ years:  20,100/year, 40+ years: 
 26,800/year) 
 
Tactical missile frigates are mobile missile platforms, 
designed to operate within the comforts of a fleet. 
Shielded against EM attacks, the frigate's main purpose 
is strike operations support. 
 
The ship's design looks like a poor-man's copy of an 
Alliance cruiser, and its finicky engineering plant makes 
it a mechanic's nightmare. When this ship works, it's a 
frightening weapons platform. 
 
 

Tigershark FA-72 Superiority Fighter (by Lynn 

LeFey) 

 
 
 
Dimensions 58Lx42Bx17H 
Tonnage: 70 tons 
Speed Class:  10 cruise/ 13 Hard Burn 
Crew: 2 
Fuel Capacity:  175 lbs (12 Hours) 
Cargo Capacity: negligible 
Passengers: 0 
 
Agility d12, Strength d2, Vitality d6 , Alertness d8, 
Intelligence d8, Willpower d12 
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Initiative d12+d8 
Life 14 
 
Fast Throttle (Minor), Hooked (Minor) 
Athletics d4, Perception d6, Heavy Weapons d6 
 
Complexity:  Very High 
Price:  17,940 (not including ordinance)  
Maintenance Cost:  336 anually 
Gear: Armor W2 
 
Armaments: 
Autogun; 1 lb projectile (does only basic damage to 
starships), 1000 round magazine 
 
Standard Missile Load (8 tons allocated): 4 long-range 
100-lb missiles, 6 medium-range 100-lb missiles, 40 
short-range 10-lb missiles (Jammers and Decoys) 
 
Designed as a contestant to win a large Alliance contract 
for an air and space superiority fighter, the Tigershark 
came out on bottom. Only two prototypes were ever 
built. One is stored in the private starcraft museum of a 
Wealthy and avid collector. The other collects dust in a 
number of crates in a warehouse… maybe. It seems to 
have gotten misplaced. 
 
Because it’s a prototype, the Tigershark needs constant 
maintenance and parts replacements due to numerous 
small design problems. 
 
The fighter usually carries its heavier missiles in an 
internal undercarriage bay, and it's short-range missiles 
on external racks on the underbelly.  
 

Trebuchet Alliance Battlecruiser (by Lynn 

LeFey) 

 
Dimensions 800Lx420Bx275H 
Tonnage: 190,000 tons 
Speed Class:  3 cruise/ 5 Hard Burn 
Crew: 200 
Fuel Capacity: 4750 tons (600 Hours) 
Cargo Capacity: 10,000 tons 

Passengers: 800 
 
Agility d4, Strength d10, Vitality d10 , Alertness d6, 
Intelligence d8, Willpower d12 
 
Initiative d4+d6 
Life 22 
 
Memorable 
Pilot d2, Perception d6, Heavy Weapons d6, Mechanical 
Engineering d2 
 
Complexity:  Very High 
Price:  17,890,000 not including support craft 
Maintenance Cost:  912,000 credits per year 
Gear: Armor (W2), Support Vessels (4 craft of 50 tons or 
less each) 
 
Armaments: 
Dual-Guns (4, 8 barrels total); 200-lb projectiles (d8), 
1000 round magazine per barrel. (800k ea) 
Forward Main Guns; 200-lb projectiles (d8), 1000 round 
magazine per gun. (400k ea.) 
Defensive Autoguns (4); 10 lb projectile, 1000 round 
magazine 
 
Standard Missile Load (12,000 tons allocated): 320 long-
range 1000-lb missiles, 4,000 long-range 100-lb 
missiles, 640 medium-range 1000-lb missiles, 8000 
short-range 10-lb missiles (Jammers and Decoys) 
 
While this ship is an older design, it has proven a solid 
escort vessel, sturdy and easy to maintain. It is in the 
midst of phase-out, however, due to its short tour 
duration. Regardless of its status, the Trebuchet carries 
an impressive arsenal of weapons, and performs its job 
as an escort vessel very well, able to deliver a great deal 
of damage in a very short amount of time. Its low 
number of support craft make it less than ideal for 
independent patrols, which has been a contributing 
factor in it falling out of favor with Alliance Military 
Command.
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Treefrog class (by John Douglas and Feyd) 

 
Dimensions:  
Length: 200  
Beam: 120  
Height: 50  
Tonnage: 2000  
Speed Class: 9 cruise/11 Hard-Burn  
Crew Quarters: Four Single Cabins  
Fuel Capacity: 60 Tons (600 Hours)  
Cargo Capacity/Maximum Deck Load: 200 Tons  
Passenger Capacity: Four Single Cabins  
Gear: Two 20-ton Shuttles, Medical Bay  
Price New: 32,000 Price After 40 Years (Today): 1,600 
 
Agi: D8  
Str: D6  
Vit: D8  
Ale: D2  
Int: D2  
Wil: D2  
Init: D8+D2  
Life: 8  
Complexity: Very Low 
Traits: Fast Throttle  
Healthy As A Horse  
Branded  
Memorable  
Seen Better Days  
Skills: Aerial Transport Operations/Transport  
Space Transport Operations/Transport D2  
 
*based on model by John Douglas: 
http://artships.com/1999/frog.html 
Used with consent of creator 
 
 
"Of all the ships in all of the goram universe, why would 
you fly out in a Treefrog, a total piece of Feh Wu?" - 
Captain Flash Masterson to Captain Danny Kim While 
Running To His Ship Under Impending Reaver Attack  
"Oh, she may not hold much cargo, but unlike you she'll 
outrun those Reavers on the inbound..." - Captain Danny 
Kim In Response to Captain Flash Masterson  
While there are many midbulk transports in the 'Verse, 
including the famed Firefly Model, there are other 
models that enjoy a unique popularity in the 'verse. The 

