


Bomber Weapon Bay(fWb): A rotary launcher that holds 2 torpedoes or 5 fM. TL5, 15BP, 5MCr. Dev cost: 3,000. This is a Bomber-only system. 





Fighter Basic Kinetic Gun (fKb): Cut off from their home territory, Kess Admiral Ryel'sh and his five CVLs led a devastating strike against the Vor's primary shipyard with a new weapon: the fKb. The original fKb is an external ordnance pack, later versions can be built into a fighter of F2 or later. A scaled-down version of the ship Kb, the fKb is an anti-SHIP weapon. Firing as a fighter beam weapon, it has one quarter the range and approximately half the damage of the Kb against starships: 2 at range 0, then 1pt out to range 4. Against fighters and small craft, it fires as fL. 1pt FTR XO, .25 cargo points, 15MCr to build, 1,200 MCr to develop this is the correct version of it. TL5





Fighter Basic Missile(fMb): The first fighter missile ever built, the fMb proved critical in several major battles, including the Battle of Hilversun, where the Inheiritors fought desperate last-ditch action to stave off the Goog juggernaut. The fMb gives bombers limited stand-off ability. Can carry 1 per fXO or 5 per fWb. Cost is 2MCr, damage is 1 pt, TL5. To hit range is 1,2,6,6,5,5. Dev cost is 1,500.





Fighter Kinetic Gun(fK): Needing a more powerful fighter-based anti-ship weapon, the Kess invented the fK shortly after the critical Battle of Pandemus V. An advanced version of the fKb, this larger XO weapon gives fighters serious stand-off ability with a beam weapon equivalent. It takes the place of TWO weapons if mounted internally, and therefore cannot be mounted as such on anything less than F3. Range 6, damage at range zero is 2-2-2-1-1-1. Fires as fGi against fighters and small craft. Two fXO, .5csp, 20MCr. Dev cost: 4,000. TL7





Advanced Fighter Gun(fGi): Invented by the Inanigani during the attempted Arachnid takeover of their homeworld, the advanced fighter gun was a major improvement over the standard fighter gun. Two shots instead of one , TL8, .25 csp, 3MCr, 1,600 dev





Fighter Close Assault Missile(fCAM): The disastrous Arachnid War began when the Republic of Argus stumbled on a warp point leading into Home Hive III. It was a total shock to the non-militant Republic that a race as virulent and genocidal as the Arachnids could possibly even exist! Luckily the Arachnids hadn’t developed fighters, while the ever-efficient Argosians had, as well as the new-style fighter close assault missile. This missile enabled the badly outnumbered Argosians to hold their own against the massed Arachnid attacks. The fCAM is like the fR, except with longer range. 2 fXO racks, 4pts base damage, same R&D cost as regular CAM. TL8, .25 csp, cost 1MCr, 1,000 dev





Antimatter Fighter Close Assault Missile(fCAAM): Desperate for a victory, the Republic of Argus developed the antimatter version of the fighter close assault missile during their conflict with the deadly Arachnids. TL9, .25csp, 4MCr, 2,000 dev





Fighter Anti-Laser Lasers(fAA): Since so many weapons use lasers for guidance, a new device was developed by the Sime race that detects laser light(on themselves) and zaps the source with it’s own laser beam in order to blind the offending lasers’ optics. This new weapon is carried by fighters(3 fXO) and blinds the laser optics of the D series weapons. One fAA protects a whole squadron of fighters-but only while it is present. If the fAA fighter gets destroyed, all other D that engage the squadron later in the same fire phase hit normally.  This results in a -1 to hit for point defense(1-4 on a d10). This systems does not work against missile-based point defense(ie Dc/Dcx, etc). Each fAA costs 15MCr each, dev 6,000. TL10. 





Fighter Chaff Dispenser(fChf): Developed by the inventive(but ugly) Bozog race, the fChf costs 5MCcr, is -1 to be hit, -2 to be hit vs missiles. 1 fXO point, can be mounted internal. Development is 4,000MCr. 





Fighter Radar Absorbing Material(ramf): Invented by the Bozog race, the ramf is stealth coating for fighters. It halves the detection range and makes fighters -1 to be hit by AFMc(only). Must be built into a  fighter and adds 5MCr to it’s cost. 1 BP, 5,000 dev, TL10





Fighter Energy Beam(fE): Desperate suicidal attacks launched at the Inheiritor home systems by hundreds of Arachnid warships led to the development of the fighter energy beam. This weapon was used to good effect in the Battle of Natu Gorvinu, the homeworld of one of the Inheiritors closest military allies. Hundreds of Arachnid warships were destroyed by Inheiritor ships and Argosian fighters equipped with this weapon. 2 fXO, TL11, .5 csp, 8MCr, 8,000 dev





Fighter Forcebeam(fB) (restricted tech): Developed by the Bolbod Equality Empire, the Fighter Forcebeam was a major breakthrough for fighter-based weaponry. 3 fXO, four points at range 0, range is up to 7 hexes away, can be made internal with F3+, cost is 15MCr, TL 11. Dev cost: 4,000.





