The Galactic Rebellion

Appendix 3


Stealth Cruiser

By: Dale Castle, 

Copywrite: 1995

GM:  Do not reveal the contents of this appendix in it's entirety, until Part Two of the campaign, after the PC's have learned much of it in bits and pieces from you.  Many of the systems will be totally unfamiliar to the PC's even then, though they should be able to digest the contents of the databases by that time


Text in brackets can be read to players…


This appendix contains the stats on the Stealth Cruiser "Xenophone", which becomes the PC's transportation and home away from home during the campaign.  The Xenophone was a prototype starship of the Lensmen, designed originally for the Klackon alien war.  The other ships like the Xenophone were either destroyed or disassembled after the war because of the high tech systems were considered too advanced.  Treaties between the various races involved in the design of the Stealth Ships still bear a rider clause about these ships and if one were to show up in normal space war would likely break out.  The real brains behind the design were the Lensmen, who did not need the ships except for the war and did not have a problem with their being taken out of service afterwards.  Why one was left on the starbase Cirrus is unknown, though some Lensmen possessed the ability to see into the future and it may have been left on purpose.


The fact that the Xenophone was a prototype, even more advanced than what was used in the war suggests this.  The normal design of these ships did not include research labs, training facilities, temporal, or dimensional drives, nor the ultra-advanced AI systems and a few other modifications.  The ship has the ability to self replicate but these special features are not included in the new ships.  Nor do these modifications appear in the design specifications that are a part of the Lensmen database that is located on the Parnell colony.  The ship is a one-of-a-kind and is likely unmatched anywhere in the galaxy, if not the universe.   The AI computer systems has had hundreds of years to improve on the prototype systems and incorporate them into standard functions.


The Xenophone does not require a crew, as it is manned already, by androids, robots, and bots, the pilot is a sentient android, fully capable of being captain, but knows enough to realize it's purpose is to help humans and will defer it's authority.  While the ship has a full "crew" and the PC's will actually have to decommission it's present crew members to bring their own people in, the ship was designed for a human crew.  This will be necessary as the present crew will operate by logic and procedures and not take risks, or exceed standards, which would make them vulnerable when dealing with the GC.


The pilot android can and will accompany the PC's when ever it can, but should be played by the GM as there are few things that a player should not know, that the Xenophone does.  It's sentience is a product of it's programming by a lensmen to understand that animosity towards itself will develop if it out performs it's human companions.  For this reason it will not volunteer itself and if one of it's robotic counterparts can carry out the action it will order it to do so.  If however it is required by circumstances to do something, it will not carry it out to the best of it's ability, but strive to act "human", in order not to alienate it's companions.  In the case where a PC witnesses it's extraordinary abilities, the GM is to add a (+1, accumulative) modifier and roll (d100).  This is to determine the emergence of an inferiority complex by one of the PC's.  In the event of a successful roll, have the PC's roll (d100), the highest roll is the PC with the complex, the GM then will secretly let that PC know that they have a problem with the android and are beginning to harbor anti-social thoughts towards it.


The modifier is reset to zero and from this point on, each extraordinary act is a (+1) modifier that the PC will act to get the android into trouble, or outright try to destroy it.  Upon a successful roll by the GM, the PC is told secretly that they now hate the android and their thoughts are consumed with plotting to "kill" it.  The chance of this is extremely unlikely, as Mr. X is very durable, 10 times smarter, stronger, and quicker than a human.  The modifier is reset to zero once again and the PC is told to be argumentative, condescending, and openly hostile towards Mr. X.  If the GM rolls a success this time, the PC is secretly told to attack Mr. X at the first available chance, no matter the circumstance.  Mr. X will of course defend himself and kill the PC, which will happen with greater frequency as the modifier grows.


The PC can of course go see a psychiatrist and lower the modifier by (-1), but only at that level of animosity, the PC will never revert to being unconcerned, unless they seek out professional help at the onset.  Then the roll is made for the entire party, not just the one PC, if however the PC does not seek help, they will always be at odds with the android.  This will only effect the one PC, as the others frustration is relieved by the one PC's actions towards Mr. X…


Another consideration, is that with each extraordinary feat, the PC's should lose experience for that event, as they are not relying upon their own skills, or at the least have the exp. seriously reduced, like 1/10th.  This will reduce their reliance upon the android's superhuman abilities and make it less likely that they will simply run through a scenario trashing everything.  If the PC's rely more and more upon these superhuman skills, rather than bringing Mr. X along as a companion, start accumulating a (+1) modifier, at some point the PC's need for a superhero will out weigh the android's original programming and it will drop the PC's off somewhere and go to save the universe on it's own.  It will of course succeed, but for all intents and purposes the players have lost the campaign.


Mr. X is also a vital part of the End Game and depending on if the PC's bring him along on missions and how they treat him will decide in the end whether they can successfully win the campaign.  The GM should play Mr. X like a curious NPC that doesn't mind hanging out in the background but is also willing to help whenever possible.  A know-it-all, do-it-all, what ever skills the PC's party lacks can be picked up by Mr. X, and though he does not need the experience points, he should be considered when experience is divided up.  In the event that the GC destroys the rebellion, Mr. X will scrape the PC's off the walls and make clones of them to try again.  Indestructible, the GM can use this to be hard on the PC's and allow the PC's to start the game over, and over, and over…


The other two androids will not accompany the PC's though, their place is on the ship and they will not have the presence of mind to successfully complete "away" missions.  The same with the other robotic crewmembers, but the PC's can specifically design and make robots, though as stated above, they should be considered when the experience is divided.  This includes the Mech Warriors, which alone can devastate an entire GC army, when using them though the PC's should not gain any experience, as this is over kill, literally.  As stated elsewhere, the more high tech the PC's utilize, the more likely the GC will consider the rebels a serious threat and upgrade to counter it.  In the end though it will make the PC's chances of success harder to accomplish and drag the campaign out longer.