Treefrog is an old model midbulk transport and not a 
popular one at that; infamous would be a better word. In 
theory the Treefrog has everything a crew could wish for 
in a vessel, it has two powerful pulse engines providing 
superior speed, even faster than Alliance Cruisers, two 
powerful Atmo engines also provide superior planet side 
speed as well making the Treefrog one of the fastest 
legal ships in the 'verse. All Treefrogs have excellent if 
not unusual maneuverability engines providing as much 
maneuverability as the Firefly Model. The ships provide 
excellent living space with an unheard of eight single 
rooms of adequate size, something important for a 
captain wishing to improve crew morality and privacy for 
his or her passengers. Each ship comes standard with a 
medical bay. This is a ship that is fast, efficient, cozy, 
and adaptable. So why would this ship be less popular 
among Captains? In point of truth the ship has its 
downsides, the first being her cargo capacity. She can 
only carry about two hundred metric tons of cargo and 
for the money minded Captain this means less profit. 
Why two hundred? Her powerful engines, and 
maneuverability engines need a lot of room. Also, while 
the ship itself is easy to maintain parts for Treefrogs are 
hard to come by which translates as expensive to find 
and replace. If one of the Atmo engines or one of the 
Pulse engines die the ship looses it speed and slows 
down to only a crawl. Similar to the Firefly, all the ships 
needs are powered by the pulse engines though there is 
an independent back up life support- also should one of 
these engines fail, many of the ships systems will 
become unusable as importance is placed on life 
support and making the ship limp. Finally, this ship is 
fast, very fast for a cargo vessel, which often attracts 
attention from authorities who know just what a Treefrog 
is - it is not uncommon for captains of Treefrogs to 
complain that to much attention is paid to what they do in 
the core because of their ship. As unattractive and 
unpopular as this make the Treefrog model to most 
spacers, some find value in the model affectionately 
referring to it as a "Winking Tree Frog" due to its large 
circular observation "window" that sits on the right of the 
ship and covers two decks giving the left side of the ship 
a "winking" appearance as well as the two powerfulAtmo 
Enginesthat look like legs that makes it so memorable. 
While Captains do not like the ship as a whole, there are 
those who do love the Treefrog. Engineers and Ship 
Enthusiasts enjoy the ship for its overall simplicity and its 
speed; a Treefrog is essentially a series of big engines 
and a box -a simple design that can take a lot 
ofpunishment and still keep going, especially with an 
engineer who is half awake. The ship is also wildly 
popular among smugglers and bootleggers who want to 
quickly move past authorities with small loads of cargo - 
like say, a finely home brewed whiskey being moved 
from the core to the rim. Treefrogs have also found use 
as "messenger" vessels - quickly moving across the 
verse delivering small packages and messages in a 
manner similar to the Pony Express on the Earth-That-
Was. To these captains speed is more important than 
cargo capacity and the only reason these old ships are 
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legal is because many who trade near Reaver space 
needed a fast ship to out run danger when running small 
cargo for the Alliance like say a bankroll to Lilac.  
The Treefrog was designed to compete with the Firefly. 
Early advertisements for the Treefrog billed it as a 
"hotrod" and early commercials for the Treefrog had it 
competing against the Firefly, showing consumers that 
the Treefrog could move cargo twice as quickly as the 
Firefly. Even the name was a joke in advertising;a frog 
would eat a fly...or Firefly. In truth the Treefrog did sell 
well at first. Though complaints came through that the 
lack of cargo space was a problem and while it handled 
well, was low maintenance, and ridiculously fast it wasn't 
making captains enough money as shippers wanted to 
send off more than 200 tons of cargo at a time. It was 
because of this that the ship became unpopular among 
spacers.  
During the Independence War these ships found a new 
life and were often used by the Alliance as a small 
blockade-runners and transports for key Browncoat 
personnel. In wartime they were armed with two unique 
cannons that hung over the Atmo Engines. They were 
unique because each was fed in the main cargo room of 
the ship in the form of "clips" or "packs" that hung into 
the wing of the ship. Today, the ship has a few variants 
for those in use; they have been converted into medical 
ships - many of the bedrooms turned into labs and the 
cargo bay turned into a massive medical bay. These 
ships are used during pandemic outbreaks on planets 
providing rapid transport for medical staff. The ships are 
sometimes gutted to allow for more space - this means 
many of the bedrooms and common areas are removed, 
while this provides extra space it detracts from overall 
speed of the vessel as the engines were built for smaller 
cargosin mind. So, why is there all this talk about the 
tree frog in the past tense? Due to their unpopular 
stature they were discontinued as a line. Even now the 
ones that are in use are always at least forty years old - 
parts however are still made as these ships are still in 
service - though again sense the market is small the 
parts tend to be a might expensive.  
Trivia for the Treefrog: Landing a Treefrog is a unique 
experience, the wings turn upward so that the ship can 
land and the maneuverability engines located on the 
bottom slow the ship down. Unlike the Fireflyclass where 
the Atmo engines have VTOL capacity the 
maneuverability of the Treefrog rests on small exhauston 
the top, bottom, and sides of the ship that throw out 
powerful bursts of air which move can quickly move it in 
virtually any direction as well asprovide VTOLcapacity.  
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Tsunami-class Heavy Destroyer (by Davy 

Jones) 
Dimensions (LxBxH): 493 feet x 498 feet x 343 feet 
Tonnage: 375,000 tons 
Speed Class: 2 cruise/4 hard burn 
Crew Quarters: 110 single, 12 double (2,412-ton 
common area) 
Minimum Crew: 33 
Fuel Capacity: 12,500 tons/62,500 ton tank (400 hours) 
Cargo Capacity: 1,070 tons 
Gear: ten 20-ton short-range shuttles (configured as 
lifeboats), 20 ASREV, 131,250-ton armor plating (7W), 
11,250-ton EM shielding (3S) 
Armament: 40 200-lb. cannon (30,000 conventional 
rounds, 10,000 EM rounds), 40 50-lb. cannon (30,000 
conventional rounds, 10,000 EM rounds), 400 20,000-lb. 
(explosive, magnetic, kinetic) long-range missiles, 800 
5,000-lb. (explosive, magnetic, kinetic) medium-range 
missiles, 400 1,000-lb. (decoy, jammer) short-range 
missiles 
Price:  56.4 million + ammo and missile cost (20+ 
years:  10.2 million + ammo and missile cost, 40+ 
years:  2.0 million + ammo and missile cost) 
 
Agl d2, Str d10, Vit d10, Ale d8, Int d6, Wil d12; Init 
d8+d2, Life 22. Healthy as a Horse; Gas Guzzler. Heavy 
Weapons d6, Mechanical Engineering d4, Perception 
d2, Pilot d2. Complexity: Extreme (20+/40+ years: Very 
High). Maintenance Cost:  3,375,000/year (20+ years: 
 2,700,000/year, 40+ years:  3,600,000/year) 
 
Ships like the Tsunami-class heavy destroyer represent 
the largest peacetime dedicated warships in the ?Verse. 
While the Alliance cruiser is an order of magnitude 
larger, the floating cities are more akin to space-based 
government-administration and law enforcement 
platforms that true warships. 
 
The heavily-armored Tsunami can withstand most 
damage from smaller warheads. 

Type 413 Class Midbulk Transport (By Selek) 

Dimesions: 105 X 90 X 25 feet 
Tonnage: 570 tons 
Speed Class: 4 cruise/ 7 hard-burn 
Crew Quarters: 1 single, 1 double cabin 
Fuel Capacity: 12 tons (800 hours) 
Cargo Capacity/Maximum Deck Load: 240 tons 
maximum deck load  
Passenger Capacity: 3 double cabins. 
Agi d8 Str d4 Vit d8, Ale d2, Int d4, Wil d4; Life Points 8  
Traits:   Everybody Has One (Minor), Seen Better Days 
(Minor), Fast Throttle (Minor), Fuel Efficient (Minor) 
Skills: Pilot d2, Perception d6  
Complexity: Low.   
Price: 13,680 new, 3,420 at auction. 
Maintenance Costs: 57 /month (new), 86 /month (used) 
Equipment:   
  
   The Type 413 Class transport is a sturdy, swift light 
transport, built in two variants- the 413 and 413B.  Ten 
thousand 413's were built in Kieran Yards, with roughly 
four times that many being built under license. Only a 
handful of 413's are still in service, the vast majority 
having been either built or converted to the 413B 
configuration. 
   The two variants are functional identical, the only 
difference being a modified, streamlined cockpit module, 
and are both extremely resilient and maneuverable.  
Despite their comparatively small cargo capacity (half 
that of a Firefly), the 413's proved to be extremely 
popular due to their large passenger berths, small man-
power requirements, high speed, and excellent fuel 
economy.   
    Most of the 413's are employed in priority cargo and 
courier duties, applications where speed and endurance 
are more critical than volume.  Many have also been 
employed in more illicit operations, thanks to their ability 
to outrun or outmaneuver local patrol craft. 
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Type 593 Class Cargo Sledge (by Selek) 

 
Dimesions: 90 X 67 X 25 feet 
Tonnage: 570 tons 
Speed Class: 4 cruise/ 7 
hard-burn 
Crew Quarters: 2 single 
cabins 
Fuel Capacity: 12 tons (800 
hours) 
Cargo Capacity/Maximum 
Deck Load: 250 tons 
maximum deck load
Passenger Capacity: 2 
single cabins. 
Agi d6 Str d4 Vit d6, Ale d2, 
Int d2, Wil d6; Life Points 10  
Traits:  Everybody Has One 
(Minor), Fast Throttle (Minor), 
Fuel Efficient (Minor), Healthy 
As A Horse (Minor) 
Skills: Pilot d2, Perception d2  
Complexity: Low.   
Price: 12,648 (new), 3162 (at 
auction) 
Maintenance Costs: 52.7 
/month (new), 80/month 
(used) 
Equipment:   
  
   The Type 593 Class cargo 
sledge was originally intended 

for local use- moving standardized 
cargo containers from port to orbit.  
They were designed to be extremely 
rugged and swift, and were given 
longer than usual endurance to 
minimize turn around times.   
   The end result was a small, 
versatile transport with range and 
speed which made them extremely 
appealing to short haulers and 
private operators.  More than 70,000 
were built either by Kieran Yards or 
under license.  
   A highlight of the class (intended 
to minimize turnaround time) is a 
precision cargo handling capability 
which allows the 593 to hover over a 
waiting cargo module and use 
hydraulic arms to attach and secure 
the module without landing. 
   Most of the 593's are still in 
service and the line is still being 
produced today.  The "standardized" 
cargo modules are anything but, 
and most have been customized to 
the point that only their outer shell 
can be fairly described as 
"standard". 

