
 

 



 

 

 

Overview 
 
The “Wayfarer” is a state of the art Seeker-class 
scout ship - a reconnaissance and surveillance 
vessel built for long range operations. It is 
designed to be operated by a single pilot.  
 
The Wayfarer is built around the latest 
breakthroughs in applied particle physics - first 
developed to provide a self-refueling engine for 
extended missions. More recent applications 
include the particle shielding and weapon 
systems installed on the vessel. These are still 
experimental and classified top secret by the 
ConFed military. The stealth screen and 
cerametal plating on the hull are also new, but 
not experimental, technology. 
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The ship is equipped with a self destruct system 
to prevent this equipment from falling into enemy 
hands. 
 
The Wayfarer is operated by Commander Lora 
Starcrest – a strikingly attractive woman of 30 
years whose desire to protect the people and 
make a difference in the galaxy drove her to  join 
the galactic navy. She signed up for the  officer-
training program while in working on her 
Xenobiology degree and eventually ended up in 
flight school.  
 
Though she did well serving aboard the carrier 
Heimdall, Lora increasingly found her good 
looks and stubborn independent streak causing 
problems. By pulling some strings and calling in 
a few favors, she was able to land a transfer into 
the scouting service as a test pilot for their latest 
recon vessel.  
 
So it was that Lora met the Wayfarer and 
they’ve been together ever since. 
 
 
 
 
As with all of the Future Armada designs, you 
are welcomed and encouraged to make any 
modifications that you desire. On the tactical 
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.

 



 

 

The  WAYFARER 
Progress Level 7 Size Colossal (-8 size) 

Type Ultralight Tactical Speed 3,500 ft. (7 squares) 

Subtype Scout Length 120 ft. 

Defense 9 Weight 500 tons 

   Flat-footed 7 Targeting  Bonus +3 

   Autopilot 7 Crew 1  

Hardness 30 Passenger 
Capacity 1 

Hit Dice 15d20  
(300 hp) Cargo Capacity 20 tons 

Initiative +2 Grapple  
Modifier +16 

Pilot’s Class 
Bonus +5 Base Purchase 

DC 56 

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

Pilot’s Attack 
Bonus +7 Grappling 

Systems Grapplers 

Engines Particle Impulse Engine, 
Thrusters Armor Cerametal 

Sensors 
Class IV sensor array, 
Targeting system 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Communications Mass transceiver 

 

Defense Systems Improved autopilot system, damage control (1d10), particle field, radiation 
shielding, self destruct, stealth screen. 

Weapons 2 fire-linked particle beams (range increment 4,000 ft.) 
 

 

Attacks 2 fire-linked particle beams +2 ranged (18d8) 
 

Attack of 
Opportunity none 

 



 

 

 



 

Interior Areas

Command Pod 
 The polarized canopy allows for an excellent view 
and the pilot’s seat is designed to slide easily 
along guides set into the floor – allowing quick 
access to the control panels along the side and 
back walls. The cockpit is very spacious for a 
single pilot and could, in fact, accommodate 
another seat for a copilot in the aft part of the 
compartment. 
 
The entire command pod can detach from the 
main body of the ship to act as an escape pod or 
life boat in an emergency situation. There are only 
rudimentary flight controls for the separated pod, 
no means of lifting off once landed, and no way to 
rejoin the ship short of a spacedock. Unless 
somehow overridden, the Wayfarer’s self destruct 
system will automatically engage when the 
command pod is jettisoned. 
 
Storage lockers near the back of the compartment 
hold food and survival gear. There are also 
reserve atmosphere processors that will support 
the lifeboat for up to three weeks adrift. 
 

Access Corridor 
Primary access to the Wayfarer is through  the 
pair of pressure doors on either side of the “neck” 
which open into the narrow corridor between the 
command pod to the crew quarters. The walls and 
ceiling are cramped with various system 
components and controls and the entire corridor 
can function as an air lock when necessary. 
 

Crew Quarters 
Like the rest of the ship, Lora keeps her quarters 
clean and orderly – even though it is rarely seen 
by anyone other than herself. She’ll usually keep 
the lighting subdued and often has classical music 
playing at low volume in the background. This 
room is her sanctuary. 
 
The single bed can fold into the wall to allow more 
open floor space, or a second bunk can fold out 
over the first to accommodate an additional crew 
member. A food dispenser, media station, and 
sink fill out the perimeter of the room while 
separate chambers in the rear hold the toilet and 
shower facilities.  
 

