MISSILE MODIFIERS











TL4


Enhanced ECM(-q): Developed by the Binarian Collective during their devastating war with the alien Goog Abhorrence, this software upgrade is an evasive missile program(-1 to hit). +25% to missile price. 2,000MCr to develop. 











TL5


Brilliant Anti-Engine Submunition(-BAT): Invented by the Sime/Gen New Union during their rebellion against the Basmoli race, the -BAT homes in on engine radiation. Does damage directly to engines(room) 20% of the time after being hit. No other damage and no higher damage possible(ie SM-BAT does 1pt of damage as does CM-BAT). No antimatter, etc. The -BAT is x3 missile cost, 7,000 to develop, and TL5.





Enhanced Targeting(-z): Crash researched by the Binarian Collective in their losing war with the Goog Abhorrence, this is a missile software upgrade(+1 to hit). +25% to missile price. 3,000MCr to develop.  -z is cummulative with Hc.





Stand-By Missiles(-w): The Draka Dominion’s capabilities in warfare have become unmatched in the galaxy, as seen in the development of Stand-By Missiles. This missile system is a radical departure away from conventional missile warfare. These missiles are launched with a set delay(up to five turns), the net effect is that a ship can salvo just like a artillery unit doing a TOT(time on target). +25% missile cost, PD/D series are +1 to engage each salvo. The missiles keep pace with the warship up to five turns before they reach their launch or lose point. Vulnerable to proximity soft kills, 25% of losing the entire salvo before launch if the launching ship is hit with incoming missile fire. These missiles cannot make a WP transit!  TL5. Restricted tech! No additional penaids or missile mods available.











TL7


Lamprey Missiles(-LM): A unique weapon designed by the inventive Binars, Lamprey Missiles contain no explosive warhead. If a target has armor or shields, no damage will be done. If all shields and armor are down it will destroy one electronic system(immediate effect) on a roll of 1-5 on a d10. Eligible systems are ?*, X, Xr, Xrm, Hc, Mc, Mx, Mix, 2Mix, Lc, Z*, but not D or Pdx! Costs 10 MCr per missile. Can be mounted on any missile frame, but larger versions do no extra damage. No warhead modifications allowed, but missile modifiers(-q, -z, -hk, etc) are allowed. TL 7. 6000 to develop. 





Long Range Missile Unit(LRMU): A fire-and-forget missile capable of being set to fire on immobile targets deep insystem. Can be set for three different times(one day, week, or month). CD size and speed(12), the LRMU has a standard damage of 5(warhead modifiers possible). Can be intercepted like normal CD, XO launched only(5 each). Range 20 system hexes. Can also be intercepted by all types of D at +2(but all penetration mods possible). Hit during movement. All that strike in the same movement impulse from the same direction are considered one volley. Base cost: 5MCr, 10,000 to develop, 8 csp. TL7





Low Cost Anti-Armor Submunition(-c): This submunition was developed by the Sime/Gen New Union during their war with the Hive Mind Goog race. Threatened with certain destruction by the massive Goog monitors, the Simes developed this radical new submunition. The LOCAAS has three depleted uranium warheads in one warhead bus. The LOCAAS does 3 points of  damage(regardless of missile type) and is x3 missile cost(that is, x3 damage to armor, 1 point to shields and screens). No other warhead types possible. 7,000 to develop. TL7.





Heavy Standard Missiles(HSM) and Heavy Capital Missiles(HCM): Can only be fired from Missile Pods and XO racks. Both missiles are rather large and can be fired from IO Racks(2 each) or XO Racks(3 each). Heavy CM do three points of damage and have a 20% decrease in range. Heavy SM do two points of damage and also have a 20% decrease in range, however, they may be fired in Sprint-mode from a IO Rack. They can be fired from ship XO-racks. These 'Heavy Missiles' cost twice as much as their standard counterparts but they also incorporate a general +1 to strike due to their increased size which enables them to carry better homing equipment. They also deploy advanced ECCM capabilities against point defense, like the CM. HCM are -3 to be hit, and HSM are -2 to be hit. Since these advanced missiles already incorporate equivalent systems neither -z or -q may be added them. Side note: HSM and HCM can be fired from Wc!











TL8


Missile Pod- 1st Generation Capital(MpC1): The First Generation Capital Missile Pod mounts three CM  missiles and the necessary fire control system. Except for carrying CM missiles,  the pod is treated like a MpS1. TL 8, 20 cost, 20 csp, 15,000 development. All missile pods courtesy of Jonathan Souza. 





Missile Pod- First Generation Standard(MpS1): The First Generation Standard Missile Pod was developed on the basis of SBMHAWK pods launching SM missiles at enemy ships. Each pod is towed by a tractor beam: one T can tow one pod. A ship can control a number pods equal to the total number of weapons aboard ship, including any multiple ship bonus provided by Mx or MiX. All missiles from a ship pods are counted as a single salvo with internal launchers and each MpS1 holds six SM missiles. Missile pods of all types cannot be towed through warp points and must be deployed from the cargo bay or a pod dispenser. Since missile pods are outside a ship's drive field, they can be targeted by fighter and gunboat weapons: a hit completely destroys a pod. Any hits on a shield, regardless of damage, will destroy missile pods at a one-to-one ratio except when an enemy ship is firing needle or primary beams, or fighters are attacking the towing ship. All missile pods have to be unloaded from a ship's hold, unless the ship has MpD; the ship has to deactivate it's drive and shields to release pods like it was releasing 20 cargo point items. MpS1, for purposes of ?3, count as an additional +2% for detection of each pod deployed. The cost of all pods is for "standard" nuclear warheads, any additional options on the missiles are not counted for the cost of the pod itself(including antimatter, advanced antimatter or warhead packages). TL 8, 15 cost, 15,000 development cost, no spaces/20 csp. IMPORTANT RULE: If a ship tows more Missile Pods than twice it’s engine size(ie how big each engine room on a ship has to get one MP), it loses -1 MP(ie BCs can tow 5 pods, a BB tows six). A ship will start to get slow if it carries too many pods. Courtesy of Jonathon Souza





Missile Pod-First Generation Capital(MpC1): The First Generation Capital Missile Pod mounts three CM  missiles and the necessary fire control system. Except for carrying CM missiles, the pod is treated like a MpS1. TL 8, 20 cost, 20 csp, 15,000 development.