   Type 593's, being comparatively cheap to operate and 
maintain, can be found throughout the 'Verse and in 
nearly every space going application imaginable. 



Cortex Shipyards Volume 1  www.CortexSystemRPG.org 
 

132 

 

Type 850 Class Midbulk Transport (by Selek) 

Dimesions: 110 X 50 (90) X 40 feet 
Tonnage: 650 tons 
Speed Class: 4 cruise/ 6 hard-burn 
Crew Quarters: 2 single cabins 
Fuel Capacity: 12 tons (600 hours) 
Cargo Capacity/Maximum Deck Load: 400 tons 
maximum deck load  
Passenger Capacity: 1 single, 1 double passenger 
dorm. 
Agi d8 Str d4 Vit d8, Ale d4, Int d2, Wil d2; Life Points 8  
Traits:  Seen Better Days (Minor), Healthy As A Horse 
(Minor), Tough As Nails (Minor) 
Skills: Pilot d2, Perception d2  
Complexity: Low.   
Price: 15,600 new, 3900 at auction. 
Maintenance Costs: 65 /month (new), 98 /month (used) 
Equipment:   
  
 

One of the earliest classes of transport built by the 
Kieran Yards, the total production run for this class was 
less than 10,000.  Despite their ungainly appearance, 
the 850's are tough, resilient, and highly maneuverable. 
They are fitted with variable configuration wings well aft, 
which respond to varying flight conditions and swing 
vertical upon landing.  A large sensor dome/avionics bay 
is set on the bow, in anticipation of both projected 
system growth and owner modification. 
   A pair of large cargo ramps and dorsal cargo doors 
facilitate loading and unloading while the low slung 
landing gear provide on-ground stability.  The high-
mounted cockpit provides excellent visibility and an 
airlock is set in the 'tween-decks connection tunnel. A 
small escape pod aft of the cockpit is designed to 
accommodate the entire ship's company for a brief 
duration. 
   One major complaint about the class is the lack of a 
functioning airlock on the main cargo ramps, though the 
dorsal doors are fitted with a bomb-bay style lock.  
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Type 917 Class Mid Bulk Transport (by Selek) 

7 
Dimesions: 105 X 63 X 30 feet 
Tonnage: 900 tons 
Speed Class: 4 cruise/ 6 hard-burn 
Crew Quarters: 1 double cabins 
Fuel Capacity: 12 tons (800 hours) 
Cargo Capacity/Maximum Deck Load: 500 tons 
maximum deck load  
Passenger Capacity: 1 quadruple cabin. 
Agi d4 Str d4 Vit d8, 
Ale d2, Int d2, Wil d4; 
Life Points 8  
Traits:  Gas Guzzler 
(Minor), Branded 
(Minor), Lightweight 
(Minor) 
Skills: Pilot d2, 
Perception d2  
Complexity: Very 
Low.   
Price: 14,400 (new), 
3600 (at auction) 
Maintenance Costs: 
60/month   
  
 

The Type 917 Class Midbulk transport was the first class 
produced by Kieran Yards following the company's 
nationalization by the Alliance.  Like the Liberty ships of 
Earth-That-Was, the 917's design placed priority on 
speed of construction and volume rather than quality or 
endurance.  The class relies heavily on off-the-shelf 
components and modules already available in Kieran 
Yards storehouses.   
   Almost ten thousand Type 917's were built and most 
remain in service though the line was discontinued 
almost immediately upon the Armistice.  The 917's were 
plagued with a variety of maintenance problems inherent 
to the slapdash nature of their construction and speed 
with which they were produced.  This notoriety, coupled 
with the fact that they were used primarily by the Alliance 
has earned the 917's a less than sterling reputation 
which has led to them being readily available for auction 
despite their relative youth.  
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Unity Class Mid-Bulk Transport (by Lynn 

LeFey) 

 
 
Dimensions 120Wx290Lx65H  
Tonnage: 10,000 tons  
Speed Class:  4 cruise/ 5 hard-burn  
Crew: 4 skeleton, 8 normal, 12 max 
Fuel Capacity:  250 tons (600 hours of operation) 
Cargo Capacity: 4480 tons (in standard cargo 
configuration) 
Passengers: usually 4, depending on crew size (total 
people aboard in cargo configuration is 12) 
 
Agility d4, Strength d6, Vitality d6 , Alertness d4, 
Intelligence d2, Willpower d8 
 
Perception d2, Pilot d2 
 
Initiative d4+d4 
Life 14 
 
Slow Throttle, Everybody Has One 
 
Price: 160,000 credits new (8000 with major 'Seen 
Better Days') 
Maintenance Cost: 8000 annually (16,000 with major 
'Seen Better Days') 
 
Gear: Armor 1W; 4 2-man escape pods 
 
While the Browncoats were not the winners in stand-up 
fights during the unification war, they excelled at hit-and-
run raids on unarmed cargo transports, wreaking havoc 
on the Alliance’s supply lines. To counter this, 
specifications were drafted for a moderate sized 
transport that could be mass-produced rapidly, and 
could withstand and repel light attack forces. From this 
design requirement, the Unity Ship was born. 
 
Meant primarily to carry standard cargo containers, the 
Unity was covered with armor. ‘Palates’ were made 
fitting pre-existing dimensions, allowing for light weapons 
emplacements to be installed rapidly. 
 
The tactic worked… initially. A few browncoat privateers 
found themselves facing what was essentially an escort 
cutter. Unfortunately, once word got out, greater 
firepower was brought to bear, and many of the unity 

ships fell into browncoat hands, where they acted often 
as makeshift carriers, escort ships, and were 
occasionally slipped into Alliance unity ship convoys to 
attack with great surprise. 
 
While they were mass-produced and meant to last only 
for the duration of the war, many thousands are still in 
service. Their popularity core-ward is slight, with about 
1/8 of their potential cargo capacity wasted with armor. 
But this very trait finds them a home among the asteroid 
ring and kuiper belt, where this and their rugged 
construction allow them to withstand the dangers of 
transport runs to such places. 
 
Notes about the deckplans: Above deck four, accessable 
via the aft cargo elevators are two universal airlocks. 
These serve as docking slips for small ship's boats and 
can moor vessels of up to 100 tons. Standard airlocks 
for ship docking or ground access are on deck one. 
Engineering, accessed from deck two, is actually offset 
by half a deck. Immediately upon entering engineering 
there is a 5 foot set of stairs leading up.  
 
  
Umbra Dancer 
 
Dimensions 120Wx290Lx65H  
Tonnage: 10,000 tons  
Speed Class:  4 cruise/ 5 hard-burn  
Crew: 12 
Fuel Capacity:  250 tons (600 hours of operation) 
Cargo Capacity: 2200 tons 
Passengers: 56 (second-class, pirates) 
 
Agility d4, Strength d6, Vitality d6 , Alertness d4, 
Intelligence d2, Willpower d8 
 
Perception d2, Pilot d2 
 
Initiative d4+d4 
Life 14 
 
Slow Throttle, Everybody Has One, Seen Better Days 
(Major), Cortex Specter (major) 
 
Price: Ain’t fer sale, so don’t ask. 
Maintenance Cost: 16,000 
 
Gear: Armor 1W; 4 2-man escape pods, 4 20-ton 
standard shuttles, 12 Derringers, 4 Hull-Crawler 
Defensive Turrets, 40 medium-range missiles with 200-
pound explosive warheads (d8 damage). 
 
