D20 Space… Ships!

By Bill Palecek

What’s a space game without ships?  Nothing, that’s what.

These rules are primarily an adaptation of the old Alternity ship rules, changed for use with the d20 Modern vehicle combat rules.  Any feedback is appreciated.

Section Two- Ship Systems

(All numerical data is provided in an excel file.)

Hulls:

A ship’s hull type determines a few things for the ship.  Other than general purpose and configuration, hull size determines the number of compartments available for the ship.  Each compartment is a specialized area of the ship used for storing certain types of systems.  The size of the Hull also determines the amount of durability points the ship can divide among its compartments.  Each compartment must have at least 1 and at most 10 points of durability.

The number of durability points a compartment has is the number of durability points worth of systems the compartment may contain.  Additionally, the compartment has 10 hit points for each durability point assigned to it.

Whenever a compartment is damaged, it must make a Durability check DC 15 (adding Durability to the d20 roll) or one randomly selected system in that compartment goes offline.

Hulls are divided into two categories, Civilian and Military.

Compartments:

Each compartment is designed to hold different types of systems.  While technically a ship could get by with only Command and Engineering compartments, it is often more cost effective to use different types.  (Most compartments are free, but Command and Engineering compartments beyond the first each add +1 to the purchase DC of the ship.)

The types of compartments are as follows:

Command:

Each ship must have at least one Command compartment.  The command compartment contains a Commander station, a Pilot station, and a Co-Pilot system.  Any station that is provided by another compartment or ship system is also present on the Command deck- for example, an Engineering compartment provides an Engineering station, and thus the Command compartment will have one also.  All ship systems can be controlled from either the compartment they are installed in or the command compartment.

Command compartments tend to include electronic systems, and occasionally the offensive systems.  Additionally, they can serve as crew quarters.

Allowed Systems:  Communication, Computer, Crew, Defense, Sensor, Weapon

Engineering:

Each ship must have at least one Engineering compartment.  The Engineering compartment provides an Engineering station.  Engineering compartments tend to contain engines and power plants, and the technology to allow the ship to break the light barrier.

Allowed Systems:  Cargo, Drive, Engine, Power, Support

Weapons:

Contains offensive and defensive systems.

Allowed Systems:  Defense, Weapon

Auxiliary:

Contains backups for certain Engineering systems.  Provides an Engineering station, if it has a Power system.

Allowed Systems:  Power, Support

Electronics:

Used for storing high-tech and fragile systems.

Allowed Systems:  Communication, Computer, Defense, Sensor

Cargo:

Used for storing your junk.

Allowed Systems:  Cargo

Crew:

Home… it’s where you hang your hat.

Allowed Systems:  Crew

Systems:

These are the important parts of the ship, the parts that actually do stuff for you.  Each system must be installed in a compartment, and uses up durability from that compartment.  Most systems require a number of power factors to be used; otherwise they do not function.  Systems with an asterisk are foreign in nature- they require more technology than the Free Planets have, and are of Earth, Drentrasi, or Velshoon origin, but may still be available for sale.

Power Systems:

These are the systems that generate power so your fancy toys can do stuff.

Fission Generator:  By utilizing nuclear reactions, Fission Generators turn Uranium fuel into energy, leaving behind radioactive waste… that can be recycled for more fuel.  Less efficient than Fusion Reactors, they’re fairly cheap.  Each Fission Generator comes with enough fuel to run for ten weeks.  Extra fuel supply takes up one point of durability for each twenty weeks.

Fusion Generator:  By using a different nuclear reaction, Fusion Generators turn Hydrogen into energy.  Each Fusion generator requires a Hydrogen Fuel Tank.

Solar Cell:  Solar cells get their power from nearby stars.  The number of Power Factors generated depends on distance from the star:

<.5 AU: 6/cell

.5-5 AU: 4/cell

5-50 AU: 2/cell

>50 AU: none

(AU= Astronomical Unit, or the distance from the Sun to the Earth.)

Grav-Fusion Cell*: Like a Fusion Generator, but utilizes gravity fields to enhance the reaction.  Grav-Fusion cells are used by Earth, Drentrasi and the Velshoon, and are fairly easy to obtain.

