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Future Armada: Wyvern

by Ryan Wolfe of Ki Ryn Studios
ki-ryn.com

Future Armada: Wyvern is copyright © 2010 Ryan Wolfe. All
text in this book other than proper names is designated as
open game content. You may not distribute this material
without permission of the author. Permission is granted to the
purchaser to print a copy for personal use these documents
(including art and maps) for personal use
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Overview

A year ago two Valkyrn interceptors disappeared
while patrolling the hinterlands of known space.
Recently they have returned heavily modified by
unknown alien technology. Together, these
hybrid craft appear out of nowhere, attack
undefended ships and colonies, and then
disappear before help arrives. This new class of
vessel has been given the name “Wyvern”. The
pair are at the top of the Most Wanted list for
ConFed Security and a substantial bounty has
been posted for their destruction.

Though clearly an augmented Valkyrn, the
changes to the original craft are extensive. The
hull has either been coated with or replaced by a
dark, mottled, material resistant to scanning
technology. The wings have been reconfigured
and the engines supplemented with a more
advanced propulsion system. Other
modifications of unknown purpose give the craft
an ominous, almost-organic look.

While the exterior of a Wyvern appears strange,
the interior is completely bizarre. On the inside
the organic nature of the alien technology is
apparent and pervasive. The Terran equipment
has been gutted and replaced with more literal
“guts”, including an actual brain, masses of vein-
like tendrils, and viscous slime dripping from the
ceiling. Both inside and out the ships have an
impressive ability to regenerate damage.
Though a modified human serves as the pilot,
he is more like another piece of equipment than
an independent, sentient being.
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On the maps each square is equivalent to 5 feet
unless noted otherwise. They can instead be
interpreted as 1.5 or 2 meters if that will work
more easily for your game system of choice.




WYVERN

Progress Level | 8 Size Colossal (-8 size)
Type Ultralight Tactical Speed 4,000 ft. (8 squares)
Subtype Interceptor LxWxH 74 x 75 x 31
Defense 11 (+ Dodge) Tonnage 112

Flat-footed 8 Targeting Bonus | +5

Autopilot 7 Crew 1
Hardness 50 Passenger 2

Capacity

I 12d20 : ;
Hit Dice (240 hp) Cargo Capacity 2 register tons

L Grapple
Initiative +5 Modifier +16
Pilot’s Class Base Purchase
Bonus *6 DC 60
Pilot’'s Dex . -
Modifier +3 Restriction Military (+3)
Pilot’s Attack Grappling
Bonus t8/+3 Systems Grapplers

. Gravitic Redirector, .
Engines Thrusters Armor Nanofluidic
Class VII sensor array,

Sensors Improved/Achilles Communications | Mass transceiver

targeting system

Defense Systems

Improved autopilot system, advanced damage control (3d10), nanite repair
array, cloaking screen

2 fire-linked zero bore cannons (range increment 6,000 ft.)

HHiEERETS 1 starload missile launcher (32 bombs, range increment 500 ft.)
Attacks 2 fire-linked zero bore cannons +5 ranged (24d8 / 19-20)
1 starload missile launcher +0 ranged (20d8 / 18-20)
Attack of none
Opportunity
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Interior Areas

The inside of a Wyvern is hot and humid. A thin,
violet mist hangs in the chemical-scented air and
swirls in slow eddies along the floor. Glowing
purple slime drips from the ceiling and coats much
of the equipment and floor.

The purple substance is a mass or organic
nanotechnology responsible for life-support and
healing of systems on board. It can also be
harnessed as a defensive system — encasing
intruders or delivering severe electrical shocks.
The nano organism are pervasive in the
atmosphere but are almost invisible except when
they congregate on a surface.

Organic Control System & Pilot
Interface Couch

At the forward end of the cockpit a large,
augmented brain (taken from a huge winged
reptile) is secured beneath a transparent dome.
Numerous veins and nerve-like attachments tie
the brain into the ship’s system. They also
connect this organic control system to the single
pilot's couch — creating a direct brain to brain link
between pilot and ship (equivalent to soullink
nanotechnology). This is a true hybrid system in
that the pilot loses as much to the link as the
reptile brain gains. The result is a single entity
with the skills of a starship pilot and the instincts
(and ethics) of a monstrous predator.