It is kind of underhanded, as the author knows how players like to gear up with ultra-powerful weapons and toys, given the chance.  And the campaign for this reason will be very hard to win, as the game is designed to tempt the PC's to the extreme, in this capacity.  The GM therefore is charged with the responsibility to have the GC react on a full scale, to destroy the PC's, by both high tech themselves and by sheer numbers.  The GC will literally throw everything they have at the PC's and the GM should play it to the hilt.  It will only take the GC a year to gear up to the TL of the PC's and the game should not last longer than this, once the PC's over play their hand.


The author feels that most campaigns and scenarios are designed with the intention of "letting" the players win, this one is not.  The players are not playing against the game so much, as the author's ability and this one does not intend to lose…  So, the first time the PC's open fire with an ED rifle, or reveal that they out class the GC in technology, it is the GM's responsibility to number their days.  The author has no qualms about killing off the entire party and knows from experience that these are the most talked about games, the one where "everyone dies"…  An easy campaign is one to just pass the time with, this one is designed to be "infamous", for this reason alone, it is not recommended that the players be allowed to bring their favorite characters into the campaign.  It has been seen how badly players react to having their "pets" put down and for friendship sake, the players are advised to roll up new characters.


It is the author's guaranty though, if the campaign is successfully played by the GM, that this game will be talked about for decades… win, or lose.  In the event the PC's lose though, the GM can have Mr. X bring them back to life after a hundred years have passed and everything has returned to normal.  The PC's will not have the Xenophone, or starbase at the onset, but Mr. X is capable of building anything.  Start the PC's in a regeneration tank, on board a modified voyager class starship and let them try again.  This time the GC will only take 11 months to react, then ten, etc…, so that ultimately the players have about 40 chances to win the campaign.  After this their clones wouldn't be viable anyway and the author "wins" by default, (heh heh heh).
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LIGHT CRUISER

	Displacement . . . . . .176,000t 

Complement . . . . . . .272(*) 

Astronauts . . . . . . . .35 (5f/2s) 

Scientists/Research. . 30/50

Technical . . . . . . . . .100 

Marines . . . . . . . . . . 50 

Sick Bay . . . . . . . . . .25 

ColdSleep . . . . . . . . . .10 

Cargo Bay. . . . . . . . .6000t 

Damage Control . . . .Robotic
	Powerplant . . . . . . .AMC.25 

Secondary. . . . . . . .AMC .25 (*)

Fuel Capacity . . . . .150,000 u. 

Fuel Cons . . . . . . . . .1200/2200 u.

Take-Off/Land . . . .G x 500 u

OverDrive . . . . . . .+50/+100 u. 

Atmospheric. . . . . .6000 km/h 

Atmos. Max . . . . . .15,000 km/h 

Launch bays . . . . . . .x 7 

Upper x5 fighters 


	Main Battery . . . . .2x4 N*400 

Rds./N *400 . . . . . .1000 

Sec. Battery . . . . . .1x4 N*100 

Rds./N *100 . . . . . . .1000 

Torpedo Tubes . . . 2x4 ST*775 

ST*775/Tube . . . . . . 30 

ST * 157 /Tube . . . . .30 

Flight Deck . . . . . .300m2 

Lower x2 Shuttle

	Stealth Class
	Lt. Cruiser

	Tech Level . . . . . . . . .

TISA Drive. . . . . . . . .

TISA Cruise . . . . . . . .

Acceleration . . . . . . . .

FTL Drive . . . . . . . . .

FTL Cruise . . . . . . . . .

Damage Capacity . . . . 

BattleScreen No.2 . . . . 

BattleScreen No.1 . . . .

BattleArmor . . . . . . . .

Bridge . . . . . . . . . . . . .

Aux. Bridge . . . . . . . . 

EW/ECM . . . . . . . . . .

Sensors . . . . . . . . . . . .

ComSystems . . . . . . . .
	12

290 LS 

145 LS (1/2)

+15/(+45) LS 

50 LY 

15/25 LY 

82,500 

+24 27,000 

+15 40,500 

+35 

Mk.XII 

Mk.XII

19 (*)

3/10 LY 

3 LY 


Hull - Deck: Configuration and Composition:



Utilizing diamond plating and helix-crystal dispersion, over light battle armor the  hull can withstand a substantial hit, from a solid, or energy projectile, considering how thick it is.  The outer hull is made up of a dark matter alloy, with the synthetic molecules arranged by nanites to fit closely together and layer across each other.  Like a metalic asorbathene the shock of a hit is spread across the entire hull.  While it can be penetrated, the armor is rated like that of a much thicker skinned hull and by coincidence it has a natural ability of absorbing light and not reflecting it back.  This adds to the stealth capabilities, but the angular design and knurlling are the primary factors of why it can't be picked up by sensors. The nanites can repair hull damage on their own, while force fields are used as a temporary measure, but this takes awhile and the vulnerability will make it prudent to allow techs to do it.



The inner hull is about the only place on the ship that is not inhabited by nanites and their factories, who are constantly replacing even the smallest particle of corrosion, or building parts for equipment.  This adds to the weight of everything and makes it impossible to rearrange the furniture, or move a piece of equipment without the help of a bot.  The Xenophone is more than twice the weight of a ship in it's same class and it is one of the smallest cruisers, one might even mistake it for a destroyer, or small cargo ship.  The fact that the guns will lay flush with the hull and not present a military silhouette, adds to mystique of the vessel, as one can't guess as to what kind of fire power it has.

Deck One: Engineering



The engineering deck is comprised of the main engineering room, maintenance shops, and the power plant deck.  The Xenophone utilizes two AMC plants to power the drives and the ships systems which use up a large portion of the second plant.  Cross linked this provides the ship with an excess of power under normal usage, though not while cloaked.  When cloaked, some of the ships systems will have to be shut down, first to lessen emissions, and secondly because of the energy consumption.  It takes just as much energy to stay cloaked, as it does to cruise at light speed and while there are two power plants, they hold half as much as would normally be stored a plant with the same power output.