Engine Systems:

Without engines, one is dead in space.  It’s how you get from point A to point B and outrun EarthMil.  Each engine generates a number of ‘movement points,’ which are used to generate the ship’s speed.  Larger ships require more movement points to generate an effective speed.

Fusion Torch:  By emitting a constant fusion explosion, one propels the ship forward.  Similar to archaic chemical rockets, but much more effective.  Can’t really be used for docking maneuvers or entering planetary atmosphere, due to the kilometer long ‘torch.’  Requires a Hydrogen Fuel Tank.

Ion Engine:  The Ion Engine breaks down molecules and expels the ions with a magnetic impeller.  Like the Fusion torch, it may not be used in atmosphere for most docking maneuvers.  Requires a Hydrogen Fuel Tank.

Space Sail:  A space sail is a set of photo-responsive wings to catch the solar wind, allowing the Ship to simply ‘sail’ along in space.  Sails cannot be used in atmosphere or for docking.  Space Sails are more effective close to stars, as the Movement point table shows:

<.5 AU: 3/sail

.5-5 AU: 2/sail

5-50 AU: 1/sail

>50 AU: none

Planetary Thruster:  Planetary Thrusters are smaller engines, usually scramjets.  They are required for many ships that wish to dock with Stations or land on planets- which should be all of them.  One Thruster is required for each full 10 points of Durability of the Ship.

Induction Drive*:  By creating artificial gravity wells, an Induction drive can move a ship extremely quickly and gracefully.  The Induction Drive can be used in atmosphere, but cannot go as fast as it would normally in such a situation.  Earth and the Drentrasi possess Induction Drives, but the technology is fiercely protected.

Drive Systems:

Without a Drive, even the fastest Induction Drive can’t break the light barrier.  By properly aligning the matter of the ship, Drives allow the craft to enter Drivespace, a dark, featureless reality.  After a given period of time in Drivespace, the ship reappears in normal space, far away from its original location.  Gatedrives and Jumpdrives are the two common drive systems, although it is rumored that the Drentrasi have some sort of other, unconventional and seldom used Drive system.  Neither drive system can be used inside a planetary system- the localized gravitational forces interfere with the movements into Drivespace.

Gatedrive*:  A Velshoon invention shared with the Free Planets, a Gatedrive allows a ship to use the strategically located Jumpgates to enter Drivespace, and travel to other Jumpgates within a given distance.  The ship spends 11 hours in Drivespace.

Jumpdrive*:  Used primarily by Earth and the Drentasi, Jumpdrives put on a ship all the technology necessary to enter Drivespace.  Jumpdrives do give the ship flexibility of being able to enter or exit space pretty much anywhere, however a ship must spend more time in Drivespace- 121 hours, to be exact.  Jumpdrives take 7d12 + 36 hours to recharge before they can be used to enter Drivespace again.

Support:

Support systems are the ones that keep you and your crew alive and functioning.

Life-Support:  Life-Support systems regulate temperature, air flow, pressure, and generally make it possible to live in the ship.  For every 20 points of durability or fraction thereof, one Life-Support unit is required.  Parts of the ship may lack life-support, thus making the ship require fewer Life-Support units.  This is decided on a compartment by compartment basis, and is difficult to change, requiring major reconfigurations.  Entering compartments without life-support can only be done if the ship is docked in a hanger or is on a hospitable planet, or if the character is wearing a space suit.

Recycler:  Recyclers allow food, air, and water supplies to last four times longer than they normally would.  (Supplies are detailed under Crew.)

Workshop:  A machinery facility that grants a +2 bonus to all Repair, Craft: Manufacturing, Craft: Electronics, and Craft: Structural checks.

Hyper-Capacitor:  A Hyper-Capacitor stores 10 power factors.  Unused power factors can add to the store, and in situations where extra power is needed, the power can be drained to power systems.

Auto-Support*:  Used by all the more advanced societies, Auto-support is an integrated version of life-support that requires no durability to be installed (but must still be assigned to a compartment.)  Functions as Life-Support, and can be use in place of it.

Sensor Systems:

Sensors are used to detect nearby objects, and can be used to aid offensive fire.  Each installed Sensor system provides a Sensors Station.

Air/Space Radar:  Standard active radar.  Allows a user to use Sensors.

EM Detector:  A passive system for detecting radar and radio signals- used for detecting targets that use their own active sensors.  The Computer Use check for sensors gets a +2 bonus if used on targets using active sensors systems, and a –2 penalty on other targets.