Umbra Dancer was scavenged from the remains of 5 
Unity ships, each destroyed during the Unification War. 
Captained by an ex-privateer, she is now strictly a pirate 
vessel. When not after a specific target, the ship is likely 
deep into the black as far from Alliance eyes as possible. 
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Unity Salvage Ship 

 

 
 
 
 
 
This ship uses the same aft as any other Unity ship, but 
moves the forward cargo area and sensors aft, removes 
the six midsection cargo areas, and attaches four booms 
with cranes to secure small vessels. The ship has the 
added complication of No Planetary reentry, but gains 
the asset 'Strong as an Ox' which allows it to haul more 
than its standard cargo load at a cost of speed. It can 
haul 8960 tons at speed 2 or 17,920 tons at speed 1. 
Cost and all other information is the same as stock. 
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Utat Station (by Lynn LeFey) 

 
Dimensions 814Wx280Lx695+1510H (not including 
solar mirror) 
Tonnage: 98,000 tons  
Speed Class:  0 
Crew: 574 
Fuel Capacity:  80 tons (emergency reserve) 
Cargo Capacity: 3420 tons cargo, 160 for resale 
Passengers: 322 
 
Agility d0, Strength d8, Vitality d8, Alertness d4, 
Intelligence d2, Willpower d4 
 
Initiative d0+d8, Life 12 
Perception d4 
Slow Throttle (Major) 
 
Complexity:  Very Low 
Price:  196,000 (not including cost of gear) 
Maintenance Cost:  78,400 
 
Gear: 128 escape pods, Food Production and 
Processing equipment, 32 shuttles, Medical Facilities, 
Nuclear Power Plant (Lead-cooled Fast Reactor, 20-year 
lifespan) 
 
Overview: The Utat station was designed as an 
agricultural production facility, capable of sustained 
production sufficient to meet the needs of 900 people. 
While developed many years before, this station grew in 
popularity after the Unification War, as a way to make up 
for the lost agricultural production from wartime ravages.  
 
The station has the capacity to meet production via very 
old technologies, namely nuclear and solar power. The 
solar mirror used to focus solar energy onto the inside 
surface of the station’s ring is capable of powering the 
agricultural deck at a range of 8 AU from Primus. The 
lead-cooled fast reactor is a replaceable module with a 

20-year lifespan, and is more than adequate to meet the 
station’s modest energy requirements. 
 
The station was given its name due to the fact that when 
viewed from the side of the ring, it looks like a giant eye, 
so was named for the Egyptian Hieroglyph Utat, the eye 
of Ra that represents the sun. 
 
The station’s ring accounts for nearly 75% of the entire 
station mass, and two of the ring’s five decks are 
dedicated solely to food production. The station is a 
virtually self-contained eco-system, and would require 
very little input except that it exports food material. 
Because of this, it requires shipments of organic waste 
material to feed the system. This material feeds an entire 
life-support system, that produces both food and 
atmospheric recycling for all the inhabitants. Humans 
can only consume about 30% of the biomass of plant 
matter produced aboard, but a good deal more of it is 
used to feed animals that produce additional food. The 
station produces about 840 man-weeks of food per week 
above and beyond what it needs to feed its own crew. 
The majority of this is canned or dehydrated, but a good 
deal is sold fresh. 
 
 
Crew 
The station, while highly automated, still requires a 
sizable crew. Standard crew compliment is as follows: 
 
C&C 14, Freight Handling 50, Engineering 32, Security 
32, Botany 96, Husbandry 76, Medical 20, Processing 
142, Caretaking 80 
 
The standard method of operation is three 8-hour shifts, 
two where production is operational, one when it is 
inactive.  
 
Physical Layout 
The station is divided onto two distinct physical parts; the 
spindle and the ring, connected by a tram system. The 
spindle has artificial gravity and decks that are arranged 
like a column, with the top of the column culminating in 
the connection with the ring. The ring uses centrifugal 
force to simulate gravity. The trams that allow cargo and 
passengers to pass between them can be accessed 
from any cargo area on the ring, and from deck 34 of the 
spindle. All interaction with other vessels is done on the 
spindle. Four T-shaped docking arms allow ship docking, 
and four ‘spines’ allow docking of the station’s many 
shuttles. 
 
A note on the deck maps 
Each map has a picture of the station, either with or 
without the ring showing. For decks on the spindle, their 
location is shown as a red bar in its location in the 
spindle. For segments in the ring, their location is shown 
as colored bars in their relative place on the ring, with 
bars the same color as the segment’s walls.  
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The Spindle Decks (Docking Arms) 
 
Initial entry for everyone coming aboard will be one of the station’s docking arms. Each has a total of 19 docking slips, 
designed primarily for docking with very small freighters. However, about 2 mid-bulk transports could be accommodated 
per docking arm, or more depending on their exact configuration. Four of the slips are only for very small, shuttle-size 
vessels.  

 
Docking is done with 
the Personnel level of 
the docking arm. A 
freight lift is adjacent 
to each airlock, 
allowing cargo to be 
lowered to the cargo 
deck for easy 
transport to a nearby 
cargo deck. The 
corridor into the 
station has a number 
of vending machines, 
allowing for the 
purchase of protein, 
canned food, and 
beverage, as well as 
automated laundry 
services. In addition, 
each docking arm has 
a First-Med medical 
attention room in the 
event of medical 
emergency. At the 
cross-corridor, each 
docking arm has a 
shop for ship parts, 
stocked with a wide 
array of parts, filters, 
fluids, and such for 
small ships. The last 
room new arrivals 
encounter before 
entering the station 
proper is security. 
Half of the cargo level 
of the docking arm is 
consumed by the 
large tanks for 
refueling ships, 
flushing their waste 
tanks, and refilling 

their potable water. The other half is consumed by the automated cargo conveyors and cargo lifts to the personnel level.  
 
The docking arms connect to decks 1 and 2, and decks 9 and 10. Decks 1 and 9 lead to cargo decks, and decks 2 and 10 
lead to personnel decks. The docking arms of decks 9/10 are offset 90 degrees from those on decks 1/2 so that if you 
look straight down on the station’s spindle decks, the docking arms for decks 1/2 would be at the 3 and 9 o’clock position, 
and those of deck 9/10 would be at the 12 and 6. 
 
A note on the station lifts 
While there are four personnel and four cargo lifts on the decks of the spindle, only one of each passes through the 
systems decks to deck 34 where the tram connects to the station’s ring. See Deck 34 for their location. 
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Cargo Decks (1,3,4,7,8,9) 

 
 
These are unremarkable cargo areas, basically vast open warehouses for storing the freight aboard station. Decks 1 and 
9 see more activity since they are connected to the cargo deck of the docking arms. 
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Personnel Deck (2) 

 
Deck 2 is modified on Granger’s Garden from stock (which would otherwise be identical to deck 10), and has a more open 
floorplan. The deck is, generally speaking, a big open bar/restaurant (bar is on lower left, kitchen on lower right), with a 
stage for entertainment (upper left). Behind the stage is the House of ‘Ladies’, a brothel. Much of the performances on 
stage are burlesque, meant to entice patrons into the brothel. However, talented performers might get gigs performing for 
the crowd. The upper right quadrant of the deck holds the station’s post office, and jail. Around the rim of the deck are 
numerous small businesses. The one directly across from the jail is the gun shop.  
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Market Deck (10) 

 
Deck 2 is fun. Deck 10 is all business. This is mostly where freight is bought and sold. 20 shops line an octagonal 
passage encircling the deck. Foodstuffs, leather, and wool products are for sale as well as some byproducts like soap and 
lanolin. While it might not be as exciting as other locales aboard, this deck is the business heart of the station. A particular 
business of note is the metallurgist, just beside the cargo lift at the top of the deck. While the Granger’s Garden station will 
only deal in Alliance Currency, this office is more than happy to convert precious metals into cashy money, for only about 
5%.  
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Drydock/Medical (5) 

 
 
The station is pierced through decks 5 and 6 with three drydocks, capable of holding small vessels. Each are 35 feet wide, 
and 20 feet high. The two smaller ones are 38 feet long, and the larger is 55 feet long. They can accommodate any vessel 
that can fit within those dimensions. The smaller two are used mostly to maintain the station’s fleet of shuttles. The larger 
may be leased out for ship repairs. To the left and bottom of the deck are cargo areas which hold small vessel parts, and 
tools. The upper right portion of the deck is the main medical complex, with emergency rooms, an operating theater, 
dental office, and medical labs.  
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Drydock and Laboratories (6) 

 
The layout of deck 6 is similar to deck 5, but the medical area is replaced with numerous labs of a more general sort. 
Many are genetics labs for testing and crossbreeding varietals of plants. Included in this area is a cryogenics bank of all 
plant and animal species used aboard.  
 