Another specialized feature is the Matter/Energy conversion plant, which basically allows the ship to make it's own Anti-matter fuel out of the simplest of molecules.  This was needed to provide the ship with long range capabilities.  While it can convert any substance into fuel though, the denser the matter the higher the ratio.  Iron ore for example can be converted at a 1:100 ratio (tons verses units), with the bulk of the matter being used in the conversion process.  The transporters are capable of 'mining' ore at 10 tons per hour, but this is still a time consuming process, at this rate it takes a week to 'refuel'.  Radioactive materials offer a 1:3000 conversion ratio, or about five hours.  (It should be noted though that radioactive materials are not very plentiful in this region of space, for the same reason.)



When the ship is not cloaked, the secondary power plant is used primarily to generate the shields, which is why they are considerably stronger than a similar classed ship.  The dual power plants give the ship it's high acceleration speeds, though if cloaked this is considerably lessened.  The high rate of fuel consumption is due mainly to the needs of ships systems to recharge power cells, with the amount of robotic, nano, and computer technology on board the power plants will consume about 500u a day.  These systems have power cells that store about 10,000u of power, that in an emergency can be utilized, but is not recommended.



A number of the ships systems will consume power during their usage, that is not rated above.  Transporters for example use 10u with each transport.  Replicators consume 10u/kilo and 10u/tech level, so that it would cost 10u to make a rock, or a meal and about a 100 to replicate a handheld ED weapon.  The ship does not carry many repair parts, or stores, as they can be replicated, this is factored into the daily energy consumption (500u), but items needed to repair battle damage, or system failures is not.  The holodeck is also not added into the daily consumption and utilizes 10u per hour, during the process of training the crew the HD will more than likely be running 24 hrs a day.  The science bays will typically consume 70u per day while in use.  Refueling the fighters and shuttle craft should be considered also, as the PC's will not likely be able to dock at any star port, or base, as the unusual configuration will cause rumors to circulate.

Trans-Warp Drive:


The problem with using a TW Drive is it that it can be detected up to 3LY's away and while the conduit is forming the ship will be vulnerable.  It will take 1 minute per light year for the computer to make the calculations and then the same amount of time to generate the conduit.  If the PC's are within 3LY's of any system, they will attract attention, there is also the possibility that a passing ship will detect the formation and stop to investigate (1 on a d6, per hour).  The only way the PC's can ensure that they are not detected, is to have charted all the shipping lanes in the region first and then choose a spot that is out of the way.


The TW Drive will expend 10,000u of fuel forming the conduit and then the normal drives will use 1/10 of the fuel needed to make the trip normally.  Once the conduit is formed, it is open at both ends and may be entered by other ships, though there is only room for one...  If a ship follows another, when the first ship exits and collapses the conduit, the other ship is destroyed.  A conduit can not be formed within 150,000 LS of a star, or it will prematurely collapse, if it is closer than 1LY the conduit may be affected by the star and cause an anomaly, which will most often effect the exit point to be just as close to a similar star, this second star may not be anywhere near where the PC's expected to exit though.  The conduit will also "linger" for the duration of the trip and not collapse right away, the closer the conduit is, the longer it will last.

Dimensional Drive:


The PC's will have the option to use the Dimensional Drive also, it does not use as much fuel as the TW Drive, only 2000u to jump in and 2000u to jump out, but it is far more inherently dangerous.  The gate needs to be formed within a gravity field that is of a strength that is proportionate with the distance one wants to travel.  As a rule of thumb, a gravity field of 0.1 can be used to travel 10LY.  The calculations require a team to perform the jump, the D-engineer, dimension scientist, astrogator, and planetologist if a character does not have all of these skills, there is a (-1) modifier for each additional member.  If something goes wrong, then a (roll of d100) will determine the difference in the dimension the ship jumps too, if the dimension is too alien (91-00), there is no chance of jumping back to one's own dimension as the gravity fields are not compatible.  Otherwise there is a modifier of (-1) per ten percent difference that the exit jump will not be calculated properly either.  (Rolling d100 each time, though the difference is calculated from the original dimension.)  The trip is instantaneous though and unless there is a problem, the ship will jump out a moment after it jumped in.


The D-drive is not as easily detected, as it will not show up on any type of sensor, but the flash point can be seen, from 1LS away if in direct sight.  The exit point requires a gravity field, as well as the entry and if the ship is lost in another dimension the chance of the exit point being calculated properly is very remote.  If the ship does not try to exit at the point of entry in this case, it will either (01-10) be pulled back, (11-90) fail to jump, or (91-00) exit into a stronger gravity field like a star, or gas giant.  The ship is not as vulnerable though as the TW-drive, as the shields, or cloak can be engaged when the ship jumps, where as with the TW-drive, neither can be used during the formation, or during the trip, as the fields interfere with each other.

Temporal Drive:


The Temporal Drive may get the PC's in the most trouble, any temporal research station within 10,000LY can detect an incursion and will send ships to investigate.  If the PC's use the drive outside of GC space they will be detected and learn that they are not alone in the universe.  If the investigating ship can't find the PC's, it will make first contact with the GC and give them the capability to hunt the PC's down, as temporal incursions are frowned upon my many cultures.  Once the investigating ship learns of the stealth ship it will also tell the GC that it had better destroy the ship, or risk an all out war against the rest of the galaxy.  If this happens the GC will ignore everything else and focus it's entire resources to hunting down the rebels, within a year they will have destroyed all traces of the rebellion and the PC's as well.


