Ind1
Airstrips(As): Are mounted on a PDC, cost .5MCr per space when built into a PDC or 2MCr per space when built elsewhere, and can hold one fighter per space. 800 to dev
High Explosive Cannon(HE): Facing a severe missile disadvantage at lower tech levels, many industrial races developed high-explosive cannon to defeat standard shield technology. Using a special ‘energized’ shell, the HE cannon can fire right through regular shields(but not S0/S1/S2) and do damage directly to the armor of a warship. These weapons are very short range(1-3). HE cannon fires every other round, like Pg. It can be ship-based and are a kind of poor man’s Pg. HE can target fighters, but at 1,1,1. Three versions of the HE cannon were developed:
Type                Code   Cost    HS       Damage          TL       Dev
5 inch gun         HEa     20        2          1 pt                  Ind1     1,000
10 inch gun       HEb     30        2          2 pts                 Ind2     2,000
20 inch gun       HEc     40        2          3 pts                 TL1      3,000
Low tech races get some punch from this system! 
Linear Accelerator Launch System(LALS): A rapid-transport system utilizing basic anti-grav magnetism, th eLALS is in general use by industrial races and improves a planet‘s GPV by 25%. Ind 1-2 ONLY! 500Mcr, 100hs in size, Ind1. Dev cost: 1,000. 
Planetary Defense Missiles(PDM): A new high-tech version of a old system, these planet-based missiles have high-powered antimatter warheads installed, making them formidable anti-ship weapons. Each missile is over 80 feet long(cannot be mounted on ships) and must be built on an inhabited planet (needs routine maintenance-1MCr each per month, add to missile fund). Each PDM is expensive (20MCr per silo-based missile, 40 for each road/rail based missile, and 60 for each sub based missile). When a planet is orbited by a ship or small craft at 5 tactical hexes or less, they have a 60% chance of spotting a silo-based PDM, 30% chance for road/rail, and 0% for subs. Once the initial missile and system is bought, replacement missiles cost 10MCr. To build a PDM takes 2 hull spaces, they do 15 points of damage, and cost 1000 to develop. PDMs have a range of 13 tactical hexes, are a TL9 system, and are -3 to be hit. 

Underground Bunkers(Bk): Forced with continual surface warfare, many industrial societies also developed the Underground Bunker to protect PCFs from quick destruction. This also prevents orbital bombardment of PCFs, neutralizing some high-tech race’s advantages. Bk defend PCFs, thus targeting them from orbit(or even a general bombardment) is impossible. Bk are  .5 hs in size, 5 MCr each, and hold two-combat ready PCFs. Ind1 technology.
Ind2
Agristations(AgriStn): Building these orbital space farms increases a planets’ IU by 25% over standard IU. For every 100hs of agristations built, 20 IU is added to a planets’ economy. NO maintenance, Ind2. Agristations add +.05% extra growth per Qf (ie a O2 world with 10 AgriStn gets 50%/2 + 10 x 2 x .05% = 26% growth. 
Battle Sats(BS*): The opening phases of the Goog Conflict shocked the Corillian Confederation as they were rapidly pushed back into their Core Systems in desperate battles. They crash development of several new types of Battle Sats helped defend Corillian planets against the voracious Goog. Massively fielded in the Spectre B System, the Corillians short-stopped the Goog invasion by deploying hundreds of Battlesats at their Spectre B colony. 

NAME            CODE             TL                   COST              CSP                 DEV COST    NOTE
Laser Sat          BsL                  Ind2                 50                    20                    6,000               A

Missile Sat        BsR                  Ind2                 50                    20                    4,000               B

Gun Sat            BsG                 TL2                  50                    20                    2,000               C

F-beam Sat      BsF                  TL4                  50                    30                    8,000               D

Kinetic Sat       BsK2               TL6                  50                    20                    8,000               E

Plasma Sat       BsPg                TL6                  65                    50                    6,000               F

Railgun Sat       BsK                 Ind1                 30                    10                    1,000               G

Ak1 Sat           BsA                 TL9                  30                    20                    5,000               H

ECM Sat          Bs?                  TL7                  55                    20                    8,000               I

CD Sat             BsCD               TL3                  20                    10                    2,000               J

RD Sat             BsRD               TL8                  50                    30                    5,000               K

Z+ Sat              BsZ                  TL9                  50                    20                    8,000               L

A: Basic laser sat, fires three shots before needing recharge.

B: Carries either 4 SM or 4 BM

C: Carries 3 GM

D: Basic forcebeam sat, fires three times before needing recharge.

E:  Stats are as any other Battlesat, 3 shots as Ks, full range and damage.

F: Fires three times, every turn, before needing recharging. 

G: Fires as K, but with only 30% of the range. Fires three times only, then needs resupplying. 

H: Fires continually, as Akm. 

I: Defends nearby Sats

J: Holds 8 CDs, for communication. Can be activated by another CD.
K: Holds 3 RDs

L: Links up to 12 Sats together.  

TYPE              CODE             TL            csp            COST            DEV            NOTE
Commo Sat            BsC                 Ind2            30            10            2,000            B          

Weather Sat            BsW                Ind2            30            10            2,000            G         

B:         +3% to GPV for 12 of them

G:         +3% to GPV for 12 of them

Battle sats cannot be seen until 10 hexes away. They can also be dropped from warships hold. 
Important Note: Battle Sats are usually controlled by planetary PDCs, 10 sats per CIC.
Cargo Hold, Small(Hs): 1 MCr, ½ hull space, developed with H. Ships larger than DD must have a regular hold, as their maintenance needs are much higher. 

Engines, Orion Drive(Io): Creates NO drive field. This is a drive in which the ship is propelled by nuclear bombs. This vessel can accelerate to Speed 12. You must carry fuel(ie bombs) in a Magazine(150 bombs per Mg, or 65 per Mgm). One bomb equals one acceleration/deceleration point. The size of the Orion engine varies, from 1-12 hs in size. A 12hs engine would be able to move speed 12. Ship size engines per acc/decc point:
1 to 50             1 engine 
51-100             2 engines
101-150           4 engines
   A vessel with this drive can accelerate to a speed and sit there until it decelerates. This gives a very fast strategic speed. If a ship runs out of fuel then it is in deep trouble. Also, any missile fire directed at this type of ship does maximum damage vs a non-DF vessel. A vessel below Corvette size is too small, and cannot use this type of engine. An Orion-drive vessel cannot transit a warp point and survive: the grav stress would shred the ship into tiny pieces. The Orion drive takes NO damage from missiles in it’s blind spot, after all it’s armored to take nukes there. This system counts as a military system. Engine cost is 50MCr. Dev cost: 1,800. Ind2. At higher TL, the Antimatter Orion Drive becomes available. 
First Stage Boosters(FSB): A second stage for planet-based missiles which extends their basic range by up to five hexes(meaning you can add up to 5 zero-range slots to the chart). Their unique feature is the ability to launch the missile five hexes out and then have it turn around and start it’s normal flight pattern in the reverse direction(kind of a banked shot, like with billiard balls). This add-on does not work with sprint-mode missiles and doesn’t work from SS, BS, ships, AF, etc, only from PDCs. The FSB is unable to survive multiple drivefield penetrations and so cannot be launched from things that have a drivefield, are too big for normal missile tubes(though you might launch a BM or SM with FSB from a Rc). FSB are also too fragile to launch from a XO-rack and you need the computing power of a planet to provide the ‘banked shot’. TL Ind2, adds 2MCr to the basic cost of a missile, 2 csp in size, 2,000 dev
Heavy Launch Vehicle(HLV): A highly modified Planetary Defense Missile, the HLV was developed to launch satellites and OBPs into contested orbit. They are -3 to be hit. 50MCr each, 100 csp, Ind2, 2,500 to develop. 
Megahabitats(Mega): Building these orbital space colonies increases a planets’ IU by an additional 25% over standard IU.  For every 105 HS of megahabitats built, 20 IU is added to a planets’ economy. These space stations must have a minimum size of 105 HS. NO maintenance, Ind2. Megahabitats must have the minimum of the following: 
                    S: must have one to protect civilians from solar radiation,
                    A: must have one to protect from meteorites etc,
                    BbL: must have at least one per Qc
                    Qc: x2
                    H: must have at least one
                    CHS: need one of some generation(not CHSm though)  
Minefield, Point Defense(MD): Ind2, costs 1,000MCr to develop. 1 pattern costs .20MCr each. The Point Defense Mine is a cluster of nuclear bombs bristling with targeting rods. These bombs are placed in orbit around a world and can use the tracking and computational resources of the entire planet to pump x-ray laser stilettos into swarms of incoming missile fire and small craft. Any missile volley that traces their path through a hex containing a Point Defense Mine can be fired upon once with any number of mines at the discretion of the Mine Operations Staff. A missile that travels through more than one hex is subject to multiple firing opportunities. Any small craft that enters a hex containing a Point Defense Mine can be fired on as well. Each mine pattern that detonated provides the target of the missile volley with the protection of a D. Each small craft fired upon will be the subject of a D configured to destroy small craft.The Point Defense Mine does not have a drive and must be in orbit around a planet. The PDM can be deployed around warp points once the technology for standard mines has been perfected.The PDM does not have the capacity to engage ship-sized units. The PDM is treated as a mine in all other respects. (Pleroma's tech)
Missile Launcher, Industrial(Ro): This is a low-tech version of the R. The Ro does not mount an electromagnetic accelerator used to punch missiles out of a drive field like the standard R missile launcher. It functions exactly like an R with the exception that no missile launched from an Ro can be launched through an active drive field.  Also makes sickening planetary defense batteries! Cost is 5MCr each, 2 hull spaces in size, Ind2, dev cost: 1,000. (Pleroma's tech!).  
Orbital Beanstalks(OB): One of the most revolutionary engineering devices ever created, Orbital Beanstalks revolutionize planet-to-space colonization and commerce by providing cheap two-way traffic via this orbital elevator. Connected to the ground and linked to a small asteroid in space, cargo and passengers can safely, and cheaply, be lifted into space via OBs. First built by the technically elite Tolat race, OBs improve a planets’  economy by 3%. Each planetary hex must have a Orbital Beanstalk to achieve this bonus. OBs are built by planetary industry(not SY) and are considered 80 hull spaces in size. Ind2, 5,000 dev, 300 MCr each. NOTE: Destroys 5% of PU on the planet if the top anchor of the Beanstalk is destroyed(this is because the Beanstalk impacts the surface of the planet). This takes 200 points of damage(missiles do damage as if the target had no DF). Beanstalks are dangerous if they break.
Quarters, City(Qc): A self-contained living environment. 40 hs, cost 80Mcr, Ind2. Ships may have these installed but are classified as colony ships only. Must have 2 per Megahabitat, 1,000 dev. Using two per 1,000 hs lowers maint by 1% per SS. One Qf/Qc can support 500hs, no need for Q/Lh.
Quarters, Farming(Qf): Same cost and size as Qc. Must have 2 per AgriStn. 
Reaction Thrusters(Ih): A ship may mount a maximum of 1 engine room(same size as military engines) of Reaction Thrusters. Must be the last system on the ship. Must be immediately after a H dedicated to storage of reaction fuel. These systems give no strategic speed, give a speed of 1 on the tactical level(for a max of 30 tac turns), and a turn mode of 6. The main use of this system is to allow the unit to move without a DF and to provide movement to ships without I or Ic. This allows Ind2 races in systems with multiple habitable worlds and moons to colonize them. Ind2, 1hs, 1MCr, dev cost: 800.
Screen, Basic (Si): An active shield that is an ACTIVE defense(activates as D). Any hit eligible to being stopped by shields can be blocked by the Si on a roll to hit of 5 or less. Each grade above or below average gets a + or - depending on experience(experience percentages: Poor 30%, Green 40%, Average 50%, Crack 60%, Elite 70%.). This system only works for three turns(not necessarily consecutive), then burns out and does not work when shields are up. Designed as a low-tech defense, only one may be mounted per ship(the fields react violently with one another: both generators instantly burn out. Lasers and primaries still can shoot through it. This system must be placed before the first engine room. Ind2. Two hull spaces in size. 50MCr, 3,000 to develop.
TL1
Deep Underground Command Post(DUCP): First built during the 2nd Interregional Conflict, the Deep Underground Command Post proved a haven for Daa-Vit civilian and military leaders as the Rishatha Imperium quickly overran Daa'Vit space. This facility improved the combat capability of the Daa'Vit but unfortunately did not prevent this race from being conquered by the more powerful Rishatha military. +1 to planetary combat, 50HS in size, 200 MCr.
Deep Underground Evacuation Centers(DUEC): While battling the voracious Arachnid Omnivoracity, the Imperium lost many worlds to the Bugs, including the Dillian homeworld. After several months, a relief force under Warmother Kra'lli forced it's way into the Dillian system. Many survivors had built these underground refuges to hide from the deadly Arachnids. 100hs, 300MCr, holds Outpost-sized pop.
Hospital System(HOSP): The hospital system was developed by the Pact of Humanity primarily for relief of planets that have been recently bombarded. For every (HOSP) system that arrives within two months of a planetary bombardment, ten EVM points of damage can be relieved, up to a maximum of 25% of the damage inflicted on the local population. Also, after each space battle, calculate the number of survivors as usual, but also keep track of the dead. When finished, halve the dead; these are the injured that would die without prompt medical care that (HOSP) can save and each (HOSP) can save 200 of these. If they're aren't enough (HOSP) to go around, too bad...).  Cost 100, TL1, ten hull spaces.       

