Sy

J [ ] o [ ]
VersioN 7.1 (BoosTer). COpYRIGHT Ken Young 2024-202%. All riGHTs reserved. http://www.roaringrockets.org/

Dasic

CRrew: SpAce TRAVEL is work, mucH like flying an airplane. All of THe cHARACTERs
must pull 12-Hour shifis piloTing, Navigating, cHecking THinGs, maintain THINGS, Aand
doing Housekeeping like cooking & cleaning.

STREAMLINING: SpacesHips ARe sTReamlined and  Have fins for flying THrRoughH
ATMOSPHERE AT SeverAl Hundred miles per HoOurR. Space Has THe occasional
HydroGgen molecule, so using THe overdrive is quite like flying ThHrough
ATMOSPHERE. Fast sHips Need TO be MORE sTreamlined, and slow ones less so. THe
less strReamlining, THE MORE space iT Has for ThHings like carGo. Space ships Need
10 slow down in nebulas orR THey will overHeart.

Power plant: THE pOweR pIANT GENERATES ENERGY fOR THE ResT Of THE sysTems.

Fuel: Spacecrali do Not use fuel. THEiR power plants Take A small quantity of
rRadium, wHich powers THEm for About A MONTH of conTiNuOUS USE. A SpACECRAFT
witting idle does NoT use Radium. Radium slowly decays, and you lose hHalf 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 Rrebuilding it. This is
NOT SOMETHING THE cRew can do ON THEIR OWAN.

Tesla engines: THE engines sHooT sparks out THe back whHen THey operate. They
push THe ship THrRougH space.

FasTER-THAN-liGHT: INTERSTELIAR spAcecrAfT HAave AN OVERARIVE THAT lers THEM cOvErR
aAbout A ligHT-yeaR every day. SOME vessels Go fasteER OR slower THAN THAT. A fast
SPACECRAIT cAN GO 2 ligHT-years in A day. THE overdrive is connected 1O THE
ENGINES, ANd caNNOT function witTHout THEwm.

GRAVITY & HOVERING: SpAcecrAfT Have Artificial GRAVITY GENERATOR plaTes inN THEIR
floors. THey ler THE cRew OpERATE iN NORMAL GRaviTy insTEad Of zEro-G. ONcEe THE
polarity is Reversed, THE sHip can Hover Noiselessly OVER pIANETS wiTH GRaviTy.
THe poWEeR-pIANT musT be WORKING TO use THE GRAviTy-plATES.

Scope: THe scope is like A combinatioNn RAdAR, FLIR, ANd TElescOpe onN 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-rRed 1O 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.

INTERSTELIAR  RAdiO: GOEs -10 light years ANd  pROVIAES  INSTANTANEOUS
COMMUNICATION. MosT MEdium ANd |ARGER SPACECRART HAVE ONE.

CyrocHAmbERs: put someone iN cold sleep. THey ARe used TO TRANSPORT
PRISONERS, INJURED DEOpLE, ANd dESPERATE PASSENGERS. TIME PASSES VERY slowly for
people fROzeN iN A crRyocHAmbER. THE pROCEss is safe but unpleasant; you wake
up feeling like you Have ThHe flu for A few days. Not all sHips Have cryocHambers
Self-sealing bulkHeads: THese seal small leaks and TURN |ARGE Holes inTo slow leaks
THAT can be patched. IF A spacecrafr is suddenly damaged, ThHe self-sealing
bulkheads qive THE CREw ENOUGH TIME TO pUT ON SPACE SUITS.

UNderwATER: A space sHip makes A premry good submaring, but cannoT o deep
(just 150 feer or Y0m). Spacesuits make Acceptable diving suits down 1O This
depth as well. Most domed UNAERWATER ciTies ARE NO dEepPER THAN THAT.

LANdiNG GEAR: THERE ARE TWO CATEGORIiES Of sHip based on How They |and. Belly-
anders  usually Have skids. Tail-sitters usually Have Tail-fins THat double as A
landing TRipOd.
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Size: Fighting sHips ARe NOT big. A power plant THAT TAakes A loT of
damage wHile Generating power may explode like in THE movies. Nobody
WANTS TO lose A big expensive sHip 1o A lucky Hit, so most fighting sHips
ARE THE size Of AN AIRLINER OR SMaIlER.

Ray qun: SHOOTS AN ENERGY RAy. IT can be ser 10 destroy orR disruprt.
Destroy sHoots Holes in THE TARGET. DisrupT causes THE system it Hits 1O
cease funcrioning for A WHile.

CanNoN: It fires exploding sHells, but does NoT sHOOT As fAR As A RAYy GUN.
AUTOCANNON: A smaller cannON THAT fires loTs of sHells quickly.

Deflector: A deflecTor, if properly angled, can deflect A ray qun 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: Bullers & rays frRom pistols & Rifles bounce off of the hull of
mMedium ANd [ARGER SPACECRAIFT.




Militany-

* Coil qun: THis is AN elecTRomaGNETIC [AUNCHER 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 qun Runs down THe lengTh of THe vehicle,
which must be built ARound i1. Non-military Vehicles could carry This, bur
do not for pRAcTicAl REASONS.

* Torpedo: A ROCker TORpedo is A SHORT-RANGE SINGlE-UsE WEApON. MulTiple
TORpEdOES caN be launcHed AT A TARGET iN A salvo.

* Missile launcHer: Missiles ARE rRadAR Guided. THey ARe NOT Effective AT SHORT
RANGE because THey Need 1O TRACk THEIR TARGET. Fach [aUNCHER Has A small
TARGETING RAdAR ANd Half A dozen OR MORE Missiles THAT must be firRed 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 [ARGE WwaRsHips And ARe used TO
MERCilessly bombaARd TARGETS ON A plANeT.

* ECM: This system inTerRfERes wiTh missiles and oTHER Homing WEApONS,
poTenTiAlly causing THEM TO Mmiss. 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 [ARGE sized waARsHips. IT blocks ONE Ray HiT AT A TimE,
aNd Always woRrks. 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: ONnly big slow sHips Have this. It rReduces THe damage of every
Hit. THe weigHT penalty of ARMOR is significanT.




