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EMISSARY-CLASS TL14 200-TON COURIER VESSEL

Medium Starship

Interstellar travel during the Recovery Period of the New Era has been dangerous, due to the presence of many enemy vessels in
the Wilds: Vampire vessels controlled by Virus, SDBs defending xenophobic systems, aggressive pocket empire patrols, and so on.
Yet, if the Fourth Imperium is to grow, diplomats must travel to worlds that are not safely within Imperial boundaries. The Emissary-
Class courier vessel, based on similar designs used by the previous Imperium and other polities, is the Imperium’s answer to the
challenging nature of interstellar travel. Diplomats and other important travelers find this vessel useful for quick, independent travel
both within and beyond Imperial boundaries.

This needle-shaped vessel is built within a 200-ton hull. It carries a Maneuver drive capable of 2-G acceleration, as well as a Jump-3
drive, and the fuel capacity for one three-parsec jump. The power plant provides enough energy to power both the Jump drive and
the Maneuver drive simultaneously, with sufficient excess energy to provide the best agility possible with its Maneuver drives. The
Emissary-class is typically armed with two batteries of beam lasers. This courier vessel carries four staterooms, two for the ship’s
crew, and two for diplomatic passengers. This vessel does not normally carry subcraft, although modified versions exist that trade
out five tons of cargo space for an air/raft hanger. The Emissary-Class's 29.4-ton cargo hold is primarily used to carry emergency
supplies or similarly sensitive cargo.

The Emissary-Class Courier Vessel requires a crew of four: one pilot/astrogator, one engineer, one medic/gunner and one gunner.
The Emissary-Class starship costs MCr136.4 new, and takes 11 months to build.

TL14 200-TON COURIER VESSEL

Class: Spacecraft, Emissary (Type CV) EP Output: 21 (4 excess) Battery: One triple turret; 3 beam
Tech Level: 14 Agility: 2 (+4 EP) lasers; +4 attack bonus (+4 USP);
Size: Medium (200 tons) Initiative: +2 (+2 agility) Damage 4d8.

Streamlining: Airframe AC: 12 (+2 agility) Battery: One triple turret; 3 beam
Jump Range: 3 Repulsors: None lasers; +4 attack bonus (+4 USP);
Acceleration: 2-G Nuclear Dampers: None Damage 4d8.

Fuel: 91 tons Meson Screens: None

Duration: 4 weeks Black Globes: None

Crew: 4 AR: 0

Staterooms: 4 SI: 115

Small Cabins: 0 Main Computer: Model/3 (300 CPU)

Bunks: 0 Sensor Range: Medium (Model/3)

Couches: 0 Comm. Range: Medium (Model/3)

Low Berths: 0

Cargo Space: 9.4 tons Cost: MCr136.4 (new)

Atmospheric Speeds: NoE = 1175kph

Cruising = 3525kph Maximum = 4700kph

Other Equipment: None.

TAS Form 3.1 (Condensed)

Design Specifications

Installed Components Tonnage (dTons) Cost (MCr) EP

200-ton hull (Needle/Wedge) 200 24

Airframe -10 2.4

Bridge -20 0.1

Computer (Model/3) -0.3 31.8 -1
Flight Avionics (Model/2) -0.8 (5.4)
Sensors (Model/3) -0.9 (14.4)
Communications (Model/3) -0.6 (12)

Jump Drive 3 -8 32 -6

Jump Fuel -60

Maneuver Drive 2 -10 7 -4

TL13 Power Plant -21 63 21

Power Plant Fuel -21

2 Hardpoints 0.2

2 Triple Turrets -2 2

6 Triple Beam Lasers 6 -6

4 Staterooms -16 2

Cargo -29.4

Totals 0 MCr170.5 (MCr136.4 with 20% standard design discount)

Designation of Open Game Content
The final TAS Form 3.1 (Condensed) for the Emissary-Class courier listed in this work is considered Open Game Content, under
section 1d of the Open Gaming License Version 1.0a.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All
Rights Reserved.

1. Definitions: (a) "Contributors" means the copyright and/or
trademark owners who have contributed Open Game Content;
(b) "Derivative Material" means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed
or adapted; (c) "Distribute” means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d) "Open Game Content" means the game mechanic
and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity
and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License,
including translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) "Product Identity"
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of
characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) "Trademark"
means the logos, names, mark, sign, motto, designs that are
used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by
the Contributor (g) "Use", "Used" or "Using" means to use,
Distribute, copy, edit, format, modify, translate and otherwise
create Derivative Material of Open Game Content. (h) "You" or
"Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content
may only be Used under and in terms of this License. You must
affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as
described by the License itself. No other terms or conditions may
be applied to any Open Game Content distributed using this
License.

3.0ffer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by
this License.

6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include the

exact text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright holder's
name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership
of that Product Identity. The owner of any Product Identity used
in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version
of this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor
unless You have written permission from the Contributor to do
so.

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast,
Inc.

D20 System Rules and Content Copyright 2000, Wizards of the
Coast, Inc.; Authors Johnathan Tweet, Monte Cook, Skip
Williams, based on original material by E. Gary Gygax and Dave
Arneson.

T20 — The Traveller's Handbook Copyright 2002, Quiklink
Interactive, Inc. Traveller is a trademark of Far Future
Enterprises and is used under license.

Emissary-Class TL14 200-ton Courier Vessel Copyright 2004;
Author Jason D. Kemp
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