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Future Armada: Starlance

by Ryan Wolfe of 0 hr: art & technology
0-hr.com

Future Armada: Starlance is copyright © 2016 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.

Overview

Behind the scenes Starlance was created after a
request was made for a ship that required only a
crew of four to six, plus fighters for each,
additional cargo space, and possibly a shuttle.
This seems like it could be a common desire
given the nature of RPG campaigns, and so the
premier ship of the Armada was refit with these
goals in mind.

The purpose of this variant is to turn Morningstar
into a freelance mercenary unit with a “minimum
crew / maximum cargo” design. To achieve this,
extensive changes were made to the Fenris
class corvette to create the new Sleipnir-class
experimental transport.

The hangar nacelles were extended and the
missile bays at the forward end of each were
removed. Each hangar is designed to hold a trio
of fighters. The new design allows them to
launch from the front of the nacelle as well as
the back - or land in the back and launch from
the front.

To accommodate a shuttle (or even more
cargo), the original crew quarters on the top
deck were removed and replaced with a hangar
bay. For this the roof was raised considerably
and retractable bay doors were built into the
ceiling (requiring the removal of the spinal mount
and four dorsal turrets).
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The lower cargo bay was extended slightly and
the former galley above removed to allow for
additional storage. If all of the hangar space is
used for cargo, Starlance’s total cargo capacity
is 2200 register tons (compared to 120 in
Morningstar).

Two of the original crew cabins were left intact
and four more were built into what was
previously the medical recovery ward. This
allows beds for six — or up to twelve if the beds
are considered to be stacked bunks. Typically
the pilot and captain would occupy the rooms
nearest the bridge. The forward lounge has
been redecorated with the reduced crew size in
mind. The food dispensers in the lounge are the
primary source of food and drink onboard. Meals
are either eaten in the lounge or in the
conference room nearby.

Many other minor changes have been made to
the original heavy corvette design. Extensive
automations and computer upgrades have been
added to support the smaller crew. Emission
control systems and running lights bring the craft
up to civilian standards while improved landing
skids meet guidelines for public tarmac areas. A
non-military communication system has been
installed, as have additional access hatches on
the top and bottom of the ship. These are
accessed via the ladder on the starboard side of
the escape pod hall.

The concealed point-defense turrets have been
removed. Two standard turrets were installed on
existing hard points near the bow — one dorsal
and one ventral. A third turret is in a tail gunner
position at the aft end of Starlance. Any of these
weapon emplacement may be operated from
within the cupolas or from gunnery stations on
the bridge.

Note that much of this material is taken
from the original Morningstar issue, and the
issues of Future Armada that first present
the small craft carried by Starlance.
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STARLANCE

Progress Level | 6 Size Colossal (-8 size)
Type Light Tactical Speed 3,500 ft. (7 squares)
Subtype Carrier L x W x H (feet) 325 x184 x 56
Defense 7 Tonnage 12,800

Flat-footed 5 Targeting Bonus | +0

Autopilot 5 Crew 6 (Trained +4)
Hardness 30 Zasser_\ger 0

apacity

o 70d20 . 320 register tons
HbfEs (1,400 hp) (el e ( plus 1880 in hangar bays )
Initiative +4 Grapple Mod. +16
Pilot’s Class Base Purchase
Bonus +3 DC 62
Pilot’s Dex o .
Modifier +2 Restriction Registered (+2)
Gunner’s Grappling
Attack Bonus *2 Systems None
Engines Particle Impulse Engine, Armor Vandium Plating

Thrusters

Class Il sensor array, Communications Laser transceiver,

Sensors Targeting system Radio transceiver

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

Weapons 2 heavy lasers (range increment 4,000 ft.)

Attacks 2 fire-linked heavy lasers -3 ranged (12d8) and

Attack of .

Opportunity Point-defense system +3 ranged (2d12x10)
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Interior Areas

Upper Deck

Bridge

The command center for the ship has five
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 (in the event that
cargo space is used for passengers). 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 and ceiling allow
access to the deck below and turret or pressure
hatch above.

Crew Quarters

Starlance has six crew cabins, two ahead of the
shuttle bay and four behind. Each is comfortably
furnished and provides plenty of room for one or
two people. Consider the beds to be a stacked
pair of bunks in the latter case.