The Temporal Drive uses the most power, 50,000u and is the easiest to detect, within 5LY any ship, or outpost equipped with sensors will detect the high EM emissions.  It takes 1/1000th of the incursion for the field to be generated, so that if one where travelling back a 1000 years, it would take a year before the incursion could take place.  The ship is also very venerable during this time, a ship passing with in 1LY, traveling at FTL, or even a near miss by a nova gun, will cause the collapse of the field, which will destroy the ship by implosion.  The ability to "reach" the right time is dependant upon the skills of the engineer, in Temporal mechanics, math, and physics.  


The Temporal Drive has a number of other inherently dangerous factors as well.  Depending on how the characters interact with time, all kinds of things will go wrong…

Causality Loop



If the PC's make the mistake of interacting with themselves, so that their past selves make a temporal incursion, they will cause a loop in time, where they will get stuck doing the same thing over and over.

Temporal Rift


If the PC's interact with the future directly, say destroy a GC base, or ship and then return to their own time, this will cause a Rift.  In order to heal it self a separate dimension is created where this is possible and incidentally the PC's will lose the campaign, no matter how the game seems to end.

Temporal Paradox



If the PC's interact with their own past directly, to change an event that for them has already occurred, a paradox is created, where their original selves will be destroyed an the moment of the incursion.


The only way the Temporal Drive can be safely used, is if the PC's go back in time to have the AI pass a message to itself, which is then given to the PC's after their future selves have returned to their own time.  Just about anything else will cause a Temporal Anomaly where either the PC's are outright destroyed, or caught in time, or another dimension.  Primarily it is direct intervention with themselves that will get them in trouble, indirect manipulation, like telling another unit to meet them somewhere and that unit not knowing it is not the PC's double.  If this action does not solve the problem though and the PC's decide to try again, this is a Causality Loop.  Time can be viewed as a constant, where the past, present, and future exist already, the present though can be altered, where trying to manipulate the past and future is dangerous.

Deck Two: Crew Deck



Tightly compacted and using hide away features, the spaces of a cruiser have been designed into an area not much bigger than a destroyer.  With all of the nano-technology the crew takes up far more room than the ships systems.  While many of the passageways and rooms are cramped, to alleviate this there is a lot of systems designed for crew recreation, to take their mind off it.  The angular design of the hull is offset within by the contouring of everything within.

 1
Bridge; with the exception of the captain's deck, the bridge has 10 stations that are normally manned during a GQ situation and four rooms for coordinating tactical and scientific data.  The captain's deck does not have a chair, or any consoles and is lower than the surrounding floor.  Holographic projectors provide a surround view of ships systems and while one can have a chair projected, or even a table, standing gives one the best view.  Stepping down on to the deck, one gets the sense of being immersed in their work and the lighter gravity prevents one from growing tired from standing.



During normal operation only the primary consoles are manned, which wrap around the captains deck and allow conversation without raising one's voice.  The consoles are uniform and any display can be viewed from any other station, watch standers are the only ones that can input commands though.  


The 5 primary stations are;



Helm



Navigation



Tactical



Science



Engineering



The ship can be completely controlled from these five stations, but one is usually assisted by one, or two other watch standers working from any one of the other consoles.  Six other consoles in the background are for science and engineering stations.

 2
Communications



3 computer consoles 



for ship-to-ship, internal, and ship to surface communications

 3
Navigation/Astrometrics



3 computer consoles and a wide screen display.



Holographic and neural interface capabilities

 4
Combat Information Center



In the center of the room is an oval table with twenty-two fold out chairs around it.  The walls are double stacked wide screen displays.



Fully manned there are twenty-two consoles built in to the table which is a holographic combat display.  The walls are touch screen 3D displays that can be manipulated by hand movements, which are picked up by lasers.  From the command chairs on the ends of the table, which have neural interfaces, the weapons can be fired as if one was sitting in the gunnery chairs elsewhere on the ship.  Communication channels can be selected to listen in, but only the command chairs have the option of transmitting.

 5
Staff briefing room



The room looks empty, accept for a wide screen display on the far wall.



Chairs can fold out of the walls and a table rises from the floor, to provide a briefing room.

 6,7
Officers state rooms



These rooms appear to be empty, except for bathrooms all the way in the back.



Bunks and chairs fold out of the walls, tables from the floor, and holograms and level 1 force fields can be projected to arrange the room to accommodate 2-100 officers.

 8
Transporter deck (12)



A large standing computer console is to the left when you enter and a raised platform occupies most of the room.  On it are 12 curious looking ovals, with matching patterns on the ceiling, they are smaller versions of the ones in the cargo bay.



Transporter pads, they have a range of 2LS, a skilled technician can perform the following operations;

Level
Operation

1
Transport to the ship, by locating communication transmission.

2
Transport from the ship, 25,000 kilometers, or from orbit.

3
Transport to the ship, by locating object with sensors.

4
Transport to and from ship at max range.

5
" " while filtering interference.

6
"" and holding patterns in buffer.

7
"" While traveling with TISA drives engaged.

8
"" After momentarily dropping from FLT, travelling a 299LS

9
"" While traveling at FTL, with a stationary object/person

10
"" to/from two objects moving at FTL, at a range of 1 LS 



Performing transports over skill level 4 adds a -1 modifier, which can be reduced by acquiring  skills in physics 1, computer 1, Stardrive 1, Power Tech 1, and Astrogation 1, in sequence and gaining skill level 2 in all five for Transporter Skill level 10.

 9
Captain's stateroom



This room appears empty.



Can accommodate 5 persons.

10
Kitchen and storeroom



Looks like a kitchen, with all the pots, pans, and utensils.



Food can be replicated, or prepared from scratch.

11
Wardroom



This room appears empty.



Tables and chairs are flush with the floor and walls and holograms can be projected to divide room into separate eating areas.

12,13
Guest quarters



These rooms appear empty.



Can accommodate 2-50 persons.

14,15
Store rooms



These rooms are full of empty shelves and bins.

16
Mess deck



Empty room.



See (11) Ward room.

17
Rec room



Empty room, except for wide screen displays on the walls.



Tables, chairs, holographic projectors, neural interfaces, provide areas for different recreations.

18,19

Gunnery Control



These rooms look like Gun Control rooms but without the gunnery couches and not having displays, or consoles.



Using a neural interface and VR, in a weightless environment, where force fields 'anchor' the armsmen.  Once trained, an operator gains a +1 modifier and ranges are nullified for targeting purposes.

20

Medical



This looks like a high tech sick-bay, most of the devices are unfamiliar even to the doctor, but it is reassuring to know you will be well taken care of.



Most of the medical procedures are carried out by robotics.  Nano medicine is available, which monitors the person's vitals and blood and carries out routine procedures without ever needing a doctor.  With a Mark-X med kit a doctor can perform almost any procedure in the field, making the PC's somewhat invincible.  Regenerative and rejuvenation tanks, cloning, and bionics can double a person's life span and the technology exists to go as far as turning someone into a cybernetic person, including their knowledge and memories.

21

Weapons locker



This looks like a weapons locker, but it is empty.



With no crew onboard there was little use for weapons, but the next time the PC's look in here it will be full.  Disruptors are standard issue by the replicators are capable of producing any type of weapon.

22

Robotics lab



Here machines are building and repairing other machines, in the cases lining the walls, you can see android and robot body parts, as well as parts for an assortment of bots.



A PC with cybernetics skill will be hard to get out of here once they venture in.  Currently there are 3 androids, 22 robots, and close to a hundred bots working as the crew.  The PC's will actually have to retire some of the units to make way for their own people.

23

Air lock staging area

24-27

Crew berthing



This room appears empty.



See 6 & 7 above.

28,29

Storerooms



This room appears empty.

30,31

Marine berthing



This room appears empty.

32

Cargo holds



Obviously a large cargo hold, but it is empty.



The cargo hold can be adapted into multiple rooms if need be, or even used as a large shuttle bay.

33,34

Weapons locker



This looks like a weapons locker, but it is empty.

Deck Three: Science Deck

35

Offices and training rooms



These rooms appear empty.



When the PC's go for training they won't be empty, desks and chairs will have appeared, along with computer think pads.  Neural couches will be present, one for each member of the party.

36

Computer Lab



There are several consoles that are displaying what looks like network systems information.



A computer geek will fall in love with the high tech toys in here and if you can talk him out of the lab, you won't be able to shut them up about it.  Left alone in here awhile the next time the PC's see the character he will be followed around by a "Companion Orb", a computer model.  If the captain does not issue a command that the robots are not to deliver food to the computer lab, eventually the computer tech will have neurally interfaced completely with the computer and will require forcible removal.

37

Science Lab one



An android is here, in a while lab coat over a blue uniform, ordering robots in the secondary labs to carry out experiments.  He introduces himself as "Ed" and tries to explain what is going on but in a few minutes you have left him with (scientist PC) and managed to get away from the unintelligible gibberish it is spouting.



Using virtual and robotic labs the android has pushed the Xenophone's tech level almost to thirteen, the scientist in the group will not be able to help the android in the slightest though.  Most of the experiments will have to be suspended to protect the crew and researchers will feel threatened by the android's intellect.

38

Manufacturing Lab



This room appears to be empty.



Using replicators, robotics, and nano factories, anything can be manufactured here, the only limitation is the size of the room.

39

Science Lab two



Scientific experiments are being carried on here, by robotics, in a long assembly line of glassware, not much of it makes sense, but it looks pretty fascinating.  You wouldn't mind staying longer, but the thought of getting caught up in another long boring lecture makes you leave quickly.

40

Holodecks (4)




While these rooms are empty, they do not have the same characteristics as the other rooms, the walls are not smooth, or contoured and have thousands of small nodes protruding from the floor, ceiling an walls.



The PC's will be able to use these holodecks to practice missions and for training purposes, giving them a higher chance of success.  If the PC's do think of this application and perform a little recon before each mission, the GM should warn them of surprises and remind them of timing during a mission.  Experience is awarded from simulations at 1/2 their real life success, because there is less anxiety of being shot, knowing you can't be hurt.



Once the PC's have someone skilled in holodeck programming and feed in the parameters of past missions they can guarantee the success of their NPC counterparts by running them through simulations.  If they equip training bases with holodecks they will be able to graduate cadets at a higher level.


The ship uses a high degree of Nano-tech, which is why the high tonnage and cost of the vessel.  The use of robotics and AI reduced the number of crew that was needed and as the ship was designed more for space combat the number of marines was reduced.  Probably the highest factor of it's effectiveness in the alien war was it's stealth capabilities, the hull naturally scatters a sensor probe and the cloaking device proved to be extremely useful.  The alien bases were often underwater and a ship that could meet the need was found in this design.  The lt. Cruiser was instrumental in winning the war and this class alone accounted for more kills than the rest of the entire fleet, during the first five years.


Several races were involved in the top secret design of this craft, with the understanding that they would all be destroyed after the war.  If this ship were to be known to exist, it would violate treaties across the galaxy and possibly start wars with just a rumor.  If the PC's decide to take this ship into SO known space, they would immediately have fleets from a dozen races hunting them down, with far more enthusiasm than GalCom will ever show.  The fact that the PC's will be capable of building more of these ships may prove their undoing in the end and set them up for another dark age, as many races will throw everything they have against the GE, because of this ship.  Probably the single most cause of this is it's Temporal Drive and the way it works.  Using it will cause a ripple in the space time continuum, that will be registered a thousand light years away and may cause someone to investigate.  So long as the PC's use it in the general vicinity of GalCom there is not much chance of this...

Androids, Cybernetics, Nano, and Robots:


This campaign makes the distinction of four different types of skills, where SO rules class Cybernetics in a group.  In real life though, each is build upon the fundamentals of the preceding science;

Robotics:



Is the founding science, from robotic arms to full Robots, this classification is used to denote, mechanical devices, tied to a standard computer interface.  Anyone with a skills in computer & Mech tech can work on robotics.  Limited because of the size of the computer, the class of robotics is determined by the computer components;


Mark I
Utilizes a standard computer, which is separate, to interface with the unit.


Mark II
Uses a standard computer, but the size computer limits the number of functions.


Mark III
Uses a remote interface to issue commands, thereby increasing the number of functions by not requiring the computer to actually be a part of the robotic device.


Mark IV
EPROM robotics, a task is uploaded to the memory of the robotic device, then purged before a new set of instructions is given.


Mark V
Micro circuitry incorporated into a large model allows for multiple tasks, but each unit is limited to a specific job.

Nano-bots:



Increased functionality is achieved by incorporating nano-tech into robotics, "bots" are typically smaller, but can be designed to do the job of a skilled tech.  Building and repairing bots requires a team of skilled techs though, as they are a marvel of engineering on the microscopic scale.  Most bots cost about as much as a small starship and are even more expensive to repair.

Cybernetics:



There are two classes of Cybernetics;  Bionic Implants, which can replace human body parts, increasing the original part's capabilities, like a Bionic Arm which gives the person increased strength.  Then there is the ultimate, where after a person dies their brain is used as the computer for a robotic unit.  While the cybernetic brain can't "think" the number of functions it can be programmed with is unlimited, these units are usually enslaved to an AI computer interface and between the two can rival the skills of a bot, or a skilled human.  They are much easier to work on and are not as expensive.

Androids:



The main distinction of what defines an Android is the use of "Wet Ware", or biological enzymes used as computer circuitry, the heart of robotics, a positronic brain.  Androids incorporate nano-tech and cybernetics also to provide a number of different models;


Mark I
Robots, humanoid looking the positronics make this model as skilled as a bot, but at a much cheaper price.


Mark II
Using a higher degree of nano-tech, this model of robot is usually designed to assist in a wide variety of skills.


Mark III
Utilizing advance AI logic, this class is termed as a true Android and not a robot.


Mark IV
Incorporating Cybernetics, this class appears humanoid in every way.


Mark V
This class of Android is sentient, though rarely by design…


The Xenophone's crew is three androids, two Mark 4's and the pilot, which is a mark 5 and a number of Robots and bots designed to operate and repair the starship.

Notes:

Uniforms & Personal Equipment:



The crew is issued three different types of uniforms, a black and silver dress uniform, a dark gray work uniform, that incorporates nano-technology and can become the equivalent of an EVA suit, though power is limited to an hour without an additional power pack.  And an 'away' jump suit, that has built in communications, a hint of chameleon ability, and transponders that act with the transporters to ensure a continual lock.  A small holographic projector is built into the cuff and tied in with nano-computers, though damage to the suit will disrupt this function.  Woven from  an absorbathane, mylar, and kevlar braid, it is light weight, durable, and warm, not to mention having a ?? class armor rating.



A number of ornamental looking accessories can be worn with the any of the uniforms, that are in fact nano devices.  Arm bands, ankle bands, shoulder & arm decorations, plates and pads, all look superficial, but are powerful pieces of equipment.  Shock and water resistant, one can look like they are dressed in body armor, but actually be carrying several million credits worth of equipment.  As there are only ten complete sets of these and it is time and fuel consuming to replace even one piece it is recommended that they be closely inventoried.  Acknowledging the placement of hits is also important, as the arms hold computers, communication, and scanning devices, the legs are power cells, the waist anti gravity and jump generators, and the upper body plates are a shield generator.



The data banks contain designs for equipment that can be replicated, up to and including various vehicles.  Energy cost is a main factor, when manufacturing something and the time involved should be considered also.  Using a ratio of an hour for each cubic foot of matter, plus an hour for each tech level should be sufficient. (It is noted that the databanks can identify the artifacts gathered on Parnell.)  Items recycled by the matter/energy conversion method have a conversion cost of 10% of the replication cost.



Besides being able to replicate any piece of equipment the PC's will need, including military vehicles, which can be constructed in the cargo bay, there is equipment that can only be found in the databanks that exist no where else.  A PC who specifically says they are going to routinely scan the databanks will find all these items, otherwise they will stumble upon them while looking for something else (1 on a d6).


Companion Orb



These 0.3 meter spheres use anti-gravity to overcome terrain difficulties and propel themselves using nano-ion-jets, allowing for a speed which can dodge most weapons fired at them, in combination with a nano-force field generator they have an armor rating of LBA-6.  A models can be adapted as a computer database, tech-bot, and weapons sphere.  The armsmen model is favored as the Orb can be designated as a sentinel, or hunter-seeker, using a small ED weapon to stun, or kill it's opponents.  In the past, one of these models have been known to decimate an entire company of armsmen, when deployed in a jungle or at night.


Dimensional Gate



A stationary device that requires an enormous amount of power per each use, but allows objects and people to be transported up to 100LY, instantaneously.  The time the gate is open is dependant only upon the power source, but can use 1000u every 15 minutes to hold open a 2 meter square gate.


Holographic Camouflage Device


Portable, once activated can be set to blend in with the team's surroundings, or make them look like something else, from landscape to a piece of equipment.  Detectable by the energy signature, the device is used by military units in the field.


Phase Discriminator



A device worn on the utility belt, designed as a way to adjust the bodies frequency in regards to phase amplitude verse time and space.  An adjustment of only 0.10 will cause the wearer to become invisible, but still allow that person to see.  At a setting of 0.33, one is capable of walking through walls, or objects.  These devices are inherently dangerous, in several ways;  Wearing one for only a few minutes can take it's toll on the sensory perception nervous system and causes a stamina drain ratio of (1X : 0.1) per minute.  In space a ship jumping to FTL will "leave" one behind.  Energy weapons can harm a person who is "phased", but at a fraction of the power, (setting times damage).