Nanotech(Nano): Developed by the enigmatic Whimed race, this technology fell into the hands of the militant Jambitchow Empire during their invasion of the multi-racial Whimed System.
Type                                                   TL
Nanoconstruction Bay                          1
Nanorepair Bots(Internal)                     3
Nanoenhanced Engines             5
Nanorepair Bots(Armor)                      7
Nano-Bomb                                         9
Nano-Warhead                                    9
Naval Academy(NAcad): The development of the Draka Naval Academy helped them defeat the Arachnid Omnivoracity, which threatened to overrun the entire Ilelish Sector. Limit one per Sector(each sector = 15 inhabited planets). Effect: allows crew's grade to start at 1 grade higher(average grade) than normal and shakedown cruises are ½ time for the world where the academy is located. This system is 65hs in size, has it's own Q and Lh, as well as trainers and student and faculty housing. It also has training bays(12 V or appropriate fighter bays) and a small flight deck as well(for small craft training) of 6 hull spaces in size. If located in a SS then no maintenance(I like to put mine in 105hs SS to confuse raiders that it is a AgriStn or MegaHab) or if on the surface then in a PDC. Requires one Crack admiral to operate(he is taken out of circulation permanently). The good news is that if the planet where the Academy is located comes under attack the faculty is moved by the CFN out of harms way. A replacement Academy is ½ the initial cost AND requires 5 turns to become operational. Cost: 5,000. Dev cost: 5,000. Tech level one.  
Orbital Warehouses(OWH): May be built and turned over to the commercial interests of your planet to facilitate trade (and expand your IU). They are built as a SS (with Q/H/BbS) and should be standardized. No offensive weaponry may be mounted on them, although D, S, and A are permitted. For every 25 hull spaces of OWH built, IU is increased by 5! These orbital warehouse must be turned over to the civilians for this IU increase. OWH increases total overall IU by +25% (that is, your total IU expansion, including maximum OWH development, can be up to 75% of the PU). They need NO maintainance.
Quarters, Small Machine Race(Qt): Developed by the alien Binars before their demise, the Qt is perfect for any machine race. Most races find the lack of heat and low oxygen levels uncomfortable, and to some, life threatening, but the machine Binars don't. Qt are TL1, costs 15 MCr, take up 1/2hs, and can support 20HS of ship. Has it's own life support system built in. dev cost: 1,000
Science Station: The robust ecomony of the Binars allowed the development of many unique technologies, not the least of which was the Science Station. The ability of this construct to assist R&D became widely understood throughout Known Space, and was adopted by many races. Max 1 per world, needs a Medium pop to 'work'
Size:     100hs
Code:   SciStn                                                  
Cost:    5,000
Benefit: Adds a +3 to die rolls for the project assigned to thatSciStn. One project per station.
A SciSta is built and maintained like an orbital SS and costs 10000 to develop. Thanx Todd Kes
Ship's Gig(Gig): 1/2 Hs, 4Mcr, 1/2 bbp, 1,000 dev. Other stats and abilities as the ct.
Shuttle, Heavy Cargo (hst): The heavy cargo shuttle has a cargo capacity of 250csp and a personnel capacity of .25 Q. All other characteristics are as st. The hst is the preferred shuttle aboard CFN cargo freighters. the hst is developed with the st and takes up 2 bbp, cost 20MCr each, and is TL1.
Solar Panel Arrays(SPA): Placed in orbit of a colonized planet, these very large arrays provide an economic bonus of 10%(maximum). Five of these objects must be built to achieve the bonus. Each costs 1000 MCr and are 100 hull spaces in size. Solar panel arrays may be built by multiple shipyards at the same time. TL1. 500 to develop. No maintainance must be paid for them!
Towing Beam(Tb): Functions exactly like a T, but has a maximum range of 0. It is useful for towing bases around a system, but not so useful in any combat application. This system is 8MCr, 2hs, dev cost: 1,000. TL1. (Available to all players, Harry D's tech). 
TL2
Armory(Mor): The armory onboard a vessel, the Morgue is the location of the ships battle and power armor, as well as the Marines’ heavy weaponry. One needed for every 50 hull spaces, size is ½ hs, 10MCr cost, +4 to combat on a ship, TL2, 1,000 dev.
Boat Bay, Micro(BmB): 1/2 Hs, 5MCr, this boat bay can only hold the Ship's Gig. Note: all warships BC or larger cannot mount the BmB(these vessels have higher small craft needs). 1,500 dev
Bomb Bay One(BB1): The Bomb Bay enables a ship to bombard a planet from orbit. Using nuclear weapons, this weapon system can be used in conjunction with Drop Commandos to target specific weapons systems on a planet, as well as space ports, Tokamak Reactors, and other planetary defenses. The bombs can only be dropped from orbit. Holds 100 bombs, costs 10MCr, 2,000 dev, TL2
Carrier Bases(BSVx): While most races were able to utilize small fighter craft, many high-grav races were not able to use them and the Carrier Base was invented to take the place of carrier warships. These Bases are able to deploy LACs and other small craft, as wella s fighters. A static platform, BSV's were mostly seen at warp points, defending important systems from attack. The BSV's pay normal prices for fighter systems, and triple costs for offensive systems(because they were not built/formed for them).
TYPE              SIZE                TL       COST
BSV0               N/A                 0          0
BSV1               15-25               2          4.5
BSV2               26-50               4          5
BSV3               51-85               6          5.5
BSV4               86-120             7          6
BSV5               121-180           8          7.5
BSV6               181-250           9          9
BSV7               251-375           10        10
Original concept by Kencyr and Michael Sauer
Datalink, Basic(Zb): First conceived of by the alien Bandi race, the Zb was used in their futile war against the Arachnids. This system is precisely as Z, but linking a maximum of two units and having a link range of 1 tacHex. This system is 25MCr, 0 hs, dev cost: 4,000. TL2. (Available to all players, Harry D's tech).
Lifepod Ejection System(LiF): Developed by the Chonogua, the LiF is 1/3 hs per 50 hs of ship or base. This system increases % of crew recovered-which in turn makes grade loss less. 10MCr per LiF, 2,000 dev, TL2. 1 LiF per 50hs for 60%, 3 LiF per 50hs for 70%, and 6 LiF per 50hs for 80%(max).  
Life Support Backup(Lhb): 1/2 Hs, 10MCr, supports 2 Q, 2000 dev
Magazine, Mini(Mgm): 1/2 Hs, 8MCr, 80 stowage points, 1,200 dev
Shuttle, Boarding (bst): Treat as st. May board ships with shields down if it makes a successful ram attempt. Must declare as boarding attempt before any role is made. If successful, the shuttle will be destroyed but BP delivered(ram does no damage). Failure and the shuttle is destroyed with no effect to target. 3 bbp, 30MCr, and 5,000 to develop. 

Weather Control Systems(WCS): A fundamentally proven system, the WCS handles planetary environments in many ways, including the control and dissipation of tornadoes. Utilizing standard microwave generators, these tornadoes are ‘zapped’ by using a orbiting network of solar power satellites equipped with vast solar panels. As long as the microwaves are correctly targeted, people on the planet are unaffected because the water vapor absorbs most of the energy targeted at the funnel clouds. This form of weather modification allows greater planetary production, in the form of a boost in GPV, by 5%. These solar panel networks must be constructed, 10 each at 80MCr and 30 hull spaces in size, before the benefit can be made. This system becomes ineffective when Terraforming is used. TL2, dev cost: 3,000.
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TL3
Active Response System(ArT): A small engineering system developed by the Sime/Gen New Union after their encounter with the vicious Goog race, the ArT is a computer program and very small reaction thruster system. This system allows a vessel mounting it to dodge ramming warships.They are 1/3 hull space per 50hs of ship. Each ArT costs 15MCr and is 3,000 to develop. -1 for one ArT, -2 for 3 ArT, -3 for 6 ArT(max). TL3
Asteroid Railgun System(ARS): Adds +20% to SY construction. Throws asteroids into usable orbits around your homeworld. Cost 150 MCr and takes up 100 hull spaces. This is for a single complete unit  Build it like a space station. Requires 30 Ic or I to maneuver to local asteroid belt. Must build hull, Q, Lh, etc. Need at least five operating to get SY bonus. The five in the asteroid belt must be built but the ‚catchers' at the planet are ‚free'. For each ARS built a catcher is automatically included at a single planet. Each ARS can support 1 SY and increases its build rate by 20%. 3000 to develop.
Cargo Racks, External(XOc): Used to store cargo externally, primarily outsized military items like tanks and IFVs. Each XOc can hold up to 1,500 csp in “cargo pods” which are attached and retrieved by specially built “cargo cutters”. These cargo cutters are a small craft that can land the cargo pod on a planetary surface while under fire. Cost is 5MCr per rack and 5 per pod, dev cost is as per XO and 800 for the cargo pod shell. TL3. 


Civilian Repair Slip(CRS): Civilian Repair Slips(CRS) are spacestations which have any number of MS installed. Once turned over to the civilians (who run it, not you), you pay no maintenance. No offensive weaponry may be mounted in these SS. The major benefit of a CRS is they can repair damaged vessels at half the price (hull, engines, and armor only) a normal shipyard can (government bureaucracy being what it is). 
Cutter, Cargo(cf): A one-man cargo handling craft designed to off-load a ship’s external racks that are loaded with cargo. The cf is one bbp in size and is not warp capable. A cf can remove one 500csp pod from a XOc and transport it to another location at speed two. With two fXO racks, the cf can mount ECM or chaff to decrease its vulnerability to be hit. Cost is 20MCr, dev cost 1,800. TL3. 

