
 

 



 

 

 

Overview 
 
The ConFed Starship “Morningstar” is a Fenris-
class heavy corvette designed for extended 
patrol and escort duties. It often operates alone 
as police ship and border patrol vessel. A 
common sight in civilized space, this class of 
warship is occasionally refitted for civilian use. 
 
The Morningstar has three main weapon 
systems. 
• A number of laser turrets are situated along 

the top and bottom surfaces of the ship. 
These are accessed via crawlways above 
and below the habitation decks and retract 
beneath the armored plated hull when not in 
use. 

• Missile launchers occupy the forward 
section of the nacelles on either side of the 
vessel. These can launch both conventional 
and nuclear missiles, as well as decoy 
drones. 

• Lastly, there is a spinal mounted magnetic 
accelerator that runs the length of the ship. 
This “needle driver” can flay a target with 
bursts of metal flechettes moving at 
extremely high velocity. 

 
Note that there are 14 laser turrets on the ship. 
By the written rules, a ship of this size cannot 
have 14 weapons, so only two of these fire in 
any given round. This is what is represented by 
the “Two Heavy Lasers” in the ship statistics 
block. You might assume that the others are 
operating in point-defense mode or just laying 
down cover fire when not explicitly active. 
 

The vessel does not have a grappling system. 
Instead it carries a pair of small craft for use in 
boarding. These same craft serve as shuttles 
and troop transports for planet-side 
engagements. One craft occupies each hangar. 
 
When grounded, entrance to the ship is gained 
though the air locks behind the bridge and cargo 
is loaded directly into the hold. In space, small 
craft can enter the hangars while larger ones 
dock either with the aforementioned air locks or 
the docking ring directly beneath the cargo hold. 
 
Thirty crew members live aboard the ship, 
working in three shifts of ten crewmen each. 
There are no permanent facilities for additional 
passengers but the recovery wards, cargo hold, 
and even hangar bays can be converted into 
living areas should the need arise. The crew are 
all trained soldiers who can double as marines. 
 
The captain of the CSS Morningstar is Llewellyn  
Highwater, a taciturn gentleman and career 
military man from a respected line of captains 
and admirals. He has been in command a long 
time and has earned the loyalty of his crew. 
Less than a year shy of retirement, he plans to 
take it easy and will avoid unnecessary risks if 
possible. 
 
His first officer, Eliza McGovern, is an ambitious 
and talented tactician who looks forward to a 
command of her own soon. She would rather be 
on the front lines and has little patience for 
routine patrols and police duties. Though she 
admires Captain Highwater as a mentor, she 
yearns to be in charge of her own warship. 
 
 
 
Though d20 Future statistics are provided, it is 
hoped that the Morningstar can be easily 
customized to fit your particular game system 
and campaign. You are welcomed and 
encouraged to make any modifications that you 
desire. 
 
On all of the maps, one square is equivalent to 5 
feet. They can instead be interpreted as 2 
meters if that will work more easily for your 
game system of choice.

 
 
 

Future Armada: Morningstar 
 
by Ryan Wolfe of BlackyWyrm Games 
 
http://home.insightbb.com/~ryan.wolfe 
http://www.blackwyrm.com/ 
 
 
Future Armada: Morningstar is copyright © 2004 Ryan Wolfe. 
All text in this book is designated as open game content. You 
may not distribute this PDF without permission of the author. 

  1   



 

 

C S S   M O R N I N G S T A R 
Progress Level 6 Size Colossal (-8 size) 

Type Light Tactical Speed 3,000 ft. (6 squares) 

Subtype Corvette Length 325 ft. 

Defense 7 Weight 4,400 tons 

   Flat-footed 5 Targeting  Bonus +3 

   Autopilot 5 Crew 30 (Trained +4) 

Hardness 30 Passenger 
Capacity None 

Hit Dice 70d20  
(1,400 hp) Cargo Capacity 120 tons 

Initiative +4 Grapple  
Modifier +16 

Pilot’s Class 
Bonus +3 Base Purchase 

DC 62 

Pilot’s Dex 
Modifier +2 Restriction Military (+3) 

Gunner’s Attack 
Bonus +2 Grappling 

Systems None 

Engines Ion Engine, 
Thrusters Armor Vandium Plating 

Sensors Class III sensor array, 
Targeting system 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Communications Laser transceiver, 
Radio transceiver 

 

Defense Systems Decoy drone launcher, improved autopilot, improved damage control, magnetic 
field, point defense system, self-destruct system. 