IR Detector:  A passive system for detecting heat signatures in the cold of space.  Grants a +2 bonus against targets using a Fusion Torch or Ion Engine.

Multiband Radar*:  A ‘smart’ radar system, programmed to quickly shift frequencies as needed in the situation.  Grants a +2 bonus to all sensor uses.

Defense Systems:

Since not all intelligent life is friendly, systems to interfere with the aggressive actions of others or protect one’s own aggressive actions can be fairly important.

Armor:  By plating one’s hull in micro-engineered plastics or tough metal alloys, one can gain resistance against attacks.  Armor comes in two varities, Polymeric and Alloy, and three amounts: light, moderate, and heavy.  Unlike other systems, armor is applied over the entire ship and consumes durability of the ship- none for light armor, 10% for moderate, and 20% for heavy.  These durability points are still allocated to compartments for the purpose of determining hit points, but may not be used to buy other systems.

Unarmed ships have a base hardness of 5.  Armor increases this significantly.

Chaff:  Chaff launchers create millions of shards of magnetic fiber, seriously messing with active sensors and missile launchers.  A readied action to use Chaff gives a –4 penalty to fired missiles, and to Sensors Operators using active sensors to aid the attack roll.  A chaff system creates and requires a Gunner Station.

Damage Control:  Damage Control systems protect up to 20 durability worth of compartments, and provide a +4 bonus to any durability checks made to prevent systems going off-line when the compartment is damaged.

Jammer:  A jammer system is used for ECM: electronic counter-measures.  The character using Jammers makes a Computer Use check, which replaces the ship’s Defense Class against missiles and DCs for opposing Computer Use (for active sensors purposes) checks if it is higher.  A jammer system creates and requires a Gunner Station.

Point-Defense Gun:  A specialized rail-gun, used for shooting down incoming missiles, designed to fire in all directions.  If the user succeeds in an opposed attack roll against the incoming missile, it is destroyed.  A Point-Defense gun can also be used as an offensive weapon, if need be.  The Point-Defense Gun creates and requires a Gunner Station.

Communication Systems:

Used for sending and receiving messages.

Radio Transceiver:  The only Communication system in common use, the Radio Transceiver sends messages at the speed of light.  Near instantaneous for tactical purposes, but agonizingly long for long-range messages.  Most inter-system communication is done by courier ships.

Computer Systems:

The Computer is the network that makes sure the ship systems talk to each other.  All ships come with a Computer Core in the Command compartment, but extra computers may be purchased to provide backups and aid systems.

Computer Core:  A computer core allows characters to do computer-y things.  An advanced Comp. Core grants a +2 bonus to basic computer use checks, and can run Dedicated Computer Systems.  Dedicated Computer Systems come in several varieties and add +2 to skill [or other] rolls related to a certain activity: Battle (attack rolls), Communications (Computer Use for jamming, sending and receiving signals), Defense (Computer Use for Jammers, Attack rolls for Point-Defense Guns), Engineering (Repair, Craft: Electronics, Metallurgy, Structural), Navigation (Navigation, Pilot), Medical (Craft: Pharmaceutical, Treat Injury), Sensor (Computer Use for sensors), Database (given knowledge skill, related Research).

Crew Systems:

These are the systems that house the ship’s crew, and those that make their job easier.

Quarters:  Basic living quarters and mess facilities.  Each constitutes room for 6 people with private bunks, with restrooms, a mess area, and a lounge.  More Spartan accommodations, with rotating bunks, little storage area, and no lounge can fit 10 people in the same area.  (More people can be crammed in the area, but would be hard pressed to live in it over an extended period of time.)  Each unit of quarters has supplies- food, water, air- for the crew to last 10 weeks.  An additional 20 weeks of supplies costs 1 durability point.

Passenger Suite:  First-class staterooms, a lounge, a dining room, and a high-quality galley.  For those ships looking to carry passengers, or for those crew who spare no expense, passenger suites are a must.  Passenger suites house two people in luxury quarters, or four people in more moderate but still comfortable quarters.  Like standard quarters, supplies last 10 weeks, (plus 20 weeks for an extra durability point.)  These supplies are better, especially in the food department, and probably come with some fine Chardonnays.