Flight Deck(FD*): A pre-V system, a flight deck must be mounted right after the armor and datalink. Once half the FD hull spaces are damaged(destroying 2 fighters per hit if the deck is full) the deck is disabled. Re-arming takes 6 turns and a Magazine(Mg) must be mounted right after the FD to hold fighter ordinance. Cost is 10MCr per fighter held, capacity is 2 fighters per hull space, and can launch 6 fighters per turn. The size of a Flight Deck is recorded as (FD10), meaning the FD is 10 hull spaces(can be more or less) is size. A TL 3 system. 1000 to develop. When built on non-carrier hulls, FD costs three times as much! NOTE: With a Vl and Flight Deck, turnaround time is halved(3 turns vs 6). For every 12 Vl/Vh systems, you need 3 hull spaces worth of FD. These are a 'return landing deck' for fighters and bombers that enables them to have a quicker turn around time. Vh are still used, as a storage space and pre-launch hangar for the fighter. You cannot launch fighters or bombers from this type of FD. This type of FD is noted as *FD*.
Interceptor Warheads(-d): A warhead fired from missiles that can be fired from XO racks or internal launchers in response to incoming missile volleys(use of the launcher counts as firing it for the turn). The interceptor closes on an incoming swarm of missiles whereupon it detonates, spewing point defense missiles. Depending on the size of the warhead(SM/CM/HBM), the warhead adds 2(SM), 4(CM), or 6(HBM) point defense shots as a "D". It can be used to defend datalinked partners, but only those in the same hex. The 2nd generation can defend friendly ships in the same hex and datalinked partners at range 1, and the 3rd generation can defend datalinked partners up to three TH away and friendlies at range one. 

CODE             COST              DEV                TL
SM-d               2                      4,000               3

CM-d              3                      4,000               6

HBM-d            5                      25,000             16

Mobile Battle Platforms(MBP): Due the high expense of dedicated Planetary Defense Centers(PDCs), the Rishatha Imperium came up with the Mobile Battle Platform(MBP). Mounted on six mega-treads, MBPs can function as PDCs by firing weapons at attacking warships and fighters. Up to twelve MBPs can be hidden per planetary hex facing and can only be spotted by small craft in atmosphere. MBPs are 50hs in size and can be linked to PDCs(unlimited multiplex) or Battle Sats(bonus to hit). MBPs are usually shipped via Landing Bay-equipped ships to distant and newly established colony worlds for defense. There are several different kinds of MBPs, each has to be develloped seperately:
TYPE              CODE COST  HS       TL       DEV    WEAPONS
Class I                        MBP1              100      50        3          3,000   Rl x12
Class II           MBPII             100      50        4          3,000   Ra x8
Class III         MBPIII            150      50        5          4,000   Rc x5
Class IV          MBPIV            150      50        5          4,000   Ga x8
Class V           MBPV             150      50        5          4,000   P x6
Class VI          MBPVI            200      50        6          5,000   Wa x8
Class VII        MBPVII           200      50        6          5,000   Gr x6
Note: All MBP have anti-fighter weapons(Ak1/2/3 x4, as per TL) and armor and shields(5 points each, 10 each  at TL6). NOTE: Highly unbalanced system. 
Rotary Missile Launcher(Rl): Developed by the Grizzelans during their war with the Zoni, Rl take up 2 hull spaces and cost 20 MCr each. Rl fires 1 SM(no Sprint-mode) or CM every other round per launcher. Each launcher only holds 6 SM or 3 CM. Rl become available at TL3. They are reloaded as XO Racks. 2000 to develop.
Ship Bay(SB*): A large engineering system, a Ship Bay allows large space stations, bases, asteroid fortresses, and warships to house smaller ships(and gunboats) inside themselves. This system was invented by the Goog race during their titanic battles with the Three Powers in Garramore Kor Sector. A Ship Bay cannot be more than 75% of a ship/SS/AF/ or bases total volume. SB cannot transport Bases. A fifty hull-space Ship Bay is noted as (SB50). 3 MCr per hull space, TL3, 5,000 dev. 
Shuttle, Survey (xst): Treat as st with ct cargo/passenger capability. May perform portion 1-4 surveys(treat as 4 bbp for portion 4 surveys) as X-equipped units(generates 3 points toward portion 1 surveys rather than 2). Has ½ fXr range for sensor range. May not conduct or assist WP surveys. 2 bbp, 3,000 to develop, TL3. 
TL4
Autocannon, First Generation (Ak1): A basic anti-fighter defensive weapon, Ak1 rapidly fires depleted uranium rounds at attacking fighters. Ak of any generation cannot shoot down missiles(sorry). Each takes up 1 hull spaces, costs 20MCr each, and has the following to-hit chart: 3 2 1(two shots).  2000 to develop.
Asteroid Smelter(AsSm): First constructed by the Draka Dominion, these deep space smelters helped the Dominion in their long war with the Arachnid Omnivoracity. AsMs must be constructed in a SY and are much larger than a superdreadnought(150hs in size). AsMs melts down asteroids and prefabs the result into usable components. This system gives an additional 20% increase to SY construction or AsMs are also able to assist SYM to accomplish full construction rates or  reduces prefab costs to normal construction cost. Twenty are needed for the system-wide SY bonus, two for full construction bonus(2 per SYM), or two for prefabbing(2 per SY). TL4, cost is 200 each, 150 hs, dev cost: 6,000.
Bomb Bay Two(BB2): This system holds 100 rockets, which can be fired up to three tacHexes away from a planet. 1 hull space, 15MCr, TL4, 2,000 dev. 
Buffered Asteroid Warships(Bf): With the demise of the Binarian Collective, much of their technologies were disseminated throughout the galaxy and Bf  ships were one such example of their innovative thinking. Essentially a ship built inside an asteroid, construction time=twice normal, cost=double, effect=with the DF down, the ship looks just like an asteroid. It can only be spotted by a dedicated survey team, but if you see the DF go down, you can reduce the search area. Note: you have to have at least 10%(by hull space) to simulate the asteroids’ surface. Counts as 1.5 the hs for warp transit points and @, SB, and other docking capacity. 
Buffered Buoys(-bb): The sneaky nature of the Draka race showed in the development of many radical technologies, including the Buffered Buoys. These devices, intended to look like small asteroids, hid a portion of the Dominion's communication relays. This procedure helped tremendously when the Dominion found itself at war with the Jambitchow, a race already actively at war with the enigmatic Chonoguan Empire. Using this stealthed communications system, the Draka were able to coordinate with the Chonoguans and crush their mutual enemy. Detection range is halved, x2 cost in building the buoy. A ship with four extra H can transport the rock and release it on the other side of a WP. DSB-ncd

Crew Quarters/Cargo Hold(Qh): Supports 12 hull spaces of crew and can carry 80 csp. Can be double overloaded in an emergency.
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. 
Gun/Missile Launcher, Improved (Wi): Available at TL4, each Wi fires two missiles per turn(separate salvos), takes up 5 hull spaces, costs 6,000 to develop, and is 35MCr for each unit. 
Missile Launcher, Advanced(Ra): Crash developed by the Binars during their war with the Goog Hive, the Ra fires twice per turn, is three hull spaces in size, and costs 30MCr. Costs 6,000MCr to develop. 
Planetary Courier Drones(cdp): The massive invasion of the Argus Republic by the Goog Abhorrence saw the fielding of the Planetary Courier Drone. Wiped out in swaths, the Argus fleet was unable to maintain communications with all parts of the empire and the early destruction of the ICN net within Argus space at the beginning of the invasion only worsened it’s communication gaps. Each cdp has a speed of 16(5.67 days and 2 StMP) and are PDC based only. They also have improved anti-tampering(0% chance rather than 2% for traditional CD). They are paid through the missile fund(4MC each). One hull space in size in PDC, 2,000 to develop, TL4.
Quarters, Marine(Qm): Development of the boarding shuttle by the Arachnids came as a rude shock to the Three Powers, who found their marine contingents on board their warships totally inadequate to fight hand-to-hand with the voracious ‘Bugs’. As a result, the Chonoguans developed Marine Quarters, better known as ‘Marine Country’. Qm holds 35 personnel points(due to ‘hot bunking’) and has it’s own life support system. Unless otherwise noted, only Marines can be quartered in Qm.  ½ hull space, 15 MCr each, TL4. Dev 1,000
Quarters, 2nd Gen Small Machine Race(Qa): Also developed by the Binars, this system can support 50HS of ship. Lh support Qa in the same manner as Q. Cost is 25Mcr. ½ hull space. Dev cost: 2,000. TL4
REI Improvement Plant, 1st Generation(RPlant1): Created by the all-knowing Binar Collective, these planets improve the REI of moons. It adds +10% to planetary REI index ((vp, p, n, r, vr) every turn (max REI is 1.5/Very Rich). Cost is 1,000 MCr per plant, TL4, research cost is 20,000 MCr, and is built like TK(ie no Q or Lh required-automated plant). Only one per moon! 
Shuttles, Drop(std): The massive Goog conflict, which involved several major powers including the Inheiritors of the Last Command, the Corillian Confederation, and the Argus Republic, was widespread and devastating for all sides. This conflict demanded the development of many new technological systems, thus the Drop Shuttle was invented. Drop shuttles have double the drop troop capacity of a assault shuttle and cost 40MCr to build. Dev cost: 2,000, TL 4. All other stats as ast. (Available to all players).
Science Sensors, Small (Xm): 1/2 Hs, Normal range of X, costs 25MCr, 3000 dev
Sun Guns(Sg): An advanced laser weapon that does one point of shield damage and one point of armor damage simultaneously. Sun Guns have TWICE the range of a laser. Sun Guns take up four hull spaces and cost 4,000 to develop. Sun Guns CAN be made Small. Sg  work as L against fighters.
NOTE: Highly unbalanced system.  Sun Guns do 1 point of shield and 1 point of armor damage per hit. If the target is has no shields, the shield point is applied as armor point damage. If the target has no armor, the armor point is applied as internal damage
Tokamak Reactors(TK): A stand-alone system on a planet's surface. Each TK costs 200 MCr and are 50 hull spaces in size. Building a single TK provides an abundance of cheap energy, encouraging potential colonists to move. Adding TK to any inhabited world adds a 10% bonus to that worlds' GPV. TK do not work on Moons. They cost no maintainance. 5000 to develop. 
Pop.Size                      # of TK needed for bonus
Outpost                        1
Colony                         1
Settlement                    1
Small                            3
Medium                        6
Large                           9
V. Large                       12
Transport Shells(TS): First developed by the Draka, Transport Shells were a cheap and economical way to ship pre-fabbed bases to remote parts of their Empire without tying up vital shipping. The pre-fabbed base is configured into a box configuration, a CD nav system is tack-welded on, as are four(4) Ic engines(at least until BS5 or larger comes along, then it’s 8 Ic), and a powerplant. The net effect is it moves Speed 2, period. A CD nav system is programmed with the destination(must be within CD range) and goes there on its moronic own. If it needs a crew, assume the BS life support and is just active enough to cover a caretaker crew of 5 or so. If it is caught, it is dead(don’t even roll) but attackers option is to capture - free tech toys. It will move itself to a final point(WPx in System y) and sit there. It is strictly one way, one time trip, after that it must be moved by a tug. Cost 45MCr in addition to the unit cost(the Base). TL4, dev cost: 2,000.
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TL5
Access Port(a): Necessary to transport troops and material to Troop Landing Pods, these ports can also dock other small craft in an emergency, excluding fighters. Two hull spaces, 5MCr, 300 to develop. TL5