Systems Decks (11-33) 
These decks are filled with the station’s various systems, and therefore deckplans are not provided. Go shoot up some 
other portion of the station, gorramit! 
 
 



Cortex Shipyards Volume 1  www.CortexSystemRPG.org 
 

144 

Tram Coupling Deck (34) 
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System and Cargo deck of Station Ring 

 
 
Shown on this map are three segments of the station’s ring. The systems segment shows one of four transfer modules for 
wastes to be moved into the ring, and for potable water to be returned to the spindle. The cargo segment is typical for the 
location where cargo and passengers come and go into the ring. Note that the plan shows both cargo and passenger 
trams docked with the cargo deck. The food processing module is intentionally barren because the type of equipment will 
change with the type of processing done. The unmarked room is for scrap materials. 
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Shops, Companions’ Guild, Crew, and Crew Dining ring modules 

 
 
Most of the personnel deck of the station’s ring looks like long stretches of the two right modules repeated. Rows of 
double occupancy rooms, with alternating central areas either filled with a mess hall or single occupancy rooms. Along 
with functioning as mess halls, these large rooms serve in off hours as all sorts of recreational spaces; exercise rooms, 
small movie theaters, civic meeting places, etc. A good deal of the rooms are vacant and available for rent. These are in 
segments nearest to the ‘entertainment’ segments.  
 
The upper left segment is a shop segment, with 8 shops and a restaurant. There are two such modules in the ring. Lower 
Left is the Companions’ Guild module. There are two registered companions aboard. The left side of the module has 
‘bedrooms’ although, in fact, most of these are sitting rooms. Next to them are the baths. The baths can be rented without 
the services of companions, or with non-companion washers, or masseuses. To the right of these is the Companions’ 
parlor, probably the most sophisticated meeting place aboard, where big business deals are as likely to happen as 
philosophical debate or games of chess. Three rooms off of the parlor are used for music, recitals, tea ceremonies, and 
the like. 
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Private Quarters, Casino, Bar, and Temple 

 
 
The Upper Left segment shows the private quarters of Mr. Granger, adjacent to the casino. The double layered hull 
separated by vacuum (preventing sound), and blast doors of the inner core as well as the internal auxiliary life support 
systems make this private dwelling a nearly impervious bastion for the owner of the station. 
 
The Lower Left segment is the station’s casino. The left side area is the pit boss and security station. The casino is 
adjacent to the bar segment (shown upper right). The bar is called ‘Tanked Up’, a play on words, and a nod to the fact that 
the bar sits directly below the station’s brewery. The various stainless steel brewing tanks can actually be seen overhead. 
The area above the bar on the map is a storage room. The open area to the far right of the bar is a stage (although it’s not 
terrible apparent).  
 
The temple segment is not actually adjacent to the bar, although they are connected on the map. The left side of the 
segment has a Christian church. There is a Buddhist temple on the right side and several open areas of the inclusion of 
other faiths. 
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Vanderdecken class bulk cargo carrier (by 

Lynn LeFey) 

 
Dimensions 210Wx1120Lx420H 
Tonnage: 150,000 tons  
Speed Class:  3 cruise/ no hard-burn  
Crew: 10 normal, 20 max 
Fuel Capacity:  10,000 tons (1600 hours) 
Cargo Capacity: 95,760 tons 
Passengers: 20 
 
Agility d2, Strength d10, Vitality d6, Alertness d4, 
Intelligence d4, Willpower d2 
 
Initiative d2+d4 
Life 12 
Pilot d4, Mechanical Engineering d4 
 
Slow Throttle (major) 
 
Complexity:  Very Low 
Price:   1,800,000 new 
Maintenance Cost:  120,000 per year 
 
Gear: 10 2-man escape pods, 2 standard 20-ton 
shuttles. 
 
The Vanderdecken class heavy cargo carrier was 
designed to be the most cost-effective method of 
transport possible for large cargo hauling. It is a marvel 
of simplicity. While not exactly ‘fast’, she is faster than 
most bulk transports.  The ship is laid out with 
Engineering systems aft, all other systems fore, and in 
between are 7 cargo module segments, each capable of 
carrying 342 standard 40-foot cargo containers. If the 
cargo modules are airtight, contents of the containers 
can be accessed by bulkhead corridors which separate 
the cargo modules. 

Victoria class Alliance Special Operations 
Corvette (by Lynn Lefey) 

 
Dimensions 800Lx400Bx160H 
Tonnage: 80,000 tons  
Speed Class:  5 cruise/ 9 Hard Burn 
Crew: 50 
Fuel Capacity:  1600 tons (600 Hours) 
Cargo Capacity: 16,000 tons 
Passengers: 320 
 
Agility d8, Strength d8, Vitality d6, Alertness d10, 
Intelligence d10, Willpower d6 
 
Initiative d8+d10 
Life 14 
 
Athletics d4, Perception d6, Covert d4 (Stealth d10) 
 
Memorable 
 
Complexity:  Very High 
Price:  10,120,000 
Maintenance Cost:  384,000 per year 
 
Gear: Armor W4 (Newtech, weighs half normal tonnage) 
 
Armaments 
Main Guns (2): 50-lb (d4 ship-scale), 500 rounds 
Missile Load: 1600 tons. Missile load is mission specific. 
 
The Victoria class corvette was designed to allow 
insertion of special forces and their equipment into areas 
unnoticed. Due to its ability to move undetected, and its 
relatively high amount of firepower, these vessels are 
often put under the command of Parliament Operatives 
who need a fast ship with sufficient firepower to resolve 
any likely armed conflict. 
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Warhammer Alliance Interceptor (by Lynn 

LeFey) 

 
Dimensions (LxBxH): 40x20x7  
Tonnage: 15 tons  
Speed Class: 10 cruise/12 hard-burn  
Crew: 2 
Fuel Capacity: 100 lbs. (48 hours)  
Cargo Capacity: 500 lbs. of ordinance 
 
Agility d12  
Strength d2 
Vitality d6  
Alertness d8  
Intelligence d4  
Willpower d10  
 
Initiative d12+d8  
Life 12  
Perception d4, Pilot d4 
 
Complexity: High  
Price: 2,680 new 
Maintenance Cost: 48 Credits per year 
 
Armaments: 
Nose Guns : .2 lb. autocannon (d2 vehicle scale 
damage), 1500 round magazine 
Standard missile load: 2 medium range 20-lb missiles, 2 
short range 10-lb missiles (decoys) 
Armor: W6 (newtech, weighs half normal tonnage) 
 
This is the primary fighter used by the Longbow Patrol 
Crusiers. While they have very limited range due to fuel 
carried, they are fast enough to intercept any ship and 
have a sensor suite capable of catching most smugglers 
and the like. 
The crew consists of Pilot and Weapons Officer.  