Reflex Warhead(-RW): Missiles that are capable of making a 2nd attack if they miss on the first pass. However the second attack (in the same combat impulse) - counts as a separate volley, but from the opposite direction (remember the blind spot.) is but at -2 to hit and no ship based (Hc, Mi, crew grade, etc.) bonuses allowed. All damage and penetration rolls are standard for the type of missile. May be mounted on any base missile except CAM, HSM and HCM and cannot be used on missiles launched from XO racks or in sprint mode. Can be combined with any warhead type (-AM, and  -AAM,  -LT, -PR). Cost is *2 for each missile. TL 8, 3,000 to develop.





X-Ray Laser Warhead(-L): These deadly missiles have a 20% chance of striking a secondary ship in the same hex as the targeted ship due to laser popcorn effect. If they do strike other vessels, they take ½ damage of the original ship and do two points of laser damage per missile. At higher tech levels, the capital missile version does three points of damage. Any missile can mount these warheads. X-Ray Laser Warheads adds 8MCr to each missile. TL 8. 12000 to develop. 











TL10


Missile Pod-Second Generation Standard(MpS2): The second generation standard missile pod(MpS2) mounts ten SM2 missiles, and carries them like the MpS1.  Each pod adds +1% to all  detection rolls for ?3. TL 10, 20 cost, 30 csp, 20,000 development cost





Missile Pod-Second Generation Capital Missile(MpC2): The second generation capital missile pod can carry five CM missiles, and is treated in all respects like the MpS2. This advanced pod only counts ½ against weapons slots(ie a ship with  10 plasma guns can control/fire twenty pods). TL 10, 25 cost, 30 csp, 20,000 development. 





Missile Pod-First Generation Strategic(MpSBM1): The First Generation Strategic Missile Pod(MpSBM1) carries four SBM missiles and is treated like any first generation missile pod in all respects. This advanced pod only counts ½ against weapons slots(ie a ship with 10 plasma guns can control/fire twenty pods). TL 10, 30 cost, 20 csp, 20,000 development cost.





High Velocity Missile(-HVM): Developed by the introspective Oon race, the missiles are fantastically quick. These super-fast missiles cross the point defense threshold so quickly that they are a general -3 to be hit, and -5 by missile-based point defense. If fired at a planet, nuclear-type damage with no fallout or radiation!  x3 cost, 8,000 dev. TL10





Missile Pod-2nd Generation Capital(MpC2): The second generation capital missile pod can carry five CM missiles, and is treated in all respects like the MpS2. This advanced pod only counts ½ against weapons slots(ie a ship with 10 plasma guns can control/fire twenty pods). TL 10, 25 cost, 30 csp, 20,000 development





Missile Pod-2nd Generation Standard(MpS2): The second generation standard missile pod(MpS2) mounts ten SM2 missiles, and carries them like the MpS1.  Each pod adds +1% to all detection rolls for ?3. TL 10, 20 cost, 30 csp, 20,000 development cost.





Missile Pod-1st Generation Strategic Missile(MpSBM1): The First Generation Strategic Missile Pod(MpSBM1) carries four SBM missiles and is treated like any first generation missile pod in all respects. This advanced pod only counts ½ against weapons slots(ie a ship with 10 plasma guns can control/fire twenty pods). TL 10, 30 cost, 20 csp, 20,000 development cost  Missile Pod ideas courtesy of Jonathon Souza(and tweaked by yours truly). 











TL15


Hyper Missiles(HM): Fired from Hyper-L Launchers only, Hyper Missiles cost 20 MCr each, take up 30csp, and cost 20,000 to develop. Each HM does five points of damage. 





Hyper-L Missile Launcher(HLM): Launched from planets, asteroid fortresses, or moon-based PDCs only, Hyper-L missiles become the front line of planetary defense at TL 15. D series defensive weapons are unable to stop Hyper-L missiles from reaching their target. Hyper-L missiles do five points of damage normally but antimatter warheads may be fitted for more damage. Each launcher is very expensive, 500MCr per launcher. Hyper-L missile launchers are extremely large and complex due to the necessity of rapidly evacuating the air from the firing chamber before launch and formation of a hyper-drive field around the missile itself. Since this process is time consuming, Hyper-L missile launchers fire every other round. Because of the size of the launcher, each takes up 25 hull spaces. 30 hex range. 80000 to develop.











TL17


Protomatter Warheads(-o): The development of this ultra-destructive missile warhead was first done by the Horune, who used them extensively in their conflict with the Rishatha, who despised their use especially when used against populated planets. Wrapped around a core of highly unstable ‘pre-matter’(which was only normally found at the birth of a universe) the protomatter warhead has more destructive power than any other missile warhead ever built(x12 damage!). Specialized material plants, which are phenominally expensive, must be built to manufacture this warhead type. Missile cost is x20 to use protomatter warheads. 80,000 to develop. TL17











TL18


Advanced Stategic Bombardment Missiles (ASBM): (QN8 Story, Tolat tech): Range 90 LS