Arcologies(Arc): Two arcologies, which holds 100 PU each, can be built for every planet facing, increasing a VL by 1,200 PU(six facings). These arcologies are fantastically expensive at 2,500 MCr each. They are 300hs in size and are built by planetary industry. On waterworlds(T10), these are the only cities that can be built. 6,000 MCr to develop, TL5.
Atmosphere Processors(AtmoPro): One of the most amazing engineering feats of all times, the development of the huge Atmospheric Processors by the Binarian Collective revolutionized large-scale terraforming, allowing the Binars to receive substantial revenues from this process. While perfecting this high-tech system, the Binars made tremendous progress in atmospheric manipulation, creating a breakthrough in the terraforming of O2 worlds into T-type planets. Although the initial prototype was rather small, the actual production model was far larger, and far more robust. Atmosphere Processors are visually identifiable from orbit due to their tremendous size. The control room of a Atmosphere Processor is far larger than a warship’s CIC. It is in the political and diplomatic interests of the Collective to NOT release this technology to other races, although they will sell complete self-contained units...at a fairly modest price! TL5. Also invented by the Binars, this data is in addition to their previously posted material. Cost: 1,000 MCr, size 100hs. Effect: adds 100 PU to the capacity of an O2 world per month. When it reaches 3,200 capacity, O2 world is now a T-world. If the processor is taken off-line before then, the world reverts back to O2 at a rate of 200 PU per turn. Fee=1,000 MCr per 100 PU developed. Development is 20,000 MCr.
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. 
Computer Core(Cpu): This system allows the ‘localization’ of ships in deep space by 25%. It also increases the chance for detection of ‘stealth’ ships by 25%(but not ECM3!). 100MCr, 52hs, TL5, 5,000 dev. NOTE: Due to the increase in 'computer programs' for a ship, a new line is to be added in the ship control sheet, directly beneath the summary of weapons, shields, and point defense. Any computer programs developed so far and installed aboard a ship will have a specific code. The Cpu line should look like this: Cpu: @/!/%
Courier Drone Bay(CDB): 1/2 Hs, 5MCr, and each holds 8 CDs, 2000 dev
Cyber-Synth Technology: The developement of true AI systems and the cybernetic integration of humans into a synth net allowed massive increases in defense capabilties. With humans directly linked to the defense systems of a warship, these vessels aquired new, more capable abilties, including enhanced point defense to-hit, damage control and repair, and increased offensive weapon targeting ability. 
NAME                                    CODE             COST              TL       NOTE
Cyber Alpha One                     %                     50                    5          A
Cyber Alpha Two                     "                       60                    7          B
Cyber Alpha Three                   >                      70                    9          C
A: +1 to damage control roles and +1 to hit mines(all types). 
B: +1 to strike in beam combat and +1 to shoot down plasma gun fire.
C: +1 to all point defense systems and +10% to alien commo roles.
Damage Control Room One(DCC1): One of the most serious aspects of warfare is battle damage, and the Rishatha Imperium came up with a clever way to fix such damage during the Eighth Interregional Conflict, by developing the DCC. One hull space in size, the DCC gives +1 to all damage control roles, TL5, 5,000 to develop. 35MCr each.
Earth Penetrating Warheads(-e): Destruction of the high-value Deep Underground Command Post was critical during the invasion of the militant Horune Empire. Developed by the  Imperial Navy, this system allowed the Rish commanders to destroy deeply buried Horune leadership. This system cannot target the much smaller Bunkers, but can target DUEC as well. TL 5, warhead cost is x3. Dev cost: 1,500
Energybeam, Heavy(Eh): Cost 60, 6hs, dev cost: 7,000
Energybeam, Small(Es): Cost 42, 3hs, dev cost: 7,000
Engines, Commercially Enhanced(Iy): They are one hull space, have a movement allowance as Ic and cost 12MCr per engine. Their 'blind spot' is only the hex row behind the ship. They have a +1 penalty of turn modes. TL5, dev cost: 2,500. Advantages: The small blind spot gives them much increased firing arc compared to most other ships. On a strategic level they are much faster than competing I class engines. Their smaller size compared to Ic engines allows for the strategic movement of the Arachnids without loss of space. Disadvantages: Slower speed makes it harder to keep up with ships sabre dancing with longer range weapons. Escaping from I-class engines is all but impossible. Slow speed makes warp transits consist of less ships(and hence easier to repel except in cases of mass transits). Higher speed/more maneuverable ships have a greater chance to find that narrow blind spot.
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.
Engines, Nano-enhanced (Ia): One of the most interesting races ever discovered was the Whimeds, who began early on to develop the most remarkable nanotech systems for their Chonoguan allies. +25% to I speed(for 30 minutes).
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 Targeting System(FTS*): One of the most vital anti-fighter systems ever developed, the FTS is a important defense against increasingly hard-to-hit fighters and bombers. This system allows bonuses to hit vs fighters and bombers. A massive, and expensive computer program located in a ship's Cpu, FTS1 allows a ship's anti-fighter weaponry a bonus to hit:
TYPE                                      CODE             COST              TL                   BONUS
Fighter Targeting System 1        FTS1 or @      50                    5                      +1
Fighter Targeting System 2        FTS2 or $        80                    7                      +2
Fighter Targeting System 3        FTS3 or %       120                  8                      +3
Fighter Targeting System 4        FTS4 or &       150                  10                    +6
Fighter Targeting System 5        FTS5 or *        200                  11                    +10      
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.
Forcebeam Dampener(Of): The predominance of the forcebeam on the battlefield forced the Rishatha Imperium to develop the Of. A system that operates similar to the Overload Dampener, the Of can absorb one point of forcebeam damage per unit, or five points and then destroyed. One  hull space, 35MCr, TL5, 15,000 development.
Forcebeam, Heavy(Fh): Cost 60, 6hs, dev cost: 5,000
Forcebeam Spinal Mount(F-SpM): A powerful increase in firepower came from developing this lethal, long-range weapon. Primarily an anti-ship weapon, spinal mounts have a very limited firing arc(fighter arc). Cost is 144, 12 hull spaces, TL5, dev cost = 10,000.
Forcebeam, Small(Fs): Cost 36, 3hs, dev cost: 5,000
Gas Giant Mining Centers(GGMC): Development of new technologies is never easy but inventiveness was always part of the Oon psyche. When they built their first Gas Giant Mining Center, dozens of races lined up to buy the new technology from them, including the Spidraxian Imperium. Maintenance support is paid before profits are generated. Profit is 10 MCr per month (plus 1 MCr per TL) per GGMC. There are three different sizes of gas giant, regular Gas Giants (1-10 Jupiters), Super Gas Giants (10-80 Jupiters), and Brown Dwarfs (80+ Jupiters). Regular GG can have up to 50 GGMC, SGG can have up to 100 GGMC, and BD can have up to 200. Each GGMC cost 80 MCr and is 8,000 to develop. TL5, 35hs in size, must be built in orbit by shipyards. 
Gravitic Cities(GCol): Inveneted by the Dionii race(a deadly Hive Mind race in Ilelish Sector), GCol can be built to increase a planet’s overall PU. Up to 20 GCol can be built per facing, 5 PU each. Considered to be 10hs in size, GCol are built by planetary industry and cost 80MCr eac. TL5 and dev cost: 10,000
Grav Transport System(GTS): The creation of an ultra-fast transport system by the Oon race not only increased personnel movement by gravitic ‘trains’ but also the movement of goods as well, increasing a planets’ productivity by 5%. This system is 2,000 hull spaces in size and is built by planetary industry. The system cost 1,500 MCr and is TL5. 10,000 to develop. 
Gun Launcher, Advanced (Ga): Developed by the Binars during their ever-growing conflict with the Goog Abhorrence, the Ga fires twice per turn, is three hull spaces in size, and costs 45MCr. It costs 9,000 to develop. 
Holographic Targeting Computer(Hc): This system requires one hull space and costs 60MCr each. It provides +1 to hit any enemy vessel, but only control offensive weapons(ie L, W, Rc, etc not including D, Dk, or Ak). 4000 to develop. Hc is cummulative with -z. Hc can offset the penalties for N against a ?2 equipped ship(ie Hc allows precision targeting against ?2/?3) at 1/3 normal range.With X, Xr, and Hc working in conjunction, there is a chance of bypassing shields(1 in 10) for precision targeting. The combination allows for finding the shields weak point and can  focus the beam to punch through lke a primary(sort of like finding the point where fighters exit the carriers' drive field-it must be weaker there or the fighter will hit the wall that can stop a nuke). This is for Needle Beams only.
Laser, Heavy(Lhv): Cost 60, 5 hs, dev: 4,000
Laser Spinal Mount(L-SpM): The first in a generation of weapons, the laser spinal mount took the enigmatic Luren by surprise when the Shern first used them in front line combat nearly 80 years ago. Cost is 108MCr, 12 hull spaces, TL5, dev cost = 8,000. 
Laser, Small(Ls): Cost 36, 3hs, dev cost: 4,000
Launch Bay(Vb): A limited fighter launch system, Vb may only launch/recover one fighter per tactical turn(may not do both simultaneously). Each Vb is 4 hull spaces in size, costs 40MCr, and can hold 6 fighters. Available at TL5. 2000 to develop.
Light Assault Craft(LACs): A smaller version of the Gunboat, a LAC is  warp capable, carries 6 fXO racks, has Dx1, is 2 bbp in size, can move at speed 9, and can be carried on a Flight Deck(LAC-carriers!). Each LAC costs 60MCr and takes up 3 fighter points on a Flight Deck. Available at TL5. 5000 to develop. They cannot be placed in boat bays or fighter hangars of any type. All LAC are -2 to be hit. LAC require 2 HS of SY-capacity to construct, and take up 2 HS on SP.
Major differences between LACs and Bombers are:
1)LACs are warp capable,
2)LACs are NOT slowed by external ordinance,
3)LACs can be fired on by IDEW and DSB-L.
NOTE: LACs are detected and identified at ½ GB range vs all sensors. Also, LACs are 3bbp in size, requires 2 hs of a ship to build, and takes up three times the space of a fighter on a SP. LACs can be targeted by IDEW and DSB-L.
SEE SECONDARY PAPER FOR MORE
Mining Ship(MineS): Long spindle ship, 80hs, 250MCr, max 100 per system. TLx3=MCr per month they generate(maintenance taken out already).  Built around a zero-g smelter and refinery with large storage bays and processing shops. Strategic move 4! TL5 and dev cost: 5,000
Mining Shuttle(mst): Maneuvers through AF easily, like a runabout, 3x’s the endurance of a st, cargo only! x3 cargo space of a st using exterior cargo storage. Same bbp as st. TL5, costs 40MCr. Dev cost: 2,000.
Moon Extraction Vehicles(Mev): Also developed by the Selachee race, Mev gives a bonus of +10% to moon GPV for 12 of them. These are giant combine/driller/refineries. The vehicles are 25hs in size and cost 50 MCr each, TL5. Dev cost: 3,000 
Moon Mega-Colonies(MCol): Developed by the contemplative Selachee race, MCol give a +50% to O2 inner moons(rocky planet moons only) by the building of incredibly tall lattice structures and deep underground construction of cities. TL5, 300MCr each(12 needed for the bonus). Built by SY and 50hs in size. Dev cost: 5,000. 
Penetrating Rod Warhead(-PR): An advanced kenetic slug with the ability to penetrate most armor, but only sometimes. This warhead does no damage vs a shielded target. Against a target with armor it has a 20% chance of ignoring the armor and scoring 2 points of damage. For each hit roll a d10, if the roll is above a 2 on a d10 the warhead will do one point of damage to the armor. If a 2 or less apply the damage as if the weapon is a primary beam. Thie indicated system and system to its right are destroyed. If the target has no armor, automatically apply 2 points of damage as if the armor had been penetrated. If the roll indicates a system off the control sheet to the right would have been hit the warhead has passed right through the ship doing no significant damage. Large amounts of armor can somewhat block the -PR. The -PR can never penetrate a intact block of:
100+hs of A
50+hs of Ai
34+hs of Ac
16+hs of Ac2
   Instead they do their normal 1 point of damage. The Al and Ap have no  effect on -PR (i.e they absorb 1 point of damage) though they do not break up an otherwise valid block of armor. This warhead can be mounted on CM, SBM etc but it still does only 1 or 2 points of damage. It cannot be combined with  -AM, -AAM, -LT or any other warhead types, though -q, -z, -hk and other electronic modifiers are all valid. This warhead costs three times normal and may not be fired in sprint mode. 2,000 MCr to develop. 
Sandcaster, First Generation (Cs1): Due to the incredible damage a Sun Gun can do to a warship, the Basmoli Commonwealth developed the ablative Cs1 system during their war with the militant Kreeghor race. The Sandcaster releases a cloud of ablative sand to block incoming laser fire. The sand cloud is contained and shaped by the drive field of the ship. At two hull spaces, and 45MCr, the Cs was considered a bargain by the Basmoli Clans. When entering combat, this system goes into automatic fire mode, dispensing it’s canisters as quickly as possible. For each Cs on board two points of laser damage is ignored and the next two points is halved. This is per turn, not per volley!  Any additional laser damage is applied normally. The dispensers are assumed to have enough ammo for continous firing during any engagement(like D) 2,000 to develop. 
Shuttle, Armored (sta): One of the newest shuttles, a armored shuttle is much harder to hit than a standard shuttle(-1 on the small craft chart) and are 10% faster(speed 7). 2 bbp, TL5, 1,000 dev. 
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. Rl has a rapid fire capability in this mode, dumping twice as many missiles into space as it’s conventional counterparts(but not Wa).
Terraforming: A significant improvement in planetary engineering, terraforming is a science to make planets