Wasp class fighter (by Winged Cat) 

 
Dimensions (LBH, stowed): 19 ft * 7.5 ft * 7.5 ft 
Dimensions (LBH, deployed): 19 ft * 15 ft * 15 ft 
Tonnage: 10 tons 
Speed Class: 1 cruise/5 hard burn 
Crew: 1 (if not flown remotely) 
Quarters: none 
Fuel Capacity: 0.03 tons/0.15 ton tank (60 hours 
endurance) 
Cargo: none 
Armor: 5W 5S 
Weapons: 10 pound cannon facing forward with 50 
rounds (usual load: kinetic) 
Price: 11020 Credits plus ammunition 
Annual Maintenance: 90 Credits 
Complexity: Extreme 
 
Agility d12 
Strength d2 
Vitality d6 
Alertness d12 
Intelligence d12 
Willpower d12 
 
Branded (major) 
Fast Throttle (major) 
Gas Guzzler (minor) 
Healthy As A Horse (minor) 
Memorable (minor) 
Short Range (minor) 
 
Athletics d6 
Heavy Weapons d6 
Perception d6 
Pilot d6 
 
Initiative d12+d12 
Life Points 14 
 
This was one answer to the Alliance's Hummingbird 
fighter.  As such, it is illegal, of the "shoot on sight" 
variety.  As such, and given its concealment by design, it 
is usually found in the hands of pirates these days, so 
even upstanding former Browncoats rarely fly these any 
more.  Thanks to a few public relations folk in the 
Alliance military (who, it should be noted, had lost some 
good friends to Browncoats-turned-pirates), it's a popular 
craft for mid-to-high-level faceless enemy pilots in 
simulations, further sullying its reputation, though the 
simulations rarely get the details exactly right. 
 
The Wasp class was designed to take advantage of the 
ubiquitous nature of the 40 by 8 by 8 foot cargo 
container.  In flight, a Wasp uses four small engines - 
two in front, two in back - on pylons in an X formation 
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(usually the front engines are swung below the Wasp 
and the back engines kept above, though the pilot has 
controls to change this) which help give the boat its 
maneuverability.  When stowed, two Wasps fit - front to 
back - in a special hangar container, which contains fuel 
hookups, a little spare ammunition, airlock doors (the 
entire container is one big airlock), and most importantly, 
heavy shielding against scanning along with seals or 
other decorations ("UNSHIELDED RADIOACTIVES" is a 
favorite) to try to convince any inspecting Feds that they 
don't want to be taking a peek, so they'll have to take the 
captain's word that there ain't nothin' illegal inside.  With 
2 Wasps inside, the hangar container is very cramped; 
pilots have to crawl to the cockpits using handrails along 
the top center, since there ain't no other space big 
enough for most people to fit through. 
 
Docking involves folding the pylons then maneuvering 
using two engines only (the front engines rotate 180 
degrees so as to allow the Wasp to back into or out of 
the dock), sometimes going clear through one container 
into the one behind it if the carrying ship only has a few 
hangar-containers directly exposed to the black, with the 
rest lined up behind (as is common on larger boats), with 
the front/rear airlock doors open to allow passage to the 
back.  A Wasp can dock pointing forwards or backwards 
- there are redundant fuel and ammo hookups on either 
side - so one common configuration is back-to-back, with 
the Wasps' guns pointing out either airlock.  (There's one 
story of a Jacques that did just that, for when insistent 
Feds came by.  With the pilot and crew watching from 
the sides, the Fed and his flunkies donned radiation suits 
and waited for the "radioactive" containers to be opened 
- only to get spacecraft cannon to the face.  Fortunately 
for the Jacques crew, the inspecting craft was just a 
single ASREV, and the Fed had taken all his crew 
onboard to inspect the Jacques.  Feds don't tend to 
make that particular mistake these days.)  Likewise, 
launching - assuming all of a boat's Wasps are piloted 
and powered up and ready to go - is limited to the 
number of cargo containers facing the black: if you've 
got 4 containers side by side, you can launch 4 at a time 
(half that number if you want to be safe about it), but if 
you've got 4 of them in a 160 foot long row, you can only 
launch or dock 1 at a time (or 2, if either end of the row 
faces the black). 
 
Wasps are designed for short range trips only; as they 
have no pulse drives, some faster prey can simply 
outrun them.  A Wasp only carries fuel for 60 hours - 40 
if, as usually happens, the Wasp sticks to hard burn 
most of the time - along with air and rations for 3 days.  
Even a trip of that long would require the Wasp pilot to 
sleep in the cockpit, as there ain't no other pressurized 
component onboard.  The pilot's canopy doubles as the 
"airlock" door: it opens to let the pilot in or out.  Given 
this limited deployment, standard Wasps come with an 
ability for pilots back on their carriers to pilot them from 
the safety of the carriers, allowing for kamikaze attacks 
and for Wasps to be deployed around a stationary 

carrier waiting for trouble to come their way...although 
this also allows any half-decent sensor operator on 
whatever boat they care to attack to trace their signal 
and figure out real quick that taking out the carrier - or 
just jamming it something fierce - takes out the Wasps 
immediately, and that's assuming they ain't good enough 
to wrest control of the Wasps.  The computer systems 
can also take control of a Wasp for a short while if 
needed, and put up a pretty decent fight, though this isn't 
a long term strategy - usually what happens is they goof 
up telling friends from foes, and then the swarm of 
Wasps (and they're most always deployed in swarms) 
start seeing each other as the biggest threats around.  
Wasps being piloted manually will usually turn both of 
these features off. 
 
Despite their small size, Wasps are armored and tough.  
Their cockpit canopies - arguably their one "weak" spot - 
are pure synthetic diamond, just as tough as the rest of 
the hull despite being thinner.  The rest of the hull 
incorporates layered armor (accounting for almost a third 
of the tonnage by itself) and redundant systems, 
allowing it to function even after taking a few hits.  One 
of the saving graces is that most folk who pilot Wasps 
ain't exactly top of the line, and thus unable to take a 
Wasp to her full potential, thus making it possible to 
score heavy enough hits to count.  Still, though, when 
faced with a swarm of Wasps, usually the best options 
are to take out the carrier then run (and let their 3 days 
of air run out), or just to run. 
 
They've only got the one, ten-pound gun, fixed forward 
and running along the base of the Wasp, but the boat 
can turn fast enough to aim well enough, and the tip of 
the gun can bend a little bit for further aiming.  Their 
advantage comes in numbers.  Pairs of these can 
quickly decimate most unarmed or lightly armed boats.  
A small swarm of these - as deployed from a small 
transport (say, a 400 ton Jacques) - against a Alliance 
patrol boat makes for some excitement.  A large swarm 
of these - as a bulk cargo liner in the tens of thousands 
of tons might carry - against an Alliance cruiser and 
escorts can quickly turn a boring day into tian fuhn di fu.
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Waterstrider (by ProfGremlin) 

Air Ambulance for First Responders and Search & 
Rescue teams  

 
 
Dimensions (LxWxH) 51.5'x31’x12.5’ 
Tonnage: 107  
 
Speed Class: 2/4 hard burn 
Fuel Capcity: 3.25 tonnes  
Flight Time: 365 hrs  
 
Cost: 2500C  
Maintenance: 214C/yr or 18C/mo.  
 
Crew compliment: 3 (4)  
     Pilot, Communications, Medic (x2)  
 
Passengers: Space for 4 patients with hammocks for two 
more as needed.  
 
Attributes  
Agility d8, Strength d4, Vitality d4, Alertness d8,  
Intelligence d6, Willpower: d6  
 
Initiative: d8+d8  
Life Points: 8  
 
Assets  
Good Name (Minor)  
For those who have been lost in the wilds, seeing a 
Hospitaller Waterstrider come over the horizon is a 
tremendous sight.  
 