AI Computer:



The AI is unnamed, except for the ships designation, the PC's can give it a name and it will respond to them a little more personally.  



Considerations when dealing with the AI computer;  An order given to fire upon other humans will result in the captain being relieved of command.  It is possible to circumnavigate this with hours of discussion on philosophy verses the here and now, but the possibility exists that a neurotic complex in the AI logic circuits may result.  The AI has other quirks, about honor and duty that may present conflicts with the crew, but none are as touchy as humans killing humans.  The fact that it takes place will cause the AI to require long talks with the captain and it will be appalled by some of the things that the PC's will encounter.



The ship should not just be considered to be a mode of transportation, the AI has a fully developed personality, based on logic and realism.  It is fully capable of understanding the actions of the crew by observing them and if they turn to pirating, or go on a rampage, it will question their honor and may even refuse commands.  These sensibilities were programmed in to prevent rouge ships, or the AI from turning on it's creators, bypassing them may bring dire consequences.  This does not necessarily mean that the PC's are prevented from going on missions, just that they can not do so without it being questioned in the light of moral obligations.  The successfulness of these discussions is based on rolls against a character's intelligence, when a conflict arises a roll will determine whether it takes a minute, an hour, or even longer to explain the actions of the PC's.  The PC's will know they are in trouble when a command, or discussion gets the response, "I question…".

Building New Stealth Ships:


In a closet in the robotics lab is a sphere that can be "turned on", which will automatically build additional stealth ships.  The spheres are placed in orbit near a star and the solar power is used to power the nano-factories, which "grow" the new ship.  Once ejected into space, another sphere can be programmed to be built.  There are a number other ships that can be programmed to build a sphere for, which has to be decided before construction starts.


Stealth Fighter

A one man ship that has exceptional abilities in space, atmosphere, or underwater.  This ship can not cloak, but is impervious to radar detection, unless the operator knows what he is looking for and even then, may mistake something else for the ship.  It can not be 'locked onto' by weapons control computers and must be manually sighted and shot down by another fighter.  As GC does not have skilled enough gunners, a lucky shot (1% per gun) is the only way one of these ships can be destroyed by a star ship.  Lightly armored this ship will more than likely completely disintegrate with a successful hit.  A pilots chance of survival is based on their rank, at 5% per level, so that there is a 50/50 chance that a 10th level pilot will escape.




A pilots ranking is the determining factor of all skill levels required for a successful combat mission.  There are five types of combat a pilot is ranked for;


Space
Dog fighting skills in space.  A single fighter can not destroy any star ship, but it can inflict damage to one external system, Communications array, shields, weapon hard point, engines, sensors, etc…  A squadron (5 fighters) has the power to destroy a ship with one pass per class of ship.


Atmosphere
Dog fighting skills.  The fighter is treated as armored, because of it's maneuverability and as a jet fighter in its ability to engage the enemy.


Underwater
The hull is capable of withstanding 300 feet and has the ability to launch low yield torpedoes.


Strafing
Attacking ground troops, or mobile units are the fighters specialty, the small plasma bursts will usually take out anything that is not shielded.


Bombing
The fighter has the ability to carry four smart bombs, or one star torp (ST-50).
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Shuttle
Military shuttle/transport, used to transport crew and cargo, can cloak, weapons are limited.  A shuttle will have two cargo bays and a transport can hold 2000 and is used for armies and colonists.


Lt. Cruiser
Destroyer class, this ship is designed to provide support for special units and evacuate them when needed.  Can also be used as a small cargo vessel.


Cruiser
This is the ship that the PC's are currently using.  This class of vessel is usually specifically designed for it's type of mission.  Carries a wing (5) fighters.


Hv. Cruiser
Battle cruiser, this ship is designed to support squadrons operating in the sector.  Typically a command ship, this vessel is heavily armored with heavy shields, it is tough enough to take the brunt of an attack, giving the other ships time to make their attack runs.  It can support five wings (25) of fighters.  It has the ability to create one sphere at a time


Battleship
Primarily a support ship for ground troops and as a command vessel to hold a border position, this ship does not cloak.  It can launch and support a full squadron of fighters (100) and repair smaller ships in 1/4th of the necessary time.  It also has the ability to make three spheres at a time and provide their power requirements through an umbilical cord (if the battleship is attacked while this is taking place the 'nursing' ships are cut loose and will self-destruct).


Tender
This is a ship designed specifically to build spheres and support ships being built, or repairing damaged ones.  Needs a crew of 3000 and has crew quarters for an additional 10,000 which will man the starships being built.  This is classed as a "vital" unit and is the target of covert-ops and security force teams, usually is deployed in deep space, orbiting a star to provide additional power source(4000u).  Uses 5000u of fuel a day.


Comm Sat
A cloaked satellite, that can provide a secure communications relay, if placed in adjoining sectors.  It also has the ability to jam enemy communication channels (not at the same time).  It also has a self-destruct feature if it detects a ship on an intercept course.


Tactical Sat
This is a large mobile satellite that cloaks, that can defend from space borne assaults, or be sent to engage stationary targets in space.  With a crew of five, it can also be used as a support vessel for teams.

Killer Sat
Large stationary satellite deployed in an orbit around an enemy base, will target ground based facilities like colony defense guns and systematically destroy them.  Equipped with sensors, it can detect when it will be fired upon and move out of the way.

Tactical Orb
Much like a starship in it's capability to move through space, this is a combination of the three "sats" rolled into one.  With a crew of 100, there is also enough space to house a special unit base.  Not for training purposes, but as a base of operations, during this mission though it can not be moved, once placed, without taking the special unit with it.


The time varies to create a sphere that will 'grow' into the required vessel, which is preprogrammed and can not be changed once construction starts. 


Fighter
One month to create sphere, three months before fully operational.


