Sample Spacecraft (page references are to the Star*Drive book)



Deep-space Shuttlecraft are used to transport personnel or cargo to interstellar destinations when a real starship cannot be spared for the trip.

Fighters generally operate in squadrons.  Cruisers and larger can carry their own squadrons of fighters, but some smaller capital warships also carry a few fighters.

Scouts are small, lightly armed starships (example:  Red Starrise; standard scouts have 30 Durability, light armor, and 3 engines), used for long-range reconnaissance.

Cutters are medium-sized, well-armed starships (example:  p. 118).  They are mainly used to patrol system lanes threatened by pirates or minor enemy raids.

Escorts are medium-sized, heavily armed starships (example:  p. 106).  They are used to protect space stations, convoys, and sometimes even planets.

Corvettes, the largest non-capital warships, are heavily armed ship killers designed to destroy anything smaller than they are; they sacrifice speed and armor for firepower.

Frigates are the smallest capital warship, twice the size of a corvette.  They are mainly used as pickets, stationed around more valuable capital ships to guard them.

Destroyers are slightly larger capital warships with more offensive armaments.  They are used to wipe out pickets or to gang up on much larger targets.

Cruisers, Dreadnoughts, and Fortress Ships are the most massive warships.  They command entire sectors of space and are capable of assaulting planetary defenses.



Vessel Class:�DEEP-SPACE SHUTTLECRAFT��Crew Capacity�8�# Comp/Sections�4�Durability�20��MR�0�Acc�2 Mpp�Cruising Speed�1.5 AU/hr��Movement Pts.�1�Power Factors�20�Starfall�10 LY��Ship Sections / Compartments��Roll�Name�Systems (Dur/Pow)�Durability�Damage��1-4�Crew�Ordinary computer (1/0)�10�10�5�������multiband radar (0/0)����������laser transceiver (0/1)����������autosupport (0/1)����������crew quarters (1/0)����������passenger suite (1/0)����������escape pod (2/0)����������airlock (0/0)��������5-7�Engine Room�induction engine (2/2)�10�10�5�������stardrive (3/*)��������8-12�Power Core�mass reactor (8/*)�16�16�8�����13-20�Hold�2 x cargo space (2/0)�4�4�2�������re-entry capsule (0/0)��������Miscellaneous Ship Equipment��Navigation computer (O)�Communications computer (O)��

Vessel Class:�FIGHTER-INTERCEPTOR��Crew Capacity�1�# Comp/Sections�2�Durability�10��MR�-1�Acc�3 Mpp�Cruising Speed�2 AU/hr��Movement Pts.�1�Power Factors�5�Starfall�n/a��Armaments��Weapon�Acc�Range�Damage�Type�Act��x-ray laser�0�3�6�9�d6+1s�d4+2w�d4m�En(e)�4��Defenses��Armor Type�heavy neutronite (2/0)��LI�d8+1�HI�d6+1�En�d8+1��Ship Sections / Compartments��Roll�Name�Systems (Dur/Pow)�Durability�Damage��1-6�Command�Ordinary computer (1/0)�8�8�4�������multiband radar (0/0)����������laser transceiver (0/1)����������re-entry capsule (0/0)����������x-ray laser (3/2)��������7-20�Engineering�mass reactor (2/*)�8�8�4�������induction engine (2/2)��������Miscellaneous Ship Equipment��Battle computer (O)�self-contained atmosphere (approx. 6 hrs.)��

Vessel:�ATTACK FIGHTER��Crew Capacity�2�# Comp/Sections�2�Durability�10��MR�-1�Acc�3 Mpp�Cruising Speed�2 AU/hr.��Movement Pts.�1�Power Factors�5�Starfall�n/a��Armaments��Weapon�Acc�Range�Damage�Type�Act��launch tube (20)���������1��Defenses��Armor Type�light neutronite (0/0)��LI�d6�HI�d6�En�d6-1��Ship Sections / Compartments��Roll�Name�Systems (Dur/Pow)�Durability�Damage��1-6�Command�Ordinary computer (1/0)�12�12�6�������autosupport (0/1)����������multiband radar (0/0)����������laser transceiver (0/1)����������launch tube (5/1)��������7-20�Engineering�mass reactor (2/*)�8�8�4�������induction engine (2/2)��������

Vessel:�CORVETTE��Crew Capacity�24�# Comp/Sections�12�Durability�60��MR�+1�Acc�1 Mpp�Cruising Speed�1 AU/hr.��Movement Pts.�4�Power Factors�45�Starfall�10 LY��Armaments��Weapon�Acc�Range�Damage�Type�Act��particle beam�0�6�12�18�d6+3s�d4+1m�d4+3m�En(e)�2��matter torpedo�+1�2�5�10�2d6s�2d6w�d6+3m�En(e)�2��Defenses��Armor Type�light neutronite (0/0)��LI�d6�HI�d6�En�d6-1��Ship Sections / Compartments��Roll�Name�Systems (Dur/Pow)�Durability�Damage��--�Command�Good computer (2/0)�6�6�3�������multiband radar (0/0)����������mass transceiver (1/1)����������laser transceiver (0/1)��������--�Main Reactor�mass reactor (10/*)�20�20�10�����--�Primary Auxiliary*�autosupport (0/2)�10�10�5�������damage control (1/1)����������2 escape pods (4/0)��������1�Secondary Auxiliary�autosupport (0/2)�6�6�3�������damage control (1/1)����������1 escape pod (2/0)��������2-3�Tertiary Auxiliary�mass reactor (8/*)�18�18�9�������damage control (1/1)��������4-5�Main Engineering�2 induction engines (4/4)�14�14�7�������stardrive (3/*)��������6-7�Support Engineering�2 induction engines (4/4)�8�8�4�����8-9�Electronics�deflection inducer (3/6)�8�8�4�������mass detector (1/0)����������jammer (0/1)����������radio transceiver (0/1)��������10-11�Primary Weapons�particle beam (4/5)�8�8�4�����12-14�Secondary Weapons�matter torpedo (5/4)�10�10�5�����15-17�Crew - Port�2 crew quarters (2/0)�4�4�2�������airlock (0/0)��������18-20�Crew - Starboard�2 crew quarters (2/0)�8�8�4�������sick bay (2/0)��������Miscellaneous Ship Equipment��Battle computer (G)�Navigation computer (G)��Defense computer (G)�Sensor computer (G)��

Vessel:�ASSAULT TRANSPORT��Crew Capacity�1,000�# Comp/Sections�3�Durability�180��MR�+3�Acc�0.25 Mpp�Cruising Speed�0.3 AU/hr��Movement Pts.�3�Power Factors�40�Starfall�5 LY��Armaments��Weapon�Acc�Range�Damage�Type�Act��point-defense gun (x2)�0�1�2�3�d4s�d4w�d4+2w�HI(e)�4��Defenses��Armor Type�heavy neutronite (36/0)��LI�d8+1�HI�d8+1�En�d8+1��Ship Sections / Compartments��Roll�Name�Systems (Dur/Pow)�Durability�Damage��1-5�Upper Deck section�Marginal computer (0/0)�96�96�48�������multiband radar (0/0)����������mass transceiver (1/1)����������laser transceiver (0/1)����������autosupport (0/3)����������mass reactor (16/*)����������3 induction engines (6/6)����������planetary thrusters (9/9)����������stardrive (3/*)����������deflection inducer (9/18)����������chaff (1/0)����������2 PD guns (2/2)����������airlock (0/0)��������6-11�Habitat section�autosupport (0/3)�120�120�60�������2 sick bays (4/0)����������crew quarters (56/0)��������12-20�Lower Deck section�hangar (35/0)�72�72�36�������airlock (1/0)��������Miscellaneous Ship Equipment��210 Durability worth of standard vehicles�5 skytanks (12 Dur); 15 sky-APCs (10 Dur)��





















Vessel:�FRIGATE��Crew Capacity�60�# Comp/Sections�2�Durability�120��MR�0�Acc�2 Mpp�Cruising Speed�1.5 AU/hr��Movement Pts.�8�Power Factors�90�Starfall�15 LY��Armaments��Weapon�Acc�Range�Damage�Type�Act��particle beam (x3)�0�6�12�18�d6+3s�d4+1m�d4+3m�En(e)�2��point-defense gun (x5)�0�1�2�3�d4s�d4w�d4+2w�HI(e)�4��Defenses��Armor Type�moderate neutronite (12/0)��LI�d6+1�HI�d6+1�En�d6��Ship Sections / Compartments��Roll�Name�Systems (Dur/Pow)�Durability�Damage��1-6�Fore section�Good computer (2/0)�96�96�48�������multiband radar (0/0)����������mass transceiver (1/1)����������laser transceiver (0/1)����������radio transceiver (0/1)����������jammer (0/1)����������mass detector (1/0)����������autosupport (0/3)����������crew quarters (5/0)����������sick bay (2/0)����������mass reactor (10/*)����������deflection inducer (6/12)����������chaff (1/0)����������5 PD guns (5/5)����������particle beam battery (3)����������    with turrets (15/15)��������7-20�Aft section�8 induction eng. (16/16)�120�120�60�������stardrive (3/*)����������7 escape pods (14/0)����������autosupport (0/3)����������airlock (1/0)����������mass reactor (26/*)��������Miscellaneous Ship Equipment��Battle computer (G)�Navigation computer (G)��Defense computer (G)�Sensor computer (G)��









Vessel:�DESTROYER��Crew Capacity�144�# Comp/Sections�3�Durability�180��MR�+1�Acc�1 Mpp�Cruising Speed�1 AU/hr��Movement Pts.�8�Power Factors�120�Starfall�15 LY��Armaments��Weapon�Acc�Range�Damage�Type�Act��particle beam (x3)�0�6�12�18�d6+3s�d4+1m�d4+3m�En(e)�2��mass cannon (x4)�0�5�10�15�d6+2s�d6+1w�d6+3w�LI(p)�3��matter torpedo�+1�2�5�10�2d6s�2d6w�d6+3m�En(e)�2��mass converter�0�3�6�9�d6+3s�d6+3w�d6+2m�En(e)�2��Defenses��Armor Type�moderate neutronite (18/0)��LI�d6+1�HI�d6+1�En�d6��Ship Sections / Compartments��Roll�Name�Systems (Dur/Pow)�Durability�Damage��1-5�Fore section�Amazing computer (3/0)�84�84�42������autosupport (0/3)�multiband radar (0/0)���������damage control (3/3)�mass transceiver (1/1)����������laser transceiver (0/1)����������radio transceiver (0/1)����������jammer (0/1)����������mass detector (1/0)����������remote network (2/2)����������sick bay (2/0)����������deflection inducer (9/18)����������matter torpedo (5/4)����������crew quarters (8/0)����������airlock (0/0)��������6-11�Aft section�8 induction eng. (16/16)�120�120�60������autosupport (0/3)�stardrive (3/*)���������damage control (3/3)�mass reactor (38/*)��������12-20�Amidships section�hangar (16/0)�120�120�60������autosupport (0/3)�mass reactor (10/*)���������damage control (3/3)�particle beam battery (3)����������    with turrets (15/15)����������mass cannon battery (4)����������    with turrets (12/12)����������mass converter (4/6)��������Miscellaneous Ship Equipment��Battle computer (A)�Navigation computer (A)��Defense computer (A)�Sensor computer (A)��




