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Basic systems
• Crew: Space travel is work, much like flying an airplane. All of the characters

must pull 12-hour shifts piloting, navigating, checking things, maintain things, and
doing housekeeping like cooking & cleaning.

• Streamlining: Spaceships are streamlined and have fins for flying through
atmosphere at several hundred miles per hour. Space has the occasional
hydrogen molecule, so using the overdrive is quite like flying through
atmosphere. Fast ships need to be more streamlined, and slow ones less so. The
less streamlining, the more space it has for things like cargo. Space ships need
to slow down in nebulas or they will overheat.

• Power plant: The power plant generates energy for the rest of the systems.
• Fuel: Spacecraft do not use fuel. Their power plants take a small quantity of

radium, which powers them for about a month of continuous use. A spacecraft
witting idle does not use radium. Radium slowly decays, and you lose half of
the remaining radium every 7 years. A radium recharge involves a team of skilled
mechanics spending a day taking apart the power-plant and rebuilding it. This is
not something the crew can do on their own.

• Tesla engines: The engines shoot sparks out the back when they operate. They
push the ship through space.

• Faster-than-light: Interstellar spacecraft have an overdrive that lets them cover
about a light-year every day. Some vessels go faster or slower than that. A fast
spacecraft can go 2 light-years in a day. The overdrive is connected to the
engines, and cannot function without them.

• Gravity & hovering: Spacecraft have artificial gravity generator plates in their
floors. They let the crew operate in normal gravity instead of zero-G. Once the
polarity is reversed, the ship can hover noiselessly over planets with gravity.
The power-plant must be working to use the gravity-plates.

• Scope: The scope is like a combination radar, FLIR, and telescope on a TV
screen. It can detect objects in space like a radar, and it can zoom in on things
like a telescope. But not both at the same time. FLIR mode uses infra-red to pick
up heat signatures. Most ships with a crew of more than 2 have a scope. It is
usually positioned so the copilot can use it, or a third crewman could use it
instead.

• Interstellar radio: goes 5-10 light years and provides instantaneous
communication. Most medium and larger spacecraft have one.

• Cyrochambers: put someone in cold sleep. They are used to transport
prisoners, injured people, and desperate passengers. Time passes very slowly for
people frozen in a cryochamber. The process is safe but unpleasant; you wake
up feeling like you have the flu for a few days. Not all ships have cryochambers

• Self-sealing bulkheads: These seal small leaks and turn large holes into slow leaks
that can be patched. If a spacecraft is suddenly damaged, the self-sealing
bulkheads give the crew enough time to put on space suits.

• Underwater: A space ship makes a pretty good submarine, but cannot go deep
(just 150 feet or 50m). Spacesuits make acceptable diving suits down to this
depth as well. Most domed underwater cities are no deeper than that.

• Landing gear: There are two categories of ship based on how they land. Belly-
landers usually have skids. Tail-sitters usually have tail-fins that double as a
landing tripod.
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Fighting systems
• Size: Fighting ships are not big. A power plant that takes a lot of

damage while generating power may explode like in the movies. Nobody
wants to lose a big expensive ship to a lucky hit, so most fighting ships
are the size of an airliner or smaller.

• Ray gun: Shoots an energy ray. It can be set to destroy or disrupt.
Destroy shoots holes in the target. Disrupt causes the system it hits to
cease functioning for a while.

• Cannon: It fires exploding shells, but does not shoot as far as a ray gun.
• Autocannon: A smaller cannon that fires lots of shells quickly.
• Deflector: A deflector, if properly angled, can deflect a ray gun hit. There

is a lot of skill involved in doing this. One deflector can attempt to
deflect one ray shot at a time.

• The hull: Bullets & rays from pistols & rifles bounce off of the hull of
medium and larger spacecraft.
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Military-only systems
• Coil gun: This is an electromagnetic launcher that shoots a rod of metal

really fast. It typically goes in one side of the target and out the other.
Not even armor stops it. A coil gun runs down the length of the vehicle,
which must be built around it. Non-military vehicles could carry this, but
do not for practical reasons.

• Torpedo: A rocket torpedo is a short-range single-use weapon. Multiple
torpedoes can be launched at a target in a salvo.

• Missile launcher: Missiles are radar guided. They are not effective at short
range because they need to track their target. Each launcher has a small
targeting radar and half a dozen or more missiles that must be fired one
at a time. Like all weapons, its ability to hit a target depends upon the
skill of the operator. There are no fire & forget missiles in this genre.

• Bombard: This big weapon goes on large warships and are used to
mercilessly bombard targets on a planet.

• ECM: This system interferes with missiles and other homing weapons,
potentially causing them to miss. There is a lot of skill involved in doing
this. One ECM can attempt to deflect one missile at a time.

• Force field: A force field is not a small system, and is only found on
some medium and large sized warships. It blocks one ray hit at a time,
and always works. So if the ship takes a salvo of ray beams, the force
field will block one of them. Force fields cancel each other instead of
combining, so no ship has more than one.

• Armor: Only big slow ships have this. It reduces the damage of every
hit. The weight penalty of armor is significant.