Weapons 
2 heavy lasers (range increment 4,000 ft.) 
2 fire-linked nuclear missile launchers (16 missiles each),  
2 fire-linked CHE missile launchers (24 missiles each),  
1 needle driver (range increment 4000 ft.) 

 

Attacks 
2 unlinked heavy lasers -3 ranged (8d8) and 
2 fire-linked nuclear missile launchers -8 ranged (16d8 / 19-20) and 
2 fire-linked CHE missiles -8 ranged (9d12 / 19-20) and 
1 needle driver -8 ranged (8d12) 

Attack of 
Opportunity Point-defense system +3 ranged (2d12x10) 
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Lower Level 

Cargo Hold 
This area is used as the primary storage area on 
board and usually contains several large crates or 
pieces of heavy equipment. The exterior door is a 
sturdy ramp strong enough for vehicle use but the 
other ramp, leading up to the main section of the 
ship, is just an iron grate. The space beneath it is 
open for more cargo and also contains a docking 
hatch (not shown). 
 
This area is also the primary means of exiting the 
ship during planetary assaults. Troops gather 
outside of the weapon lockers during the decent, 
then rush down the ramp, through the cargo hold, 
and out onto the planetary surface – allowing the 
ship to left off again in the shortest time possible. 

Mid Level 

Lounge 
The lounge at the bow of the ship has a trio of 
view ports set into the curving floor and a large 
video screen set into the forward wall. The lighting 
is more subdued that elsewhere on the ship and 
various refreshments are available from the wall-
mounted dispensers. A pair of storage closets 
hold extra furniture, food, and entertainment 
equipment. 

Rec Room 
The recreation room comes complete with 
punching bag, floor mat, and a strange looking 
weight-lifting apparatus. Lockers hold various 
pieces of exercise equipment as well. Restrooms 
with full-sized showers are available just outside. 

Conference Room 
A large metal table fills the center of this chamber 
and video screens line the walls. This area is used 
for tactical briefings and general meetings for the 
higher ranking crew. 
 
Note that the ladders in the hallway outside lead 
to upper deck and the crawlway between the 
decks. That crawlway leads to the forward turret 
wells. 

Weapon Lockers 
A trio of vault-like doors stands to either side of 
the hallway here. Each opens into a shelf-lined 
locker holding a variety of weapons, armor, and 
ammunition. There is enough gear present to 
outfit the entire crew for battle. 

Exit Ramp 
Behind a large security door, a ramp leads down 
into the cargo hold. The ramp is a metal grate and 
various crates and shipping containers can be 
seen below. 

Galley 
Long tables fill most of this room and food 
dispensers line the forward wall. Between the 
dispensers a ladder leads to the upper level 
(emerging between the restrooms in the crew’s 
quarters section). The ladder continues up to the 
spinal crawlway from there. 
 
There are also a pair of ladders and hatches at 
the aft end of this section. These also provide 
crawlway access. The hatches to the uppers 
levels are kept closed when not in battle since 
they lead directly into crew’s quarters. 

Medical 
These three rooms are the medial facilities for the 
ship. The front room is used for administration and 
out-patient tasks. The back rooms are an 
operating theater and a divided area for patients 
awaiting treatment. There is restricted access to 
engineering from this area, for use in emergencies 
only. 
 
The hallway in front of the medical area contains a 
lift for moving patients to the recovery wards on 
the upper level. This hall has a high ceiling and a 
metal walkway crosses at the upper level. 

Engineering 
The engineering room, which spans both the mid 
and upper levels, is built into the engine itself. The 
walls and ceiling are the casings for various 
components, some of which extend well into the 
room. There is a workstation in the center of the 
chamber and a myriad of controls and access 
areas throughout the area. 
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Ladders lead to the upper deck, where a balcony 
and walkway allow access to more components. 
There are also ladders in the corners that allow 
access to the rear turrets on the dorsal (top) side 
of the ship. The hatches in the floor lead to the 
lower crawlways, but there are no aft turrets on 
the ventral (bottom) side. 
 