Shuttle Bay

This cavernous bay is designed to hold and
maintain a single shuttle with room to spare. The
roof of the bay opens to space though (like the
other hangars) it is equipped with an
atmospheric containment field. Still, this is
considered a secondary safety device - and a
way to avoid the whole hangar having to
function as a huge air lock - rather than a
foolproof system. When the bay doors are open,
vacuum protocols are standard procedure.

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
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upper and middle 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. A ladder
in the rear corner leads up to the tail gunner
turret.

Main Deck

Lounge / Galley

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 snacks and refreshments are
available from the wall-mounted dispensers.

Automated food dispensers here handle all of
the dining needs for the small crew. A pair of
storage closets hold extra furniture, food
packets, 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. Note that these are the only
showers on board.

The forward, ventral point-defense turret is
accessed through a hatch in the floor here. The
other hatch leads to the exterior of the ship.

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 crew. It also serves as the
dining room for those who do not wish to eat in
the lounge.
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Weapon Lockers & Utility Room

A trio of vault-like doors stands on the starboard
side of the hallway here. These open into a
shelf-lined locker holding a variety of weapons,
armor, and ammunition. There is enough gear
present to outfit the entire crew, and then some,
for battle.

On the port side, the doors are more normal and
open to a utility room holding laundry machines
and shelves filled with uniforms and bedding.
Additional supplies are kept in the cargo hold
nearby.

Central Cargo Hold

The central section of the ship is a long cargo
hold. The ceiling is about 10 feet high, which
feels low given the other dimensions of the
room. Because the only exterior access is via
the ramp leading to the lower cargo bay, it is
neither quick nor easy to move freight into or out
of this area.

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 or
recovering. 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 items to the upper level. This
hall has a high ceiling and a metal walkway
crosses above.

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.

Ladders lead to the upper deck, where a
balcony and walkway allow access to more
components.

Note that the great majority of engine, life
support apparatus, fuel tanks, and other critical
systems are housed in the “wing” areas of the
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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)

Hangars

Each nacelle is a long hangar with bay doors at
either end. Facilities are provided for half a
dozen fighter craft, with additional supplies and
ordnance kept in the central cargo hold. Double
that amount could conceivably fit, but
maneuvering would be tricky — and there are not
enough bunks on board for that many pilots
regardless.

The ends of the bays are screened by an
atmospheric containment field that hinders the
passage of gases not enclosed by solid material.
The technology is still new and few would trust
their lives to it (especially in battle where power
levels can change unpredictably) but it does
save considerable time by allowing fighters to
launch without having to cycle all of the air out of
the hangars first. Pilots and crew working in the
hangars usually wear vacuum suits.

Lower Deck

Lower Cargo Hold

This area is used as an additional 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).
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Crew

The statistics below can be used to represent the crew found aboard this type of ship.

Standard Crew

Fast Ordinary 1/Tough Ordinary 1

CR 2; human; HD 1d8 + 1d10; HP 11; Mas 10; Init +2; Spd 20 ft; Defense 19, touch 16,
flatfooted 17 (+2 Dex, +4 class, +3 equipment); BAB +0; Grap +1; Atk +1 melee (1d4+1/19-
20x2, knife), or +2 ranged (3d8, laser rifle); 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

Experienced Crew

Dedicated Ordinary 6

CR 6; human; HD 6d6; HP 21; Mas 10; Init +2; Spd 30 ft; Defense 15, touch 15, flatfooted 13
(+2 Dex, +3 class); BAB +4; Grap +4; Atk +4 melee (1d4/19-20x2, knife), or +6 ranged (2d8,
laser pistol); AL ConFed Military;

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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Additional Information

Escape Pods

The ship is equipped with the new “Magnum II”
class escape pod. These short range lifeboats
have seating for four people. The primary
entrance hatch is in the rear of the bullet-shaped
pod. There is a large transparent canopy in the
front which can also open after landing.

Unlike the Magnum I, the new model of pod has
interior controls that allow the passengers to
manually pilot the craft if desired. There is a
distress beacon and a basic survival kit with 16
total days’ worth of food and water.

The quarters are fairly tight but the chair
armrests fold up out of the way to allow
passengers entering from the rear hatch to more
easily take their seats. Each cushioned chair is
also equipped with a 5-point harness as the ride
can get pretty rough at times.

The small craft has air scrubbers to last 4 people
for 4 days. It is designed to get clear of the
danger area and then either hold position or land
on a nearby world. The pod is equipped with
both a parachute and a flotation ring, though it
can also land on engines alone (either bottom-
first or by plowing a long furrow in the

landscape).
MAGNUM 2 Escape Pod
PL 6 Size Large (-1 size)
Type Ultralight Speed 2,000 ft. (4 squares)
Subtype Escape Pod LxWxH(ft) [9x5x5
Defense 9* (Flat 9, Autopilot 9) Tonnage 1.9
Hardness 20 Targeting +0
Hit Dice 4d20 (80 hp) Crew 1 (piloting optional)
Initiative +0* Passengers |3
Pilot’s Class |+0* Cargo 100 Ibs
Pilot’s Dex +0* Grapple +4 (no grappling system)
Gunner +0 Base Pur DC |32 Licensed (+1)
Engines Maneuvering jets Armor Polymeric
Sensors Class I Comm Radio transceiver with distress beacon
*modify these values if the pod is manually piloted.
DB Improved autopilot system
Systems
Weapons none |
AoO none




Brahma-class Boarding
Shuttle

The Brahma is originally a civilian design
created by Bishop Aerotech for short
range cargo hauling, passenger transport,
and ambulance duties. The military
version adds armor and a turreted gun.

The large rear hatchwaycan iris
completely open, allowing quick and easy
access to the interior. All models have a
universal coupling mechanism here. The
boarding craft variant adds a ring of
breaching lasers and extra sealing
mechanism so that the craft can burn
through a hull if needed. Note that the
Brahma must back towards the hull to do
this — it does not have a forward
breaching laser, or even a hatch, in the
front of the ship.

_|NJ} A typical run is done by accelerating full
A " throttle to the half way point, then the

o s Brahma is flipped around to finish the

SL 02 | approach aft-first. The engines rapidly

decelerate the ship while the breaching

lasers soften up a section of hull for

impact and penetration.

Serena-class Fighters

An good example of a single-pilot ship
well suited to Starlance is the Serena-
class fighter. While it employs the latest
induction engine and mass transceiver
technologies, its small size means that it
cannot mount any weapons more
devastating than lasers. Still, it is a very
good ship for its tonnage.

Statistics and orthographic views of the
Serena-class are provided after the
Brahma.
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BRAHMA

(boarding shuttle configuration)

Progress Level 6 Size Huge (-2 Size)
Defense 17 Tonnage 11.7 tons

Flat-footed 13 Targeting Bonus | +1

Autopilot 8 Crew 1 Expert (+8)
Hardness 30 Passer.|ger 13

Capacity

A 6d20 .
Hit Dice (120 hp) Cargo Capacity 1200 Ibs.

e or Grapple
Initiative +4 Modifier +8
Pilot’s Class Base Purchase
Bonus *5 DC a4
Pilot’s Dex o .
Modifier +4 Restriction Military (+3)
Gunner’s Attack Grappling
Bonus *4 Systems none

. lon Engine, .
Engines Thrusters Armor Vandium
Laser transceiver,
Class Ill sensors, —r ; .
Sensors . Communications Radio transceiver
Targeting System

Expert crew

Defense Systems

Stealth screen, improved damage control (2d10)

1 turreted laser (range increment 3,000 ft)

CRETIE 1 set of breaching lasers (range increment 10 ft)
Attacks 1 laser +3 ranggd (6d8) or _
1 set of breaching lasers (special)
Attack of none
Opportunity
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SERENA-class Fighter

Progress Level 7 Size Huge (-2 Size)
Type Ultralight Tactical Speed 4,000 ft. (8 squares)
Subtype Fighter LxWxH 23x13x5
Defense 17 Tonnage 4.6

Flat-footed 13 Targeting Bonus | +3

Autopilot 8 Crew 1 Expert (+8)

Passenger

Hardness 30 Capacity 0

i 7d20 .
Hit Dice (140 hp) Cargo Capacity 50 Ibs.

e or Grapple
Initiative +6 Modifier +8
Pilot’s Class Base Purchase
Bonus *S DC a4
Pilot’s Dex o .
Modifier +4 Restriction Military (+3)
Gunner’s Attack Grappling
Bonus *4 Systems none
Engines Induction Engine Armor Cerametal

Class V sensors, —r Mass transceiver
Sensors Improved targeting Communications
system

Expert crew

Defense Systems

Magnetic field, particle field

Weapons 2 fire-linked lasers (range increment 3,000 ft)
Attacks 2 fire-linked lasers +5 ranged (9d8)

Attack of none

Opportunity
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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 sufficient rights to grant the rights conveyed
by this License.

[F===y A OO0 —

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: Starlance Copyright 2016, Ryan Wolfe.
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