more habitable, although at expensive cost. The following tech systems are possible: 

Minor Terraforming: Available at TL5, can change HI of a planet by one in any direction permanently 
for 3,000 MCr, 3,000 MCr to develop. (TERm)
Substantial Terraforming: Available at TL8, can change HI of a planet by two in any direction
permanently for 6,000 MCr, 6,000 MCr to develop. (TERs)
Major Terraforming: Available at TL10, can change HI of a planet by three or more permanently for
10,000 MCr, costs 10,000 MCr to develop. (TERma)
Complete Terraforming: Available at TL13, can change a O2 world to a T-world for 20,000 MCr,
20,000 MCr to develop. (TERc)
NOTE: Takes time to terraform(10 turns per HI). ST to T or Mass 3 O2 to ST is Complete Terraforming! V to T a different tech! 
Torpedo Launcher(Torp): A lethal missile system developed by the Daa’Vit, the Torpedo Launcher was developed during the brutal war with the Rishatha Imperium. It costs 50 MCr, is five hull spaces in size, and fires a highly modified SBM; due to this major modification it is no longer considered a SBM but a "torpedo". Torpedoes have a tractor beam in the nose cone and when it gets within 5 TH of its target, it activates and drags the torpedo into the target. Unless stated otherwise, all torpedoes fire every round, do two points of damage, take up 2.5 csp, and have a similar range and to hit table as the SBM, but the tractor beam in the nose cone adds to its accuracy somewhat. Torpedoes do not work well against minefields: when defended by mines, ships are immune to a torpedo attack(the tractor draws the mine into its path, thus detonating the torpedo. Finally, Dc gets a +1 when defending against tractor-enhanced torpedoes, as the tractor is drawing in the counter missiles to the torpedo itself. TL5, dev cost = 10,000. 

Torpedo-Class A(To:A): The standard torpedo, each costs .75 MCr. Unless otherwise stated, all torpedoes are 2.5 csp in size and are –1 to be hit. Dev cost is 2,000 and is TL5. Two points damage(standard).

Troop Landing Pods(TPod): Troop Landing Pods were created by the Pact Navy nearly 3,000 years ago during the Third Dionii Conflict and are standard tech items within the service to this day. TPods are extremely large landing craft specially designed to land PCFs from orbiting assault transports. TPods deploy from a mothership via a Access Port and can land on an enemy planet even if the defender’s PDCs are still operating. These pods are equipped with rudimentary ECM and chaff(-2 to be hit), armored, have limited point defense capability, and can use evasive maneuvers(-1 to be hit). TPods carry up to ten combat-ready PCFs and only have 24 hours of life support. They are destroyed as XO racks are(see rule). Ten hull space sin size, 45MCr cost, 3,5000 dev. TL5

Underwater Colonies(Ucol): For water world colonization mainly. Each holds 10 PU. Cannot be bombarded from orbit! 20 per facing for normal worlds or 40 per facing for water worlds. TL5 and costs 200 MCr each. Dev cost: 4,000.
Wedge(Wdg): The “Wedge”, a massive magnetic field projected just ahead of a ship’s DF. Not a ‘wedge’ like Honor Harrington’s, the Wedge is like (RAM) except ramming ship takes little or no damage! TL5, x10 damage to enemy but the ship mounting it takes only x2 damage. Usable by high RM-races only! 200Mcr each, 5 hs, dev cost: 5,000.
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TL6
Armor, Collapsium (Ca): The ship must be initially built hull and armor only and then set adrift very near a neutron star for two weeks. Neutron migration into the armor causes it to become extremely dense. As a result, the armor can take five points of damage instead of one. Collapsium armor does not cost extra but it is not repairable once damaged. No development costs but you must find a neutron star!!!
Autocannon, Second Generation (Ak2): A miniaturized version of the Ak1, with an addition of a small light laser. Each Ak2 takes up one hull space, costs 30MCr each, and is available at TL 6. To-hit is 3 3 2 2 1 1(two shots). 3000 to develop.
Bases, Mobile(BSx*): These are bases with some movement capability. They are the same size as a base, have a slightly increased construction time(110%), and have no WP transit capability. The 'drive' of a Mobile Base is ½ a hull space per every 25 hull spaces and 5 MCr each. They have a strategic speed of 1. TL6. Dev cost: none.
Cargo Handling System, Micro(CHSm): ½ Hs, 25Mcr, can handle 5H at x2 normal rate, 1000 dev
Cryogenic Storage(Cr): This system was first developed by the alien Gaium race who were seeking to transport more colonists than the standard Q could hold. This system stores twice as many the normal number of people as a Q, but in cryo suspension. If TL goes up during suspension, they must spend 4 months retraining them per HTL increase. Can be stored indefinitely. Cost 50 MCr, TL6, 5,000 MCr dev. One Cr needed for every three Q. ½ hs
Deep Space Buoy, 2nd Gen(DSB-n2): The traditional dsb-n is located within 4 tac hexes of a WP to direct passing courier drones, but the Draka freaked when the Arachnid Omnivoracity found their way into Dominion space, following the Draka's well-laid dsb chain. These new dsb can be located up to one system hex away from the warp point. These dsb are double that if their counterparts, and appear at TL6. Dev cost is x1.5 of original dsb.
Deuterium Tank(Dt): With the invention of the Fusion Room, the necessity of carrying the fuel for these powerful engine systems was realized. All future ships built with Fusion Rooms must have a Dt. One per ship, no matter how many Fur are onboard. ½ hs, 1,000 dev, TL 6. 
Engines, Advanced Military (Ix): A major breakthrough in engine design, Ix were only fielded in the last two months on major Pact warships, due to their considerable cost. These engines allow +1 movement to all warships that mount them(strategic and tactical), they can "de-tune", and can "redline" their drives to a +3 emergency manuever for five consecutive turns(once in 24 hours). Cost is 15MCr per engine, TL6, dev cost is 15,000. 
Fighter Presser Missile(fRp): After development of the bomber, several Fer-Ner scientists realized the possibility of a weapons bay to mount AD weaponry internally on bombers, the result was the fRp. A weapons bay can carry five of these missiles. The fRp gets -1 to intercept as per all Rp missiles. To hit is 0, 2, 6, 6, 5, 4. Cost is .2 MCr, TL6, dev cost: 2,000.

Fighter Rocket Launch System(Vr): This original system was developed by the crocodile-like Chalder race, who could withstand the high-gee launch. Only Adaptable, Tough, and Radiation Tolerant races can use this system. A one shot system(per int turn). Makes a fighter move speed 15 until it turns. One hull space in size. TL6, 10 MCr each, reload cost is in fighter maintenance(+1MCr). Dev cost: 4,000
Fighter Recon, Multigeneration(FRx): 
Code               TL       Speed  Cost    Dev
FR1                 6          11        30        1,000
FR2                 8          12        35        2,000
FR3                 10        13        40        3.000
FR4                 11        14        45        4,000
FR5                 12        15        50        5,000
No weapons may be added to these fighters. They carry fXO only and 3 additional defensive systems(up to player). These systems are ramf, fChf, armor, shields, point defense, or ECM. 
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
First Generation Starfury                       Ft1                   35                    12                    6
Second Generation Starfury                  Ft2                   45                    13                    8
Third Generation Starfury                      Ft3                   55                    14                    10
Flight Operations Center(FOC): The destruction of the Oon homeworld(a critical ally to the Inheiritor race) prompted a major crash development into fighter operations. The FOC was the result. +1 to fighter ops(up to 60SG) up to 3 system hexes away. Due to the necessity of the need for the computing power of a planet, this system may not be built aboard a ship.  Built into a PDC usually, although SS is acceptable. If the Flight Operations Center is destroyed during combat, all fighters under it's command suffer a -2 penalty for twelve tactical turns. This system is 10 hull spaces in size and cost 600 MCr. Dev cost: 3,000. (Available to all players). TL6.
Fusion Room One(Fur1): An important engineering system first developed by the insectoid Thranx during their ever growing conflict with the genocidal Rishatha, the Fusion Room is a large(2 hs) engine system that costs 50MCr. The Fur1 halves the number of engines needed on a ship! Fusion rooms must be mounted in the middle of the ship(control sheet) (not counting shields and armor) for proper energy distribution. A major drawback of the Fusion Room is it's tendency to explode when damaged(1-3 on a d10), doing 40 points of damage. 4,000 to develope. *Important note for Fusion Room One. It must be placed in the middle of the engine rooms (ie  (III) (III) Fur1 (III) (III). Ignore 'middle of the ship' for this Fusion RoomMichael Sauer kindly performed an evalution on the Fusion Rooms for me, which I found enlightening, so I will share it with you all!
Graser(Gr): Grasers fire twice per turn and have twice the range of a normal laser. Costs 75MCr and 5 hull spaces. Three points of damage out to range 4, two points out to range 8, one out to range 16. Anti-laser armor does NOT work against Grasers(too powerful and very focused, like a primary beam). 8000 to develop.
Gravitic Communications System(GCS): A massive (150HS) faster-than-light communications system built in orbit(only!!!). This facility must be built in orbit but separate from any space station, base, or ship. This system can communicate instantly with any ship equipped with CC in the same solar system. Costs 1500 MCr each. It cannot be armored, shielded, or armed as the radiation would kill any organic creature aboard. The facility must maintain a maximum one hex range from amedium populated inhabited planet due to power transfer and maintenance needs. Every month this facility uses 150MCr of power from said planet. This FTL system provides total and instantaneous one-way communications coverage of the system it's deployed in. The hull must be built as a space station and a boat bay added for maintenance but no Q, H, or Lh is required. Additionaly: At HT 12 radiation shieldng is possible and the GCS may be installed and used on any unit with a Core Tap. 30,000 to develop. 
Kinetic Sat, 2nd Generation(BsK2): Developed by the Kess during the Hynarian War, these sats helped defend many planets against the Hynarians incessant, and minor, attacks. Stats are as any other Battlesat, 3 shots as Ks, full range and damage. Cost 50MCr, 20csp, dev cost: 8,000. TL6.
Laser, Rapid-Fire(La): The ability to “pulse” energy from its fusion room and micronization techniques allows the old-style laser a new life on board Pact warships. This laser system is two hull spaces in size, costs 75MCr, dev cost 10,000, and cannot be developed unless the L system is first. The La system also has an ability to target fighters much better than the previous L system(+2). TL6.