Note that the great majority of engine, life support 
apparatus, fuel tanks, and other critical systems 
are housed in the “wing” areas of the ship.  
Access is possible at various points but the 
interior is very cramped and inhospitable. It is 
more usual to gain access to these areas by 
removing exterior hull plating (best done in space 
dock). 

Nacelles (starboard and port) 

Launch Bay 
There are identical launch bays on either side of 
the ship. Each houses a set of missile launchers 
and ammunition, as well equipment for manually 
modifying and loading the ordinance. 

Hangar 
Behind the launch bays are large hangars. Each 
can hold a landing craft or pair of fighters. There is 
a small control room at the front of the bay and 
storage areas to either side. These mainly contain 
equipment and tools required for vehicle 
maintenance. 
 
The Morningstar carries a pair of landing craft, 
one in either hangar bay. These troop transports 
are approximately 35 ft. long and so do not allow 
much room for additional craft. 

Upper Level 

Bridge 
The command center for the ship has 5 dedicated 
crew stations including the captain’s chair. The 
huge forward screen provides a panoramic view 
of the area around the ship overlaid with tactical 
readouts.  Just off of the bridge is an equipment 
locker that holds weapons and vacuum suits for 
use in emergency situations. There is also a small 
office available for the captain. 

Escape Pods 
The eight escape pods provide enough room to 
evacuate a total of 32 people (though more could 

conceivably cram into the tiny vessels). This 
section also houses an airlock on either side of 
the ship. When landed, ramps deploy from the 
wing near the locks – allowing access to ground 
level. 
 
Hatches in the floor allow access to the deck 
below. There is also a crawlway between the 
decks that leads to the port and starboard forward 
turrets. 

Crew’s Quarters 
The captain and first officer have single rooms 
closest to the bridge. Each room after that is 
home to four crewmen except for the aft-most 
pair. Each of those back cabins has only a single 
pair of beds because they also contain the access 
hatches for the dorsal and ventral turret station. 
 
In the center of this section is a pair of restrooms, 
complete with small showers. The hallway 
between the restrooms is split by a ladder that 
leads to the lower level and upper spine. A 
crawlway in the spine allows access to the dorsal-
mounted turrets and the needle driver. 

Recovery Ward 
Situated directly above Medical, these two rooms 
are meant to be used for recovering casualties. 
Currently only one has the beds and monitoring 
equipment deployed. Though the other is being 
used for general storage, it can be reconfigured at 
a moment’s notice. 
 
Outside of the recovery rooms a metal walkway 
crosses to the crew’s quarters area. A lift adjacent 
to the walkway is provided for easily moving bed-
ridden patients to and from the lower level. 

Engineering (Upper Level) 
This is actually the main entrance for the 
engineering area as the door on the lower deck is 
for emergency use only. The high-ceilinged 
engineering room stretches across both the upper 
and mid levels. The upper area contains a catwalk 
that crosses to a balcony at the aft part of the 
room. There are some control panels accessible 
from the midpoint of the walkway and many more 
along the aft wall (which is also the casing for the 
primary engine assembly). 
 
Ladders near the entrance and the balcony lead 
down to the main floor of the chamber. 
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Crew 
The CSS Morningstar carries thirty crew members, divided into three equal shifts. Each shift has eight 
“standard” crewmen, which includes the rank and file grunts as well as low grade officers. There are also two 
“senior officers” overseeing each shift – for a total of half a dozen senior officers (including the captain and 
first officer) on board. All crew members are proficient with the weapons, equipment, and tactics employed in 
ship to ship combat and boarding actions. 
 
The statistics below can be used to represent the crew and senior officers. Specific individuals may vary from 
these generalizations – especially in the case of specialized skills. 
 
