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Overview

Hyperion Manufacturing & Tansport (HM&T) is a
mega-corporation involved in asteroid mining,
zero-G manufacturing, and inter-system freight
hauling throughout a large section of civilized
space. The company employs a legion of
contract pilots to move commodities to where
they are needed and TUG-4103 is just one
unremarkable cog in the great machine of
interstellar commerce.

This vessel is an old Loggerhead-class hauler
designed to pull long trains of unmanned cargo
pods. It requires only a single crew and operates
exclusively in space — sporting a powerful set of
ion engines but no atmospheric thrusters. The
ship is decades old and nearly obsolete. It runs,
but is in a poor state of repair and looks ready to
give out at any moment.

One new addition that the current owner has
made is a black market missile launcher —
concealed behind the spine-mounted search
light. There are only a handful of missiles
loaded, but hopefully it would be enough to
dissuade the casual pirate.

Though designated as a hauler, the TUG itself
has almost no cargo space. Instead, it attaches
to a long line of cargo pods which hold the
actual goods. This class of ship is much like a
locomotive was to the trains of olden days.
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TUG-4103 is currently operated by Oswald
McNamara, know universally as “Mac”. As a
contracted pilot for Hyperion Manufacturing &
Transport, he spends the great majority of his
time on his ship — hauling freight from place to
place. This is fine by him as his planet-side
residence is a dank apartment in a seedy high-
rise in very bad part of the coastal sprawl. As far
as Mac is concerned, the less time spent at the
bottom of the gravity well the better.

Mac is a portly, balding man of unremarkable
stature or bearing. He tends to go unshaven and
dressed in dirty coveralls. Though he had to give
up smoking because of the strain on his ship’s
atmosphere scrubbers, he still likes to chew on
an unit cigar while driving or operating the
comm.

With a temperament ranging from uncouth to
surly, it's not really a surprise that Mac works
alone. He runs his routes on schedule, but
mainly because of the financial incentives
offered by HM&T. Paychecks tend to go towards
tawdry entertainment or get-rich-quick schemes
that never quite work out. Oswald McNamara
has been flying this boat for nearly 10 years and
it's a good bet that he’ll be running the same
routes, and scams, 10 years from now.
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On all of the maps, each 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. You are welcome to
make any modifications that you desire.




TUG 4103

Gargantuan (-4 size)

eSS Leve Low 6 Sl Colossal (-8 size) with pods
. . 2,500 ft ( 5 squares)
Type Ultralight Tactical Speed -500 ft per three pods
53 ft
Subtype hauler Length + 35ft per pod
9 . 245,000 lbs
DEifEnEE 5 with pods bR + 25,000 Ibs per pod
8 .
Flat-footed 4 with pods Targeting Bonus | +0
Autopilot 8 . Crew 1
5 with pods
Hardness 20 Passenger 1
Capacity

I 8d20 (160 hp) :
Hit Dice + 1d20 (20 hp) per pod Cargo Capacity 1 ton + 100 tons per pod

I Grapple +12
LIS +1 Modifier or +16 with pods
Pilot’s Class Base Purchase
Bonus *2 DC 48
Pilot’s Dex o .
Modifier +1 Restriction Licensed (+2)
Gunner’s Attack Grappling
Bonus +1 Systems Grapplers

: lon engines only ;

Engines (can't enter atmosphere) Armor Alloy Plating
Sensors Class | Communications | Radio Transceiver

Defense Systems

Autopilot, damage control (1d10), chaff launcher

Weapons 1 CHE Missile Launcher (4 missiles)
Attacks 1 CHE Missile Launcher -3 ranged (4d12x10/19-20)
Attack of

Opportunity

none

*The statistics in italics refer to the vessel when attached to one or more cargo pods.
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Interior Areas

Cockpit

TUG-4103 has a spacious cockpit to house it's
wide array of antique dials and switches. There is
a single dilapidated pilot's seat and a short flight
of stairs leading down to the main cabin.

The door between the two areas has atmospheric
seals so that the cockpit or cabin can be
independently depressurized. Though difficult to
clear and open, there is an access hatch in the
floor of the cockpit to facilitate extra-vehicular
access.