Fighter Kinetic Gun-2nd Generation(fK2): The ultimate expression of the fighter Kinetic weapon series, this weapon is made capable by full understanding of both the turreted and capital kinetic weapons. Range 8, damage at range zero is 4-4-3-3-2-2-1-1. Fires against fighters as 5-4-3-2-1(range 0-5). Two fXO points, .5csp, 30MCr to build. Dev cost: 7,500 MCr. TL11.





Fighter Needle Beam(fN) (restricted tech): A deadly  weapon developed by the Brodinie, the fN is a TL11 system, 3 fXO, 15MCr, and 5,000 to develop.  





Improved Fighter Close Assault Missile(fCAM2): Lasting years, the Arachnid War had spread to several adjacent powers, who were angered at the Argosians for irritating the Arachnids in the first place. One of these races, the Inheiritors, developed the fCAM2 for their Argosians allies. A longer range fCAM. TL11, .25 csp, 2MCr, 4,000 dev.





Advanced Fighter Close Assault Missile(fCAM3 ): At the height of the Arachnid War, the Inheiritors developed the fCAM3, the third generation version of the fighter CAM. Still longer range, TL12, .25 csp, 3MCr, 6,000 dev 





Fighter Anti-drive Close Assault Missile(fADCAM): This close assault missile works like a ADM, and was developed by the inquisitive Inheiritor race during their involvement in the Arachnid War. The widespread use of this weapon destroyed many Arachnid engine rooms, substantially slowing their advance.  TL12, 5 csp, 5MCr, 8,000 dev





Fighter External Ordinance Rack(XOf): Developed by the deadly Dakn race during their epic battles over Home Hive IV, the Fighter External Ordinance Rack was a standard system on all Dakn warships, until the development of the fighter hanger. XOf are replaced on a one-for-one basis vs XO Racks and cost 8 MCr each. 18,000 dev, TL12. Normal fighter launch after transit! 





Fighter Forcebeam-2nd Generation(fB2): The second generation fighter forcebeam, this system has an  increased range(10 hexes) and damage(+1). 2 fXO, cost is 20MCr, and 5,000 development cost. TL12

















===================================


Fighters- Staryfury, 1st Generation(Ft1): Absolutely one of the fastest fighters around, the Terran Federation developed these high-speed fighters after a breakthrough in critical engine designs. These fighters are always extremely capable dogfighters(+1 to hit). Are always +2 movement points higher than other fighters of similar level and can reverse thrust at half speed. (Available to all players). These fighters can mount two internal weapons with no loss in speed but any additional weapons are -2 per fXO point(these fighters are not designed to carry many weapons). 





TYPE				CODE		BASE		SPEED		TL


1st Generation Starfury		Ft1		35		12		6


2nd Generation Starfury		Ft2		45		13		8


3rd Generation Starfury		Ft3		55		14		10








=======================================





Kinetic Spinal Mount(K-SpM): Developed by the Kess as they ventured into the dead Horune Empire, this system was desperately needed to defeat the automated systems of Cybercomp warships. 188 MCr, TL7, 15hs, 15,000 to dev





Kinetic Spinal Mount-Capital(Kc-SpM): Developed by the ever efficient Vestrii race, this spinal mount system was especially effective in countering the Imperial Navy's thrust in the Horune system H-7, which the Vestrii had recently colonized. A region of dead space, the Horune left hundreds of warships lying around intact, to which the Vestrii put to good use! TL10, 376 MCr, 21 hull spaces. Dev cost: 21,000





Kinetic Spinal Mount-2nd Generation, Capital(Kc-SpM2): The ultimate in long-range firepower, the Kc-SpM2 fired antimatter pellets at near-lightspeed, destroying many Vestrii enemies. TL14, 512 MCr, 24 hull spaces. Dev cost:  30,000. 





Capital Variable Energy Beam(Ecv): A absolutely devastating weapon developed by the Chonogua during their conflict with the Rishatha Imperium, the Ecv is 6hs in size and costs 250MCr!!! This system can fire as either Ec(not Ec2) or Nc. Development cost is 25,000MCr. 





Gunboat Main Gun (GmN, GmP, GmE, or GmF):  SEE SECONDARY PAPER
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