Standard Crew 

 
 
 
 
 
 
Se

 

Fast Ordinary 1/Tough Ordinary 1  
CR 2; Medium-size humanoid; HD 1d8+0 plus 1d10+0; HP 11; Mas 10; Init +2; Spd 20 ft; 
Defense 19, touch 16, flatfooted 17 (+0 size, +2 Dex, +4 class, +3 equipment); BAB +0; Grap 
+1; Atk +1 melee (1d4+1/19-20x2, knife), or +2 ranged (3d8+0/20x2, laser rifle); FS 5 ft by 5 ft; 
Reach 5 ft; SQ ; AL Confed Military; SV Fort +1, Ref +3, Will +0; AP 1; Rep +0; Str 12, Dex 14, 
Con 10, Int 11, Wis 10, Cha 8. 
 
   Occupation: Military (class skills: Knowledge (Tactics) & Survival) 
 
   Skills: Craft (mechanical) +4, Knowledge (Tactics) +4, Pilot +6, Profession (soldier) +3,  
              Swim -1, Tumble +2 
 
   Feats: Armor Proficiency (light), Personal Firearms Proficiency, Zero-G Training 
 
   Possessions: light space suit, knife, laser rifle; Wealth +6 
nior Officers 

Dedicated Ordinary 6  
CR 6; Medium-size humanoid; HD 6d6+0; HP 21; Mas 10; Init +2; Spd 30 ft; Defense 15, touch 
15, flatfooted 13 (+0 size, +2 Dex, +3 class); BAB +4; Grap +4; Atk +4 melee (1d4+0/19-20x2, 
knife), or +6 ranged (2d8+0, laser pistol); FS 5 ft by 5 ft; Reach 5 ft; SQ ; AL Con Fed; SV Fort 
+3, Ref +3, Will +3; AP 3; Rep +2; Str 11, Dex 15, Con 10, Int 14, Wis 10, Cha 14. 
 
   Occupation: Military (class skills: Knowledge (Tactics) & Navigate) 
 
   Skills: Bluff +3, Diplomacy +6, Intimidate +6, Knowledge (Tactics) +11,  
              Knowledge (Technology) +4, Navigate +11, Pilot +6, Profession (Military Officer) +9,      
              Tumble +6 
 
   Feats: Leadership, Personal Firearms Proficiency, Spacer,  
              Starship Operations (Light), Zero-G Training 
 
   Possessions: knife, laser pistol; Wealth +6 
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Shuttles 
The Morningstar carries two shuttles – one in 
each hangar bay. These small, boxy craft are 
used primarily to move troops during 
boarding actions and planetary assaults. The 
interior has seats for 16 marines while the 
pilot drives from an elevated couch in the 
back-left corner of the shuttle.  
 
The primary entrance for the craft is in the 
rear but there are three other hatches (bow, 
top, and bottom) to allow for docking at any 
orientation. A forward-pointing laser is 
mounted on top of the vessel. 
 
 
Type: Ultralight 
Subtype: Launch 
Defense: 11 
  Flat: 9 Auto: 8 
Hardness: 20 
Hit Dice: 6d20 
Hit Points: 120 
Initiative: +2 
Pilot Class: +3 
Pilot Dex: +2 
Gunner: +2 

 
Size: Gargantuan 
Speed: 3,000 ft. 
Length: 35 ft. 
Weight: 32,000 lbs 
Targeting: +2 
Crew: 1 
Passengers: 16 
Cargo: 600 lbs 
Grapple Mod: +12 
Purchase DC: 44 
Restriction: Lic. (+1) 

 

  

Laser +0 ranged (6d8)  3,000 ft. increment 
 
Ion Engines, Thrusters, Polymeric Armor, 
Autopilot, Class II Sensors, Targeting 
System, Laser Transceiver, Radio 
Transceiver 



 

OPEN GAME LICENSE v1.0a 
 
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.Offer 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 1.0a Copyright 2000, Wizards of the 
Coast, Inc.   
 
Modern System Reference Document Copyright 2002-2004, 
Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, 
Rich Redman, Charles Ryan, Eric Cagle, David Noonan, 
Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker,  
based on material by Jonathan Tweet, Monte Cook, Skip 
Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, 
John Tynes, Andy Collins, and JD Wiker 
 
Future Armada: Morningstar Copyright 2004, Ryan Wolfe. 
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