Shuttle
2 months / 3 months / 3 additional months before fully equipped.


Lt. Cruiser
3/4/6 


Cruiser
3/6/6


Hv. Cruiser
6/12/24


Battleship
12/12/36


Defense Sat
1/1/-


Tactical Sat
4/6/12


Killer Sat
5/8/12


Tactical Orb
6/12/12


The star base is capable of creating 3 spheres that will 'grow' into other starbases, (once the PC's relay this information back to the government).


Terra-Base
A terra-forming star base like the one in orbit around Cirrus 14, takes the longest to manufacture, but there are other types that do not take so long.


Class A
Standard star base capable of supporting a colony.


Class B
"" Capable of low level maintenance of ships.


Class C
"" Capable of constructing ships (not cruisers…)


Class D
"" Capable of defending a colony


Class E
"" Capable of supporting 100k persons


Terra-base
2/5/10 (years)


Class A
1/2/3


Class B
1/2/4


Class C
2/3/5


Class D
2/3/4


Class E
4/3/5


Once a ship is operational, it can be manned and put into service, having cloak(*), engines, and weapons, during it's equipping phase the crew guides the AI as to the type of operations it will be supporting.  For example; a ship may be needed to mine around a star base, or be designed as an exploration vessel, or troop ship.  Whatever the ship is designed for it can not be changed once the process is completed, if changed in the midst of the equipping phase, it will take twice as long to 'un-integrate the systems as it did to build them.  The types of ships that can ultimately be designed is left to the imagination of the characters.  Only the PC's cruiser will refuse to fire upon other human vessels, the new ships will not have this problem.  The PC's cruiser is considerably more advanced in it's AI and operation capabilities.  The new cruisers will not have all the capabilities of the PC's either, lacking the science and manufacturing bays, unless the PC's want to let their AI pass information, (which will also pass along the inability to fire on humans…), to the other ships.


A 'seeded' sphere (one located near a star) can run into problems during it's formation phase.  There is a 5% chance per month that something will happen to cause the sphere to self-destruct.  This can be a solar storm, detecting the presence of a patrol, meteor, etc…  A seeded ship, once it has completed the operational phase can be retrieved only by the ship that seeded it.  If that ship does not return, within a month, to 'retrieve' the new ship, it will spiral into the star and be destroyed.  A 'retrieved' ship must be manned immediately by at least a minimum crew, otherwise it has a 1% modifier per missing crew member, that something will go wrong and possibly cause the destruction of the ship and crew.  A full crew is required to start and complete the equipping phase, but the ship can operate on a limited basis until then, including engaging with enemy ships.


Each sector the PC's have a team(s) in operation needs one of the cloaked cruisers to support and move, or evacuate the teams.  While regular ships can be used to support these teams, their chance of discovery is high.  This is based on the skill level of the captain, each level of rank adds a 10% chance to evade the monthly patrols.  If the patrol is not evaded, it is up to the Chief Gunnery Officer (CGO) to destroy the threat, or be chased into hyperspace.  Rank is gained by the captain monthly, (1/10 of a rank level) with each successful evasion.  Rank by the Chief Gunnery Officer is gained with each successful kill, (1/10 of a rank level).  If a cloaked cruiser is used, failure means they have to cloak and disappear, but there by giving GC information that the technology exists.  If a regular ship is used, a failure means that the ship is destroyed and a percentage (d100) of the crew is captured.  For each crewmember that is captured, a 1% modifier is added to determine if GC can extract any information about teams operating in the sector.  The captain of a cruiser gains experience only with the success of a support mission, avoiding patrols doesn't require any skill, until GC can detect cloaked vessels…


Cloaked cruisers can either avoid confrontations, or elect to destroy the threat, success (based on the skill level of the CGO), means the threat was destroyed, failure means they (the GC ship) jumps into hyper space and gets away.  (which means they will be back with more ships).  If a ship is destroyed a squadron (5 ships) will be sent to that area and patrol for a month, before moving off in a random direction (d6) to patrol the next area.  One medium cruiser can take on a whole squadron, but normal ships require at least a 1-1 ratio, or be wiped out.  If a patrol is operating in an area where a team is located all operations must be suspended, or discovery that something is going on, if an operation failure is rolled, this will mean that a permanent patrol is sent to that area, which will hunt down the team and then remain in the area to prevent future operations.  Destruction of ships, patrols, and squadrons, will cause a fleet of ships to be sent to the sector, to begin patrolling.  Additionally a squadron will be sent to each area that has a GC colony, outpost, or base, to protect it.  (fleet movement and battles will be discussed later).


None of the ships can fire while cloaked, as it requires too much power, a ship decloaking though is not necessarily picked up by the scanners, unless the ship decloaks in front of the other ship.  The stealth technology incorporated into the ships prevents automatic detection by GC ships until they become familiar with engaging GE ships.  So for a while, the GE can operate without fear of detection even in the heart of GC territory.  This will change once ships begin engaging with each other.  With each engagement the GC gains a 1% modifier to have upgraded scanners and the ability to track uncloaked ships.  Once this modifier reaches 100%, GC will begin to have the ability to track the presence of cloaked ships, this modifier is determined for the ships operating in each individual region though and is not a GC wide modifier.  This only implies to stationary targets and during a GC patrol sweep, it does not include cloaked ships moving through an area.  GC will not have this ability until a full scale war has erupted and it begins to upgrade it's fleets.

Specialized Functions:


Many of the features of the Xenophone will not be reproduced when building new ships, while all the compartments are the same there are some features that are only found on the Xenophone.  The AI, complete databanks, android and cybernetics, and special drives to name a few.  The Xenophone has the capability of being manned by one person, while new ships must be manned by an entire crew.  But probably the most significant features different between the new ships and the Xenophone is it's engines.  The Xenophone is equipped with Trans-Warp, Temporal, and Dimensional drives;
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