Magazine, Improved(Mgi): Developed by the Vestrii, the Mgi is a major advancement over a standard Magazine. Extra cost is in superior munitions-handling system, interconnectivity, and fast-access reloading port; designed to interface with small craft, or CPOD, when invented. All Mgi in a single chain may shuffle ammunition freely among themselves, but may be dumped individually.(Permitting loss of ONLY the -AM munitions, for example). TL6. 2,500 to develop, 1 space, cost 20. Holds 200 csp of ammo.
Missile Cargo Pod(CPod): Invented by the Vestrii in their war against the Kess, the CPod was one of the newest developments in a devastating war that lasted centuries. You can put the entire Mg's basic load(for your Empire) in a special cargo container. It's bulky and not very space efficient but you can install a special @, those mechanical links from AD, over the hull access ports to the Mg, leaving room for a way to transfer missiles from the Cargo Pod to the magazine while the DF is activated(and the ship is running away!). And once the Pod is empty, or you need to get rid of it, you activate the explosive bolts/reaction jets/or whatever, and jettison the Cargo Pod. Think of it as "Speed Loaders" for starships. Fleet colliers transfer a magazine load in "one action" to the other ship and they take the time necessary to move the cargo from Pod to magazine...one missile at a time. These Pods are transferred between ships via tractor beams(usually micro-tractor beams) by specialized fleet colliers. These Pods can pass through a DF like a fighter does, with no damage. The Pod is 300csp in size, 5MCr, TL6.  Dev cost: 1,000
Parallel Processors(PP): This massive computer requires 50 hull spaces and costs 5,000 MCr each. It increases technological research and development by 20%. Only one PP is needed for the bonus and must be mounted in a PDC or SS. 5000 to develop. 
Phased Array Radar(PhR): Invented by the Spidraxians, this system allows +1 to hit for point defense(only works vs missiles, not fighters, except in kamikaze mode). These are ‘fins’, mounted on the outside of a ship and are easily destroyed(before armor). One PhR per every five hull spaces and replaces one XO rack. One per D system required. Each PhR costs 15MCr, 2,000 dev, and TL6. 
Plasma Sat(BsP): The "Revolution in Military Affairs" also(unfortunately) spread to the Arachnid Omnivoracity, who built the first BsP when Home Hive V came under attack by the Thennanin race, who had the audacity to survive attack after continual attack by the bug hordes. BsP are 65 MCr, take up 50 csp, are TL6, and cost 6,000 MCr to develop. Note F: BsP fires a total of three times, once per turn, for three turns before needing recharging.
Pocket Battleships(PBB): Another invention of the creative Binarian Collective, Pocket Battleships proved very effective in the Binars battles with the Tchork race. Here are the stats for the PBB:
TL: 6
Dev Cost: 7,500
Cost/HS: 8.0
TM: 3
Max Speed: 6/4
Engines/Mpt: 3.0
Hs range: 81-90 
Point Defense, Laser Cluster(Pd1): Invented by the Oon race during their conflict with the Arachnids, the Pd1 system was a breakthrough for the Oon. The Pd1 is optimized to defend against missiles only (since the Arachnids did not use fighters). They can also do one point of laser damage up to 3/4 LS range to enemy warships. 35MCr, 1 HS TL6, 2,000 dev. They engage as D but with a +1 to hit(three shots only). To-hit can be further improved by adding PhR and Pd1 can target mines.
Point Defense, Missile Cluster(Pd2): Also invented by the Oon when the Arachnids started employing small craft in huge numbers, the Pd2 system uses the Di chart vs small craft, but adds +1 to the kill number(three shots only). Pd2 cannot target missiles. 35MCr, 1 hull space, TL6, 2,000 dev.
Recon Drone (RD): as in normal Game, but TL6
Reverse Thrusters(Ir): A radical innovation built first by the Draka race, this system allows a ship to move backwards at half speed. One reverse thruster must be built into each engine room for this system to work. You cannot use tuners or de tune with reverse thrust n action. ½ hs, 15MCr each, TL6. Noted as (IIIr). Dev cost: 4,000
SCAAM Shell Projectors(SCAAM): Developed during the devastating Pitar System War, this military system destroyed hundreds of Pitar warships during the two-year war. SCAAM is short for Single Catastrophic Anti-Armor Missile and is actually a energized 'shell' that is attracted to the DF of a warship. These shells home in on a DF, passes thru shields doing damage directly to armor! Fairly long range(same as Sun Gun). One point of damage each, they cannot be shot down by PD. SCAAM Projector is 2 hs in size. Must be located adjacent to a Mg or Mgm. 35MCr, TL6, dev cost: 12,000.
Sensors, Improved Military(Xri): A generational improvement first deployed by the Draka, this system is as effective as Xr, but taking up fewer hull spaces. One hull space in size,  30MCr, TL6. Dev cost: 4,500.
Torpedo-Class B(To:B): The devastating war with the Goog spread from the Sime/Gen homeworld into the Basmoli commonwealth, sparking a major war. The Class B torpedo is a armored torpedo made of composite armor and has a fusion warhead, it is -2 to be hit(vs D, no effect vs Dc). Class-B torpedoes are 1 MCr each, 4,000 dev. 2.5 csp, TL6. Two points damage.

Torpedo-Class C(To:C): The Class C torpedo has a ADM warhead and it fires every two rounds because it is so large. 20% chance of doing engine damage after hitting an enemy ship. Dev 4,000 and 1 MCr cost each. 2.5 csp, TL6

Vertical Launch System, Small(VLSa): A containerized missile launch system with limited firing capabilities, the VLS was a radical innovation which was developed by the PSU Navy during the Armageddon War. The VLSa can only fire standard missiles, at a rate of 12 SM per round. Unfortunately this rate of fire can only be sustained for five turns before the missile cells are exhausted. Reloading takes 5 turns. The VLSa is eight hull spaces in size and is primarily designed for small ships like destroyers, enabling them to pack a substantial(but limited) punch. The VLSa is TL6, cost 80, dev cost: 16,000. 
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TL7
Autocannon, Third Generation(Ak3): A upgraded version of the Ak2, the Ak3 costs 40MCr, takes up one hull space, and is available at TL7. To-hit is 5 4 3 2 1 1(two shots). 2000 to develop. 
Battle Raft, 1st Generation(brf1): Developed as a planetary landing craft and ground support unit, Battle Rafts can hold 200 bombs or 2 airdroppable PCFs. Battle rafts have 6 fXO mounts, cost 50 MCr each, and moves at speed 8. TL 7 and 4,000 to develop. Special traits: can ram like bst, 4 bbp in size(warp capable). 
Combat Information Center, Improved(CiC1): Invented by the brilliant Draka race, the CiC1 merges Hc and CiC into one smoothly functioning entity. The CIC does NOT affect weapons fire, its purpose, when integrated with a CiC allows the admiral/fleet captain to better deploy, operate, and communicate with his fleet through the use of a holographic environment. This gives a +2 to initiative, if hit there is a 25% chance the admiral was killed inside, 2 hs, cost 100MCr.  TL7, dev cost: 6,000.
Damage Control Room Two(DCC2): Not to be outwitted by their Rishatha allies, the Kittani built the more advanced DCC late in the war, and fielded it on all their Alpha-Synth Battleships. The DCC2 repairs one system every 5 turns, TL7, two hull spaces, 7,000 to develop. 45 MCr each.
Energybeam Spinal Mount(E-SpM): Developed by the Ophuichi Navy when they were attacked by the Thebans in late 2370, this weapon ultimately crushed the agressive attacks by the Thebans. Cost is 162, 12 hull spaces, TL7, dev cost = 14,000. 
Engines, Advanced Commercial (Ixc): Major engine innovation at TL 7, Ixc cost 10MCr each, take up 2 hull spaces, and can be developed for 1,200MCr. Adds +1 to both tactical AND strategic speeds
Fighter Hanger(Vh): A modified hold, the Vh may not launch or land fighters; it is simply a hanger where combat ready fighters may be held and prepped. Each Vh takes up 1 hull space, costs 10MCr, and can hold 2 fighters. Develloped with Vl
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
Fighter Launch System(Vl): A limited launch system, the Vl may launch or land fighters at the rate of one per impulse(may not do both simultaneously). The Vl may launch any fighter stored in a Vh if that Vh is in the same chain as a Vl. VhVhVhVhVhVlQVh for example, in this chain the Vl may launch any fighter in the first 5 Vh's but not from the last Vh. A Vl takes up one hull space, and costs 10MCr. 1500 to develop. 
Forcebeam, Rapid-Fire(Fa): An advanced version of the forcebeam, the Fa fires twice per round, bring new life to this old energy weapon. “Batteries” are compatible with Fa, decreasing their size by one hull space when used together. Cost 100, size 4 hull spaces, dev cost 12,500, TL 8.
Graser Spinal Mount(Gr-SpM): First developed by the Luren Empire in their endless wars against the Shern, the Gr-SpM proved somewhat effective against the massive Berserker assault against their Empire. Cost is 144, 18 hull spaces, TL7, dev cost = 16,000. 
Gunboat, Prototype(GB0): A smaller version of the Gunboat, a GB0 is 3 bbp in size, has 8 fXO racks, has Dx1, is warp capable, moves at speed 9, and costs 80MCr. It can also double as an assault ship (twice the capacity of a assault shuttle). GB0 cannot be mounted on XO. Available at TL7. 8000 to develop. Cannot be held in boat bays of fighter bays of any type. 
Impulse Engines(im): A basic stealth system, these stealthy engines let a small ships sneak up on an opposing force(one im for every 10hs). 1/2 tactical speed, cannot detect said ship until 60 tac hexes away. DSB and RDs cannot detect these ships until they are 30 tact hexes away, X cannot detect these units until they are 10 tac hexes away. Each impulse engine costs 50MCr each. Only CL or smaller can utilize these stealthy engines. ½ Hs, 1500 dev
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
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. 
Landing Bay(LB*): The increased need for PCF mobility was highlighted during the Seventh Interregional Conflict. The desperate need to emplace large garrisons on distant worlds stretched the Rishatha Imperial Navy far beyond its capabilities. A paradigm shift in strategic lift was needed, and the Rish Admiralty came up with a radical idea: the Landing Bay. The Landing Bay(LB) is an extremely large area on board a ship in which troops and their equipment are stored. The rapid ability to roll-on and roll-off, coupled with the capability to efficiently store twice as many PCFs as normal, revolutionized troopship design within the Imperial Navy. Rish Landing Bay-equipped vessels can land on the surface of a planet, at nearly any location, giving PCFs tremendous mobility.  LBs must be at least 25 hull spaces in size, cost 3 MCr per hull space, and is 4,000 MCr to develop. TL7. 
Life Support, Improved(Lh2): Can support 8 Q systems
Light Assault Craft, 2nd Generation(LAC2): Many races failed to develop the gunboat but most engineers came up with a similar system: the short-ranged LAC. The development of the LAC2 was a crash priority for the Inheritors of the Last Command during their stupendous battles with the alien Goog race. The initial battle in the AH008 system was almost completely one-sided as 30 Goog monitors pushed their way into the system by brute force, and only the planet-based LAC2 were capable of sustained strikes against the ponderous Goog warships. 80MCr, 8 fXO, Speed 10, 3 bbp, TL7. Dev: 6,000. -2 to be hit.