Cabin

The main area of the vessel is a single cabin for
the pilot’s off-hour use (when docked or on
autopilot en route). There is a computer/media
terminal in one corner and a food station built into
the back wall. A combination toilet/shower is in a
small chamber on the starboard side and a
storage closet is on the port side opposite. There
are exit hatches down a few stairs on either side,
but no dedicated airlock.

The metal table in the center of the cabin can fold
into the floor to provide room for exercise (not that
this room has seen any exercise in several years).
The low bed can also fold into the wall, and there
is a second bunk concealed higher up (again,
seldom used).

At the back of the chamber are the ship’s engines
and a cramped engineering hallway. Here a
ladder leads up to the crawlspace which runs the
length of the cargo train (or ends in a sealed
pressure hatch if no train is attached).

Other than the occasional decompression in deep
space, Mac doesn’t do a whole lot of house
cleaning; so both the cockpit and the main cabin
are often littered with dirty clothes, dirtier fast food
containers, and the occasional holo-mag. The
pine scented air freshener hung from the center
light does little to cover the sour odor of the dingy
room.

Cargo Pods

A standard cargo pod is a cube roughly 25 ft. on a
side. It has small maneuvering thrusters, linkages
to attach to other pods, and a rudimentary
computer system to monitor and report status.
The top of the container also sports an access
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crawlway running from bow to stern. When linked
up, it is possible to traverse the entire train, and
access any cargo pod, via this crawlway. A
standard module holds 100 tons of cargo.

Defense Module

This special purpose module is designed to add
firepower to an otherwise unarmed train. Rather
than cargo space, this pod holds a turreted fusion
beam and advanced sensor systems. For the
sake of deterrence, all of this extra gear is
concealed until brought into play (so a pirate
never knows if a train is packing). The weapon
systems are usually operated by the tug pilot —
though it is also possible for a gunner to access
the controls in the pod itself.

Game Mechanics

It is easiest to treat an entire train (TUG plus 1 to
14 cargo pods) as a single vessel. To do this, start
with the base stats for TUG-4103. For each cargo
pod, add one hit die and 20 hit points. For every
three pods (round down), reduce the speed by
500 feet (1 square).

The ship as a whole is also now “Colossal” sized,
which modifies various statistics.

A defense module will add the following to the
ship stats:

e Class Ill Sensors
0 Increases initiative by 2

e Targeting System
0 Grants a +3 to hit for a colossal ship

e Point Defense System

e Fusion Beam
0 (10d8), range 3000 ft

The new attack statistics for a (now colossal)
TUG-4103 would be:

1 Fusion Beam -4 ranged (10d8) and
1 CHE Missile Launcher -9 ranged (4d12x10)

Attack of Opportunity: -4 ranged (1d12x10)
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Crew

As mentioned previously Mac is a portly, balding man of unremarkable stature or bearing — just a guy
trying to make a living in the cold space between the known worlds.

Pilot (Oswald “Mac” McNamara)

Tough Ordinary 2

CR 2; Medium-size humanoid; HD 2d10+4; HP 15; Mas 15; Init +1; Spd 30 ft; Defense 13,
touch 13, flatfooted 12 (+0 size, +1 Dex, +2 class); BAB +1; Grap +2; Atk +2 melee (1d4+1,
knife), or +2 ranged (2d6+0, Pistol); FS 5 ft by 5 ft; Reach 5 ft; SQ ; AL none; SV Fort +4, Ref
+1, Will -1; AP 1; Rep +0; Str 13, Dex 12, Con 15, Int 9, Wis 8, Cha 8.

Occupation: Blue Collar (Craft (electronics]) Repair)

Skills: Computer Use +1, Craft (electronics) +0, Craft (mechanical) +0, Intimidate +0,
Knowledge (Streetwise) +1, Pilot +3, Repair +0

Feats: Starship Gunnery, Starship Operations (Ultralight)

Possessions: pocket knife, 9mm pistol; Wealth +7

Standard Cargo Pod




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.

3.0ffer 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 sulfficient rights to grant the rights conveyed
by this License.
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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: TUG-4103 Copyright 2005, Ryan Wolfe.
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