Prolonged exposure to this link causes permanent
damage to the pilot, leaving them violent and
animalistic even when not attached to the craft.
Though a human (or former human) pilots the
craft, it is not a voluntary position. The victim has
been assimilated by an unknown process —
removing their will to resist and making them
desire nothing but to carry out their mission of
wonton destruction.

Mental Assimilator

A short pedestal in the center of the ship is topped
by a dome of swirling green energy. Tendrils
shake out from this apparatus to connect the
pilot’s couch with the containment cells. This
device gives the pilot (and thus the ship) direct
mental access to victims in the containment cells,
allowing memories and data to be extracted in a
rather painful manner. This information is used to
learn abut the local area and plan further attacks.
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This apparatus can also assimilate victims,
making them willing slaves to the ship and its
commander. Such drones are used for a variety of
nefarious purposes and can pass for human
except under close scrutiny (where a fine network
of green subdermal tendrils may be seen or the
dulled intellect and lack of emotion stand out).

A pressure hatch is set into the ceiling here.

Containment Cells

On either side of the central cabin are cylindrical
containment cells, each large enough to hold a
single human. The front half of the cylinder is a
transparent canopy which can rotate open to allow
access. Thin green tendrils hang from the ceiling,
ready to attach to and invade victims so as to
connect them to the mental assimilator and hold
them paralyzed.

Bomb Deployment

This is a low-ceilinged area with a pair of
pressurized bomb bay doors in the floor. Racks of
glowing green bombs stand to either side and a
pair of long, sinuous tentacles (used to deploy the
ordinance) coil out from the walls.

The Wyvern class carries organic dark matter
bombs with little in the way of propulsion or
guidance. While of no use in a dogfight they are
very effective against ground targets. In space
they can be used as mines (particularly if a ship is
pursuing them along the same vector) or thrown
from close range against a stationary target.
Individual bombs can be remotely set off from the
ship or set for proximity detonation.

Via the bomb bay doors, the tentacles can also
retrieve immobilized or unconscious victims from
the ground as the Wyvern hovers close above
them. Such victims are placed in the containment
cells for data extraction and then discarded when
of no further use.

Exit Ramp and Power Core

A low ramp provides ready, if slippery, access to
the ground. The ship’s pulsating power core and
internal drive components protrude from the walls
on all sides.

T




b WM

. Organic Control System

& Pilot Interface Couch

. Mental Assimilator
. Containment Cells
. Bomb Deployment
. Exit Ramp & Power Core

T



Crew
Assimilated Human Pilot

Fast 3 / Dogfighter 4

CR 7; human; HD 3d8 + 4d8; HP 32; Mas 11; Init +3; Spd 30 ft; Defense 20, touch 19,
flatfooted 17 (+3 Dex, +6 class, +1 equipment); BAB +5; Grap +5; Atk +5 melee (1d6, tonfa), or
+8 ranged (2d6, falcon .45); SV Fort +2, Ref +9, Will +0; AP 3; Rep +3;

Str 11, Dex 16, Con 11, Int 6, Wis 6, Cha 6.

Occupation: Military (Knowledge [Tactics], Pilot)

Skills: Computer Use +1, Diplomacy +1, Knowledge (Popular Culture) +1, Knowledge
(Streetwise) +1, Knowledge (Tactics) +4, Navigate +4, Pilot +14 (+20 with soullink)

Profession (ConFed Officer) +8, Repair +4, Research +1

Feats: Personal Firearms Proficiency, Precise Shot, Simple Weapons Proficiency, Starship
Gunnery, Starship Operations (Ultralight)

Bonus Feats: Point Blank Shot, Starship Dodge, Starship Mobility
Talents: Evasion, Uncanny Dodge, Defender of the Universe

Possessions: flightsuit, tonfa, falcon .45

Augmentations: organic soullink, prophecy, and stiletto internal nanocolonies
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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: Wyvern Copyright 2010, Ryan Wolfe.
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