 

Cargo Bay 
Part storeroom, part garage, and part engineering 
section – the large cargo bay is filled with various 
crates and equipment. The most notable of these 
is Lora’s custom air car “Scooter”. There are also 
equipment lockers with mechanical and 
engineering tools, as well as a science station for 
processing geological and xenobiological 
samples. 
 
The back wall of this chamber can open outwards 
to become a ramp – allowing easy loading and 
unloading of both car and cargo. 
 
Most of the recon and surveillance gear (which is 
installed on the hull above the cargo bay) can be 
accessed by removing ceiling tiles from inside. 
Some wall panels and floor tiles allow access to 
life support apparatus, but repairing any engine or 
power system equipment usually requires 
venturing outside of the ship. There isn’t a 
dedicated engineering section – making the ship 
difficult to modify or repair on the fly. 
 
A row of small windows near the ceiling allow 
natural lighting to supplement the harsh 
fluorescents when available. 
 

“Scooter” 
 
Officially dubbed the SK-TR 7, this experimental 
vehicle uses the latest hovercar technology to 
provide a reconnaissance vehicle that is fast, 
quiet, and stylish enough for Lora Starcrest. 
Though unarmed, the car sports an electronic 
countermeasure suite (equivalent to a PL 6 
Stealth Screen) and a camouflage paint job (-4 to 
Spot in vegetation) to help it avoid detection. 
 
Lora uses her “Scooter” to do long range scouting  
and patrol missions when in the field, but also 
likes to employ it as her personal transport when 
off duty. This is, of course, against regulations but 
the boys in the lab usually let her get away with it. 

 



 

 

  



 

Crew 
The Wayfarer is designed to operate with just a single pilot but can be staffed with an additional crewman 
if the mission warrants (i.e. If it would be a bad idea for the ship to be on autopilot during sleep hours). A 
second bed can fold out of the wall over the single one shown on the map – making it a standard bunk-
bed setup. There is also room for an extra chair in the command pod, though the aft controls in that area 
might be easier to use while standing. 
 
Pilot (Commander Lora Starcrest) 

 

Dedicated 10  
CR 10; Medium-size humanoid; HD 10d6+0; HP 37; Mas 10; Init +2; Spd 30 ft; Defense 17, 
touch 17, flatfooted 15 (+0 size, +2 Dex, +5 class); BAB +7/+2; Grap +7; Atk +7/+2 melee 
(1d6+special, stun baton), or +10/+5 ranged (2d10, plasma pistol); FS 5 ft by 5 ft; Reach 5 ft; 
SQ ; AL none; SV Fort +5, Ref +5, Will +10; AP 5; Rep +4; Str 11, Dex 15, Con 10, Int 12, Wis 
16, Cha 18. 
    
Occupation: Academic (Computer Use, Gather Information, Knowledge [Xenobiology]) 
    
Skills: Computer Use +4, Drive +4, Gather Information +10, Investigate +7, Knowledge 
(Xenobiology) +7, Knowledge (Physical Sciences) +3, Knowledge (Tactics) +5, Knowledge 
(Technology) +5, Listen* +10, Pilot* +13, Profession (Military) +9, Search* +7, Sense Motive 
+7, Spot* +10, Survival* +9, Treat Injury* +7 
    
Feats: Personal Firearms Proficiency, Simple Weapon Proficiency, Starship Dodge, Starship 
Mobility, Starship Operations (Ultralight), Vehicle Expert 
    
Dedicated Feats: Advanced Firearms Proficiency, Alertness, Iron Will, Track,  
Weapon Focus (plasma pistol) 
 
Dedicated Talents: Skill Emphasis (Pilot), Aware, Faith, Cool Under Pressure, Healing Knack 
    
Possessions: stun baton, plasma pistol; Wealth +8 
 
*She can always take 10 on these six skills due to her “Cool Under Pressure” talent. 

 
 
 
 
 
 
 
 
 
 

 



 

 
“Scooter”

 

SK-TR 7 Hovercar            (PL 7) 
 
  

Size: Large 
Defense:  9 
Hardness: 7 
Hit Points: 28 
Initiative: -1 
Maneuver: +1 
 

Speed: 270 (27) 
Crew: 1 
Passengers: 1 
Cargo: S 
Purchase DC: 41 
Res: Res. (+2) 



 

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: Wayfarer Copyright 2005, Ryan Wolfe. 
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