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. 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. 
Minefield, Small Craft(MAS): First deployed by he Draka race, these mines destroyed hundereds of Goog small craft and LACs as the Draka expanded thruoghout former Corillian space. These are small mines that can attack small craft, and can be layered with regular mines. They lose 1/2 pattern for every full minefield pattern fired(fratricide). They help cut back on pesky pinnances sneaking away(and LACs and fighters and cutters and such). They attack in the same way regular mines do(4 mines per small craft) and fighter point defense defends just like regular D(gives them more of a chance to survive). Cost: 20 per pattern, TL7, dev cost: 5,000. Courtesy of Kencyr.
Minelayer System, Large (MiL): This large engineering system was created by the Hawvin race to emplace large patterns of mines quickly. Size: 12 hs, can lay 5 patterns of mines a turn, holds 50 patterns of mines, costs 80MCr. Holds 200 pats of micronized mines. TL7 and 8,000 dev. 
Missile Launcher, Improved Capital (Rci): The Thranx Unity League’s last desperate attempt at missile superiority, the Rci was developed too late to save the critical Longtunnel System, which fell to the successful Rishatha advance, who proceeded to annihilate every living Thranx on the planet. 6hs, 70MCr, 12,000 dev. Effects: fires twice per turn.
Multipurpose Drones: See secondary paper. 
Power Capacitors(Cp):  Fighting between the Draka Dominion and the Rishatha Imperium degraded into vicious system-by-system fighting, with hundreds of  capital ships being destroyed by the fast-firing Plasma Guns of the Dominion Navy. This was only made possible by the inventiveness of the Draka, who developed the Power Capacitor early in their conflicts with the Arachinds. A engineering system that allows continual use of the Pg, the Cp is 5hs in size, costs 75MCr, and can help the Pg's of a warship fire in the following manner(T1 fire, T2 fire, T3 recharge, T4 fire). Also known as the 'Battery", this system must be placed in front of the first engine room and explodes when damaged, doing 15 points of damage. TL7, dev cost: 9,000. Courtesy of Kencyr

Recon Drone Bay One(RDB1): Developed by the Rishatha Imperium during the 6th Interregional Conflict, the RDB allowed the Rish substantial tactical flexibility as Recon drones extend the scanner range of a warship. The newly developed RDs would only fit on an XO rack(four of them), until a Rish engineering team devised the Recon Drone Bay. The RDB1 can hold 4 RD1s. Available at TL7, the RDB1 is 2hs in size, costs 15MCr, and costs 3,000MCr to develop. 
Sandcaster, Second Generation (Cs2): For each Cs2 onboard a unit, 3 points of laser damage is ignored, the next 3 points of laser damage are halved(FRD). Any additional laser damage is applied normally. The dispensers are assumed to have enough ammo for continuos firing during any engagement(like D). 65MCr each, two hull spaces in size, 4,000 MCr to dev. 
Singlebeams(Sb): The decision by the insectoid Thranx to develop forcebeam-like singlebeams and their subsequent use on smaller warships(especially the older DD platforms) resulted in an excellent anti-fighter platform. The rapid-swivel mounts devastated Rish fighter groups and also seriously damaged lead ships of the Rishatha screen. Two hull spaces each, TL7, 35MCr, 5,000 to develop. Two points of forcebeam damage and can target fighters at +2. Only a limited number can be mounted on a warship(3x’s turn mode). 
Torpedo-Class D(To:D): A better development in torpedoes, the Class D torpedo is a stealthy torpedo with an fusion warhead, and  is -2 to be hit vs D systems. Class-D torpedoes are 1.5 MCr each, 6,000 dev, 2.5 csp each. TL7. Two points damage. 

TL8
Antimatter Power Plants(Ampl): Due to the increasing power needs of a high tech society and the decreasing power returns from TK, the necessity of Antimatter Power Plants was realized by the Lehiroh race. Ampl have a very high energy signature and are easily seen from orbit(up to five tacHexes away!). Ampl replaces TK and are needed to power the Laser Transport System. 100hs, TL8, 10% to GPV. Development cost:  8,000
Armor, Primary (Ap): Developed by the inventive Binarian Collective, primary armor and bulkheads are designed to protect components from primary beams of all current(and future) generations. They only protect components to their immediate right. Ap is TL8, costs 60MCr, and takes up one hull space. Development cost is 15,000MCr. 
Assault Transport, Small (tas1): Designed to transport ground troops, the tas1 costs 50MCr, is 8 bbp in size, and can be launched from Flight Decks and Boat Bays. 
Autocannon, Micro(Akm): 1/2 Hs, 20Mcr, operates as Ak3, 3000 dev
Battlesteel(Aa): Developed by the inquisitive Hudlar race, this fantastically strong Battlesteel armor can only be developed on ST worlds in the crushing depths of a ‘deep atmosphere’ and the strange minerals within this type of planet’s atmosphere.  These worlds’ must be of HI 5 or higher. One hull space of Aa equals five point of armor. TL8, costs 5 MCr, 10,000 MCr dev. 
Bulkheads, Primary (Bp): Costs 60MCr, takes up one hull space, and is developed with Ap.
Drop Bay(DB): A very large and highly modified boat bay, each Drop Bay takes up 12 hull spaces and costs 200MCr. Drop Bays fire modified SLEDs(Drop Capsules), decoys, and chaff to cover the assaulting troops. Each Drop Bay holds 72 Drop Capsules and can reload/fire an additional payload of DcP after 2 turns(as long as you have the hold spaces!). A TL 8 system. 8000 to develop. 
Drop Capsules(DcP): A relatively quick, safe, and easy way to get PCFs onto an enemy planet, drop capsules are fired from modified boat bays. Equipped with chaff, EW, drones, and ablative armor, a drop capsule has a -5 to be hit and even if it is, it must be struck twice to be destroyed. Each drop capsule holds 1/6 a PCF, takes up 50csp, and costs 5 MCr each. A TL 8 system. Drop capsules have a ten hex range and can deploy troops onto an enemy planet even if there are active PDCs still operating on the planet's surface. These are light forces only and must have their equipment dropped in to support them. 5000 to develop. 
Electronic Warfare Pods(EW Pod): This is a high tech eight system. A EW Pod simulates the emission signature of a warship. Each Pod has a 12 hour endurance and costs 90MCr. EW Pods may be fired from six XO Racks or can be left on station with a controlling ship, space station, or base(60csp). Enemy ships cannot tell if the EW Pod is a Pod until the enemy ship is within 20 tactical hexes. TL8. 12000 to develop.
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
Fighter Gun, Advanced(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.
Forcebeam, Rapid-Fire(Fa): An advanced version of the forcebeam, the Fa fires twice per round, bring new life to this old energy weapon. “Batteries” are compatible with Fa, decreasing their size by one hull space when used together. Cost 100, size 4 hull spaces, dev cost 12,500, TL 8. 

Fusion Room Two(Fur2): An advanced engineering system, the Fur2 is 2 hs in size, costs 60MCr, and allows for a -1hs drop for energy weapons(only, no plasma guns). Fur2 has no effect on the La system. Causes only 40 pts of damage when exploding, 4,000 to develope. Singlebeams, depolarizer, FcB, La, and Lp cannot be used in conjunction with Fusion Room Two.
Graser, Capital (Grc): Capital Version of the Graser, 7 HS in size. 95 MCr, 10,000 to dev.
Heavy Standard Missiles(HSM) and Heavy Capital Missiles(HCM): Can only be fired from Missile Pods, Wc, 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!
Hetlaser, Spinal Mount(HET-SpM): A powerful laser weapon, the hetlaser was the TFN's primary beam weapon, and continued to be so in all of its wars. Cost is 252, 18 hull spaces, TL8, dev cost = 24,000. 
Hetlaser, Small(HETs): Cost is 84, 5hs, dev cost: 12,500
Hetlaser, Heavy(HETh): Cost is 140, 8hs, dev cost: 12,500
Laser Control System(Lc): A rapid-response computer system that allows a ships’ weapons and point defense to shoot at ramming ships and small craft. All D* (not Dc* or Dk*), HET* or Gr*,  and L(L,Ls,La) fire (but not *(H), *-SpM, Dec/Lx) may fire up to 3 times at any unit (ship, small craft, GB, LAC fighter or bomber) that attempts to ram. Additionally it also reduces the penalty for opportinity fire to ½ (FRD) per impulse in which a unit attempt to ram the mounting ship. (i.e. first impulse - no penalty, second inpulse no penalty, 3rd impulse -1, 4th; -1, 5th; -2 etc). All weapons not controlled by Lc may fire normally against rammers. This system is TL8, costs 10 MCr, and 2,000 to dev. 
Laser Transport System(LTS): This is a transportation system based on lasers and an upgrade from the GTS system. Needs antimatter plants. Increase in GPV, by 15%. The general increase in TL makes the GTS out of date, thus LTS created! FAST! TL8, 500hs, 800 MCr. 
Minefield, Advanced (MA): Built for increased effectiveness, the Draka invented these new minefields, and just in time too, for the Goog juggernaut was headed their way. These minefields have advanced penaids and defenses and are -1 to be hit. They are also +1 to strike. Dev cost: 8,000. TL 8, cost 25 per pattern.
Missile Pod Dispenser(MpD): The Missile Pod Dispenser is designed to allow for rapid unloading  and dispensement of missile pods.  Each Mp1 deploys a pod, regardless  of type, once every other turn.  Each pod is dispensed out a ship's rear  and the ship's shields have to be dropped, and the drive field is detuned. (TL 8, 10 cost, 1 space, 10,000 development cost, holds 8 pods).
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. Each MpS1  holds six SM missiles. Missile pods of all types can't be towed through warp points and are deployed from the cargo bay or pod dispenser.  Since missile pods are outside a ship's drive field-they can be targeted by fighter and gunboat weapons-one hit 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). 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 carriers too many pods. (TL 8, 15 cost, 15,000 development cost, no spaces/20 csp)
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)
Molycirc Computers(Mc): This computer requires one hull space and costs 60 MCr. It provides a +2 to hit any enemy  units and cannot be combined with Mi or 2Mi(they replace this system if installed). Mc operate as Mi vs fighters and small craft (i.e. their to hit bonus is halved with FRU).  Like Hc, Mc provides +2 to hit any enemy unit, but only controls offensive weapons (i.e. L, W, Rc, etc not D, Dk, Ak etc.), TL8, 8,000 to develop. 
Quarters, Improved Small Crew (Qsi, TL8): Can support 30 hull spaces. can only be double overloaded, and counts as a regular Qs for transporting PCFs. 20 MCr, 1 hs, 1,000 dev.
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.
REI Improvement Plant, 2nd Generation(RPlant2): Similar to plant one except cost is 2,500 MCr, 30,000 MCr to develop, and TL8. Adds +0.02 to planetary REI every turn. 
Shield Regeneration Technology: The invention of the Cpu, and it's subsequent deployment on most standard warships, brought about a revolution in the computer industry, as defense firms and military think tanks fought for lucrative contracts. Battle damage software was only the beginning and the improvisation of new combat computer prorgrams made the field of battle even more lethal. Cpu software upgrade. Regenerates regardless of incoming fire. 
CODE             REGEN          COST              TL
#                      5 turns              50MCr             TL8
*                      3 turns              60MCr             TL10
^                      1 turn               70MCr             TL12
NOT cumulative(ie, 2 Cpu's running 2 programs repairing 2 pts of shields per tirn is NOT allowed).
Shuttle, Heavy Assault (has): Automated, 50MCr, can be held on XO Racks(1 has per XO), can drop 400csp of combat equipment for PCFs into a live-fire zone. TL 8. 2 bbp. 1000 to develop.
Sensors, Small Military (Xrm): 1/2 Hs, 60Mcr, operates as Xr, 2000 dev
Torpedo-Class E(To:E): A devastating new torpedo, the Class-E Torpedo has a Hetlaser Missile Bus, which delivers a destructive pulse of hetlaser energy at close range(detonates when it gets within 5 TH of an enemy ship). This warhead does as much damage as a standard hetlaser mount. Cost is 2.5MCr, development is 12,000. TL8. Size is 2.5 csp. Five points laser damage. 
Torpedo-Class F(To:F): One of the most destructive torpedoes ever developed, the Class P torpedo has a plasma warhead that does five points of damage. Class-F torpedoes are 2MCr, 2.5 csp, 12,000 dev, TL8. 