Laboratory:  A small suite of offices and labs for four technicians to conduct research and experiments.  Use grants a +2 bonus to Knowledge: (Earth and Life Sciences, Physical Sciences) and Craft: Chemical checks.

Sick Bay:  A comprehensive care and treatment facility with room for four patients, with plenty of good medical equipment.  Provides a +2 bonus to Treat Injury or Craft: Pharmaceutical checks.

Cargo Systems:

Storage facilities, for cargo and fuel.

Cargo:  Standard storage space.  Each durability point gives 24 cubic meters of storage space.

Autocargo:  As standard Cargo, except features automated systems for loading and unloading of cargo.  (Only requires power during loading and unloading.)

Fuel Tank:  Fusion Generators, Fusion Torches, and Ion Engines require large tanks of Hydrogen Fuel for use.  Each tank fuels one such system for ten weeks.

Hangar:  Hangars are used for storing vehicles, such as smaller spacecraft and ground vehicles, and contains facilities for repair, refueling, and other routine maintenance.  Each 1 point of durability in the Hangar allows it to carry 10 hit points worth of vehicles.  Hangars that carry space vehicles are set up with launch facilities.

Weapons:

The best defense is a good offense.  Rail guns must point in a specific firing arc.  Missile launchers are exempt from firing requirements.  Launch Racks, Launch Tubes, and Rail Guns provide and require a Gunner Station.

Launch Rack:  A one-shot storage and firing facility for missiles.  Mounted externally, a Launch Rack is quite obvious looking, and can carry up to five missiles.  A Launch rack cannot be reloaded during combat, and requires a port or extravehicular activity.

Launch Tube:  A more complex (and less visible) missile storage and firing system that consists of a launch rail and a magazine containing ten missiles.  Each extra durability point adds room for five more missiles.  The missiles may be launched in any order.  The launch tube can be reloaded during combat, but it is often more effective to simply expand the size of the launch tube.

Anti-Radiation Missile*:  A high-tech missile designed to hone in on jamming signals.  Ignores penalties due to enemy jamming and gets a +2 bonus to hit against ships jamming or using radar.  Developed by the Drentrasi, who are more than willing to sell them to humanity.

Conventional, High Explosive Missile:  A traditional smart warhead with big ol’ explosions.

Nuclear Missile:  Highly controlled and highly dangerous, but ridiculously easy to make, Nuclear Missiles don’t really have to aim too much, only really having to explode within a few kilometers of the target.  They get a +4 bonus to hit, but also add +2 to the roll for compartment location.

Submunition Pack Missile*:  A missile carrying a bundle of depleted uranium, designed to strike with high velocity and massive energy.  Used predominately by Earth forces.

Rail Gun:  An electromagnetic accelerator that fires projectiles at high velocities.  Often fires projectiles in groups, creating a shotgun effect.

Turret:  A system allowing a weapon (like a Rail Gun) to fire in three of the four firing arcs instead of just one.

Entry and Exitways:

To get on a ship, one usually needs to go in an airlock, or though a Cargo bay or Hanger (which automatically have entrances and exits).

Airlock:  Standard way of getting on or off a ship.  All ships come with one airlock, which uses no durability and comes in a compartment of the designer’s choosing.

Reentry Capsule:  Emergency way of getting off ship.  Each ship comes with one, which uses no durability and comes in one compartment.  Houses room for one person, with 48 hours of oxygen.  No navigation control.

Escape Pod:  Emergency way off of a ship, but with more amenities and chance of survival.  Houses eight people, and has food, water, air and power for four weeks.  No engine, but can land on a planet, and has a broadcast beacon.

Boarding Pod*:  A way off ships… and then on to others.  Comes with engines, clamps, and welders.  Room for ten commandos and their gear.  Extremely popular with EarthMil.

Reading the Spreadsheet:

First column is name of system, hull configuration, or compartment type.  For systems, third column is power generated or used, depending on system.  Forth column is durability- for hulls, amount provided, for systems, amount used.  The fifth column is cost- for hulls this is the base Purchase DC.  For systems and compartments, this modifier adds to the purchase DC.  In the case of systems that say “1: up to X”, the first system of that type is free, but if more than one are bought, every X systems or fraction thereof increases the purchase DC by one.  Yes, ships are expensive.  No, you can’t take a feat to get one.