Complications  
Short Range (Minor)  
The Waterstrider was never intended to operate on it's 
own in the Black. If necessary it can reach orbit and 
rendezvous with a space station or support ship but it's 
primary mission is planetary medical support.  
 
 
Skills  
Perception: d6  
Pilot: d6  
 
Gear  
Modular Operating Theatre  
Rescue/Survival/Emergency gear  
 

 
Backstory:  
 
In 2501 the Hospitallers Order of First Responders on 
Persephone discovered that the two small and aging 
shuttles they used as converted ambulances were 
insufficient for the task at hand. The Hospitallers was a 
small and relatively new founded organization of 
emergency responders, search and rescue personnel 
and paramedics, numbering 17 men and women. Their 
mission was essentially the rescue and transport of the 
injured. Due to their diverse skills they found themselves 
being called in on a wide variety of situations planet-wide 
ranging from simple scoop-and-runs and extraction of 
the injured from accident scenes, to finding folks lost in 
the wilderness and transporting the injured between 
medical facilities. The small, donated shuttles just 
weren't up to the task being too small and slow for many 
operations.  
 
Ali Rhodes, the founder of the Order, decided to submit 
an open request to several shipyards detailing the 
problems they had encountered and inviting them to 
submit new designs and bids for a replacement Search 
and Rescue vehicle. Several shipyards responded but it 
was the small firm of Gremlin Astronautics that won the 
bid. Orgun Grumwald, owner and operator of Gremlin 
Astronautics, in an effort to get his fledging shipyard off 
the ground, offered to fly to Persephone from his 
shipyard on Hermes, a moon of Boros, and work with the 
Hospitallers directly. It was this personal touch and that 
his bid included the design work for the new vessel at no 
charge that gained Grumwald the bid.  
 
Much to the Hospitallers surprise, when Grumwald 
stated he would work with them directly he actually 
meant he would fly with them on missions to gain first 
hand experience of what worked and what didn't. He 
spent the next month accompanying the Hospitallers on 
various types of calls and speaking with all the 
members. At the end of this time Grumwald returned 
with his findings, sketches and notes to his shipyard on 
Hermes and worked out the schematics for the new 
vessel. It was from this crucible that the Waterstrider 
was born.  
 
So named because the vessel resembles the insect of 
that name, the Waterstrider is a triumph of 
maneuverability and utility. Many of the complaints of the 
Hospitallers revolved around a distinct lack of fine 
control in accessing remote and hard to reach areas 
such as cliff faces, forest clearings, ravines and canyons 
and damaged buildings. This was solved by four 
independent, multi-directional thrusters and a wide 
dropgate rear door. With this configuration the 
Hospitallers save time by being able to maneuver right 
up to the patient wherever they are and, using the wide 
rear door as a stable platform, extract them quickly and 
efficiently. In the off chance that the pilot is unable to 
land or otherwise position the Waterstrider near the 
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patient the rear hatch is equipped with a boom-winch 
that can be swung out and locked into place. It will easily 
lift 1000 pounds.  
 
The Waterstrider is well stocked with everything that a 
first responder/search-and-rescue/paramedical team 
would need. In addition to the various tools needed to 
extract a patient from just about any circumstance the 
Waterstrider carries enough medical supplies on hand to 
make a local pharmacy jealous. At the heart of the 
Waterstrider is an extremely efficient mobile infirmary 
surpassed only by established field hospitals or military 
med-ships. Two medi-comps monitor the four bunks 
providing the Hospitallers a platform for extracting 
significant numbers of people in one trip. While it would 
be ill advised to attempt major surgery while in-flight, the 
Waterstrider has the capability of accommodating such a 
need if the circumstances were pressing enough.  
 
Another complaint that the Hospitallers had was their 
difficulty in locating people in covered or broken terrain. 
Grumwald solved this by installing a sophisticated 
sensor suite skewed towards locating bio-signs and low-
level navigation. With a multitudinous array of sensors 
the crew of a Waterstrider is able to generate a clear 3-
dimensional image of the search area on the pilots HUD 
and pinpoint the location of their target. This system 
coupled with the aforementioned maneuverability of the 
Waterstrider allows the pilot to safely navigate unknown 
terrain in the dark during a thunderstorm. While this is 
certainly not an ideal situation the Hospitallers have 
been called out at any time of the day or night and in all 
types of weather. Their ability to get to their patients as 
quick as possible is often the determining factor in 
whether someone lives or dies.  
 
The standard crew complement of a Waterstrider is 
three: one pilot, one operations/communications officer 
and one medic. Additional space is allotted for a second 
medic, as the situation 
requires. In most crews 
the pilot and comm 
officer can pull double 
duty with some medical 
skill even if thay aren't 
full medics. A 
Waterstrider can 
accommodate four 
passengers on its 
bunks. The lower two 
bunks are fixed with the 
upper two able to be 
folded up and stored out 
of the way until needed. 
In extreme situations 
two additional personnel 
can be transported 
through the use of 
hammocks suspended 
from rings in the 

bulkheads and ceiling. While this configuration would 
make it cumbersome for the medics to navigate the 
cabin it's by far preferable to leaving someone behind. 
On long flights crews have been known to rotate the use 
of the hammocks to catch a couple hours of rest.  
 
With surprising nimbleness and speed, a mobile 
infirmary to make any medic swoon and a sophisticated 
sensor suite the Waterstrider has met all the needs of 
the Hospitallers and then some. Since the delivery of the 
first five craft in early 2503 the Hospitallers haven't had a 
single complaint. In fact, a couple of the original craft 
have been sold off to private parties and new ones 
purchased. Several other planets on the Border and 
Rim, having heard of the Hospitallers success with the 
Waterstrider have purchased their own versions of the 
craft. Gremlin Astronautics has even fulfilled several 
individual requests for custom orders.  
 
 
Known variants  
 
Captains Yacht  
One of the original Waterstrider's sold by the 
Hospitallers was purchased by the captain of a private 
shipping vessel. He left the pilots and operations stations 
as they were but completely removed the mobile 
infirmary. He installed a small pulse engine in the rear of 
the vessel and converted the mid-section of the craft to 
private quarters.  
 
Cargo and Mail Courier  
Some enterprising locals have picked up second hand 
Waterstriders and converted them over to carry mail and 
cargo locally. Cargo capacity is 28 tons.  
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Welland Clipper (by RexFortune) 

 
From Pygar Aerospace Inc. 
CL-38 III 
 
Height: 59' 
Width: 90' 
Length: 220' 
Tonnage: 3,400 tons 
 
Speed Class: 6(8 full burn) 
Fuel Capacity: 160T (800T storage, 1440hrs, 9hrs cruise 
per ton) 
Cargo Capacity: 900T 
 
Complexity: High (44) 
 
Agility: d8 
Strength: d6 
Vitality: d8 
Alertness: d6 
Intelligence: d6 
Willpower: d8 
 
Initiative: d6 + d6 
Life Points: 12 
 
Assets: 
- Fuel Efficient (minor) 
- Allure (minor) 
 
Complications: 
 
Skills and Specialties: 
- Aerial Transport Operation: d4 
- Space Transport Operation: d4 
 
History: (at least for right now) 
 
The CL-38 III was the third and last model in the Welland 
CL-38 series of mid-bulk transport ships built by Pygar 
Aerospace Inc before the Unification War.  Only 28 ships 
were built before the war interrupted production, and of 
those 28, all but 4 were rendered unusable by the war's 
end.  Two of the four were bought immediately by private 
collectors, another was bought at auction by a new 
express company operating out of Athens, and the last 
disappeared into mystery on the very day hostilities 
ceased. 
 

The Welland III's design was an improvement of the 
Welland II by returning to a single main engine and two 
secondary engine pods, like the Welland I.  However, 
the new engines developed by Pygar Aerospace were 
simpler and far more fuel-efficient than those of the 
previous Welland models.  The III was almost 3,000 tons 
smaller than the majestic II, but packed cargo, living, and 
liquid storage areas into less space.  The newer ship 
also remedied some of the aesthetic quirks of the 
previous models.  Indeed, the Welland III project slogan 
was "Smaller, Simpler, Sleeker."  Though the war 
brought a halt to Pygar Aerospace's operations, the 
Welland III was hailed at its debut as the most beautiful 
ship of its time, and had its production not been aborted, 
it is likely that the Welland III would have been a highly-
successful model. 
 
Pygar's designers sought and succeeded in bringing 
looks and utility together in a ship that could handle bulk 
cargo, upper-crust passengers, and beauty contests. 
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White Whale class heavy transport (by 

Thoththegrey) 
Mao's Claw 
 
Dimensions: L 190 X B 110 X H 50 
Tonnage: 4500 tons 
Speed Class: 4 cruise/5 hard burn 
Crew Quarters: 2 doubles, 4 singles 
Fuel Capacity: 80 tons (600 hours) 
Cargo Capacity: 2700 tons 
Gear: 1 twenty ton shuttle, 1 mobile crane, 1 large mule, 
1 forklift, 1 mechanic's workshop (set up in a corner of 
the cargo bay). 
Passenger Capacity: 2 singles 
Armor: 2W 
Price: 108000 credits new. 54000 credits used 
 
Agility D6, Strength D6, Vitality D6, Alertness D6, 
Intelligence D6, Willpower D4 
 
Initiative: D6+D6 
Life Points: 12 
 
Skills: Pilot (Autopilot) D2, Pilot (Navigation) D2, 
Mechanical Engineering (Rawl's Guide to Salvaging) D4, 
Perception (Sensors) D4 
 
Assets 
Sharp Sense (Minor): Rawl upgraded the sensor 

software package when he converted the ship from a 
flying theater to a salvage vessel. The Mao's Paw 
receives a +2 step bonus to Alertness when performing 
short range scans. 
 
Tough as Nails (Minor): The White Whale class was built 
heavy, with thick bulkheads. The addition of the massive 
mag scoop has helped thicken the ship's hide further.  
 
Complications 
Memorable (Minor): There are only twelve White Whale 
class ships in the 'verse and only one of those, the 
Mao's Paw, has a mag scoop fixed to the front like some 
sort of snow plow. Folks tend to remember that sort of 
thing. 
 
Seen Better Days (Minor): The Mao's Paw was built 
about a score of years ago. 
 
Slow Throttle (Minor): Unfortunately, while the Paw is 
well armored it isn't exactly fast on the draw. It isn't 
capable of the full burn that a ship of it's size should be 
able to achieve. 
 
Ugly as Sin (Minor): The boat wasn't pretty to begin with. 
With that mag scoop hitched to the front it is even uglier. 
 
Maintenance: 8100 credits/year. 675 credits/month. 
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The White Whale was the brainchild of Roger Chin, an 
executive at the T-Squared Entertainment Group. Chin 
imagined mobile theater troops and musical reviews 
wandering from world to world on the Rim. The MEUs 
(mobile entertainment units) would be small in order to 
minimize expenses and maximize profits, especially 
since the culture starved yokles on the Rim would pay 
anything to experience some civilized entertainment. Or, 
so Chin thought, anyway. 
 
Chin sold his bosses on the idea and T-Squared 
contracted Iskellian Technology Solutions to create their 
mobile theaters. Iskellian had the perfect ship for the job. 
One of their engineers, a man named Koya Hermann, 
had designed a craft that was too small to be a cargo 
freighter, too heavy to be a transport, and, quite simply, 
ugly as sin. Hermann was in love with the design, 
though, and kept pushing the ship for every new project 
that came along. That's how the design got it's name. 
People kept comparing Hermann and his ship to Ahab 
and his white whale. 
 
With the T-Squared job, the White Whale class heavy 
transport finally had a purpose. The large forward 
section was formated into a small theater with a stage 
and as many seats packed in as was ergonomically 
possible. T-Squared ordered twelve: the Pussycat, the 
Candygirl, the Master Blaster, the Hologram, the 
Chipmunk, the Electric Mayhem, the Baby on Board, the 
Banana Split, the Rocker, the Rasin, the Starlight, the 
Impossible. Roger Chin named them himself, though no 
one understood his thought process on the matter. 
 
The mobile theater project proved to be a luke-warm 
success at best. Under Chin's leadership the program 

chugged along for about a decade. When he retired the 
program was discontinued in favor of more profitable 
ventures. The twelve White Whales were sold at auction. 
 
The Pussycat was bought by Huxley T. Rawl. Rawl had 
no interest in a mobile theater but he did see potential in 
the White Whale class. He sunk quite a bit of money into 
the ship. He attached a mag scoop to the front and 
gutted the theater in favor of cargo space. The mag 
scoop made it neccesary to raise the bridge roughly 
twenty feet and the extra space that created was used to 
install a small pilot's bunk. 
 
Rawl made a decent living on the Rim, using the 
Pussycat with her new mag scoop as a salvage vessel. 
Then the war came and Rawl went from making a 
decent living to making a great living. The Independents 
needed every piece of scrap metal and every spare part 
they could get their hands on but they didn't have the 
resources to salvage themselves. Things were going 
smooth until the war ended. As an Independent 
sympathizer, Rawl wasn't able to get a salvage license. 
He kept salvaging anyway, though, and eventually he 
was caught. The Pussycat was auctioned off for a 
second time in order to pay for Rawl's defense. 
 
Luckily for Kenneth Ling, few people wanted to bid on 
the ugly ship. The son of a dance hall owner on Regina, 
Kenneth wanted nothing more than to get out there and 
see the universe. He used his savings and his 
inheritance to purchase the ship for far below what it 
should have fetched. The first thing Kenneth did was to 
change the name of the ship from Pussycat to the Mao's 
Claw. Then he hired himself a crew. That was a few 
years ago. He's kept her flying ever since. 
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Work Horse Light Cargo Hauler (by Darren) 

 
Dimensions (LxBxH): 45 feet x 12 Feet x 16 Feet 
Tonnage: 86.4 
Speed Class: 4/6 
Fuel Capacity/Tonnage (Hours): 4 tons (800 Hours) 
Crew Quarters:1 Dingy (8 tons) 
Cargo Capacity: 40 Ton in one standard Container 
Passenger Quarters:0 
 
Attributes: 
Agility:D4 
Strength:D2 
Vitality:D4 
Alertness:D6 
Intelligence:D6 
Willpower:D2 
 
Initiative D4+D6 
Life: 4 
 
Traits 
Assets: Every One Has one {minor}, Fuel Efficient 
{Minor} 
Complications: Branded {Major}, Ugly as Sin {Major} 
 
Skills: D6 Pilot , D6 Perception 
 
Complexity: Very Low 
Price: 1,382.4 
Maintenance Cost: 69.2 Total / 5.8 Per month 
 
Armaments: None 
Armour:None 
Craft:None 
Gear :None 
 
Background/Information: 
Note they is NO access to the Cargo from inside the 
Ship. 
 
Built from the start with no consideration for the crew 
what so ever. The Handson Corp's Goal was to build a 
range of ships for the huge "Fleet" sales possible to the 
Large transport company's.  

 
Ships that would be bought the company's accounts not 
those who would have to fly them. As such they were 
deigned with a spec an accountant would love. Low cost 
, low fuel consumption and Low matainance costs. They 
have good sensors and auto pilots to protect the cargo 
and a reasonable speed. But accommodation is 
cramped and spartan and matanance is a nightmare in 
the cramped spaces that Mechanics like to call a "tight 
Design". They sold in the 1,000's and as such Handson 
Corp considers then a successful deign. 
 
But Spacers hate then, calling then "The Skoda's of the 
Black" in reference to a famously terrible car from earth 
that was. A common saying is "If you want to see 
everything a Ship should NOT be, look as a Skoda". The 
hated for the class is such that any Pilot crewing one is 
generally looked down on as a 2nd class spacer.   
 