Tractor Beam, Micro(Tm): This system is designated Tm and cost 20MCr. ½ Hs. Max 1 tac hex, 800 dev
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. 
Vertical Launch System, Medium(VLSb):  A larger and more capable missile launch system, the VLSb was developed by human technicians at the outbreak of the Armageddon War, enabling the PSU to maintain border stability in the face of unstoppable Hre'Daak ships. The VLSb can fire both capital and standard missiles, for a respectable eight turns. The VLSb can fire 12 CM or 18 SM per round and is designed primarily for medium combatants like the battlecruiser. The VLSb is 15hs in size, TL8, cost 100, dev cost: 18,000. Reload in two turns
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TL9
ADM Bay[ADBAY]: Widespread conflict with the Holot Empire forced the Pact Navy into development areas not normally associated with conservative shipbuilding, one result being the ADM Bay. Actually called a ‘battery’, this system is a missile bay that holds six ADM missiles. ADM usually cannot be fired from any shipboard launcher but Pact ADMs have been downsized, and the large bay(eight hull spaces) allows the Pact to conduct devastating anti-engine strikes from lowly destroyers! Looks like this [ADBAY].  Eight hull spaces in size, 50MCr(+ missiles), 2,000 to develop. TL9

Anti-Fighter Submunition(AFSW): The AFSW is a set of modified "Dc" counter missiles, each designed to engage fighters. When fired, each submunition in a missile attacks fighters in a single tactical hex like a Dc at range one. Only one submunition can engage each fighter/gunboat. HAWK, HARM, and AMP1/2 can be mounted but no other system can be. Missiles can carry a certain number of submunitions:

BM      2

SM      2

PM      3

CM      4

SBM    4

HBM   5

Missile cost x3, 10,000 to develop. TL9. John Souza's tech

Batteries[weapons]: In the past, a warships weapons were evenly spaces throughout a vessel to minimize battle damage and sustain combat for as long as possible, however the Pact Navy has found a way to maximize firepower and maintain survivability. The result was the so-called “battery”. Developed less than six months ago, the Pact Navy first fielded the ‘battery’ on destroyers equipped with scaled down anti-drive missiles, creating in a lethal weapons platform. Batteries are powerful clusters of weapons located side by side and using joint energy systems and targeting sensors, resulting in a decrease in weapon size(-1 hs). Batteries can only mount four weapons(or less) per battery and look like this [L L L L]. Batteries cost nothing extra to mount. Dev cost: 9,000. TL9

Battlescreens,  Advanced(Sc1): Development of ‘hard screen technology’ by the militant Horune race challenged the Rishatha Imperium in developing countermeasures to this unique shield system. 3 hs = 10 pts of screen. Once overwhelmed, it stays down for 20 tactical turns. The difference between a ‘hard screen’ and regular shields is screens must be overwhelmed in one salvo, or it does no damage. Also, when a ‘hard screen’ is ‘up’, you cannot fire out through it. Sc1 costs 180 MCr per 3hs system. Development costs 20,000 MCr. Sc do not work against P or Hyper Missiles. Important note: Shields cannot be up when screens are up. The P system CAN shoot out of Screened warships. A ship with Screens up CANNOT launch or recover fighters, bombers, or other small craft. Point defense also CANNOT fire out. Screens can be combined, but above 100hs they become unstable. 1 Sc per 30 hull space of ship. Two Sc per hull space of SS, Base, or AF. TL9
Clamps, Ship(CL): A multiple-tech system, the advanced Mondoshawan warships needed a docking and latching system for all three parts of the Multi-Vector Attack ships, and they developed Clamps as a result. ½ hs, 5MCr each, TL9, dev cost: 1,000

Cloaking Device(?3c): The introduction of the ?3c was a rude shock to the Hivers, who were battling the Vor Dominion over Badr beta, a massive Omega world in the Ilelish Sector. A limited form of ?3 that only allows Cloaking Mode(MODE 3). All other rules are as Mode 3 ECM3. A unit may mount "?" and/or "?2" and still use Cloaking Device. It is the same TL as ECM2 and is unable to operate in deception mode, jamming, or ECM benefits. 150MCr, 3hs, TL9. Dev cost: 8,000.
Courier Drone, Second Generation (CD2): Can program speed changes(by StMP) and has evade mode that removes the +1 on fighter chart at the cost of doubling the endurance used. Cost: None (s ame as CD autorefill), uses 16csp, development Cost: 1200
Speed 16         3 StMP(12 systems)
Speed 12         6 StMP(18 systems)
Speed 8           12 StMP(24 systems)
Cybernetic Interface(CI4): A fantastic product of pressurized R&D within the Pact Navy, the CI4 system is a computer system light-years ahead of any other foreign power in Known Space. Mainly a software system with virtual retinal display headsets, the CI4 system has the following abilities: 

A: +1 to damage control roles and +1 to hit mines(all types). 

B: +1 to strike in beam combat and +1 to shoot down plasma gunfire.

C: +1 to all point defense systems and +10% to alien commo roles.

Cost: 150MCr, dev cost: 20,000. TL9. Zero hull spaces. Only the Luren have been able to invent this technology. 

Datalink,  Advanced (Z+): Allows remote control of a small ship or satellites(5hs or smaller), including Orbital Battle Platforms. Up to 12 units can be datalinked. Z+ costs 50MCr, takes no hull spaces, and is TL9. 6000 to develop. 
Electronic Warfare Bay, Anti-Fighter (EWBf): The shocking loss of the vital Shonoisho System forced the Hiver Federation to develop the EWBf against their Draka foes. A 50-ton drone that fires from inside the ship and held near the ship via micronized tractor beam(built into the EWBf system itself). Makes all fighter weapons -1 to hit,  ½ hull space, TL9. Cost: 40 MCr. 
Engines, Low Emission (Ie): A mixture of Stealth Tuners and Impulse Engines, these unique engines propel warships at a much faster rate than standard engines and have in-built stealth systems, enabling a ship equipped with these engines to only be detected at short ranges(1 system hex). +1 to standard speeds. 1 hull space in size, 20MCr per engine. Compatible with Fusion Rooms. Dev cost: 8,000. TL9

Fighter Cargo Handling System(CHSf): Development of the V made all previous fighter launch systems outdated, but Admiral Streamside Terror(the Grizzelan) invented the rapid weapon rearming system know as CHSf. This system must be placed next to FD, between the magazine and the flight deck. Rapid weapon rearming for fighters on the FD(same reload time as V). TL9. ½ hull space. Need one per 24 FD. 
Fighter Close Assault Missile, Antimatter (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 Launch System, Hydraulic(Vli): The Mandrast Empire fielded the first hydraulic fighter system immediately after coming into contact with Species 8472, which was undoubtedly one of the most unusual organic lifeforms ever encountered. Fighting quickly broke out and the expensive Vli system saw extensive use in the Norcadian Campaigns. The Vli is an automatic hydraulic ram system that fires fighters from a specially constructed fighter bay. This system allows fighters to be launched the same turn as they transit a WP. Fighters launched like this cannot fire or turn, and only get half their movement speed. Also, when manually released like this, a certain number of fighters are automatically destroyed(15%) as they are dumped into space. Fighter losses DECREASE by 5% for each TL above TL9. One hull space. Vli costs 20 MCr  and are TL9. Dev cost: 5,000 MCr.
Fighter Rocket 2(fR2): Invented by the Vestrii race, this rocket has laser guidance and POWERFUL short-ranged seeking systems. Damage as fR, and -AM/-AAM versions available at the same TLs. Is not penalized in ANY way at range 0 by ECM or EWBf. Half penalty(FRU) at range 1. 1 fXO point, .25 csp, 2MCr each, 1,500 to develop. TL9.

Forcebeam, Capital Spinal Mount(Fc-SpM): A powerful upgrade in firepower, the Fc-SpM was first used in combat in Hynaria against the gas giant mining stations. The Nofti Navy decimated the Hynarians production base, forcing their ultimate surrender. Cost is 288, 18 hull spaces, TL9, dev cost = 16,000. 

Forcebeam, Small Capital(Fcs): Cost is 90, 5hs, dev cost: 8,000
Forcebeam, Heavy Capital(Fch): Cost is 150, 8hs, dev cost: 8,000
Graser, Capital Spinal Mount(Grc-SpM): A powerful upgrade that were mounted on Luren Bonegrinder-class superdreadnoughts, this long ranged beam weapon damaged many small Berserker warships in the field, but couldn't hold back the deadly onslught. Cost is 216, 21 hull spaces, TL9, dev cost = 12,000. 
Graser, Small Capital(Grcs): Cost is 114, 7hs, dev cost: 8,000
Graser, Heavy Capital(Grch): Cost is 190, 9hs, dev cost: 8,000
Gunboat Bay-1st Generation(GBb1): Devastating strikes by Goog monitors wiped away heavily defended positions in the Oon Home System, crippling the Inheiritors ability to defeat the Goog, until they developed the GBb. This is a new type of bay, where a Gunboat is docked semi-internally. For every 5 hull spaces, one GBb can be built. Reload time is 75% normal. Two hull spaces in size, 10 MCr, TL9. Dev cost: 12,000.
Gun/Missile Launcher, Capital (Wc): Same as TL11 system, just lower TL. 
Jump Carrier Shell(JcS): An expendable shell designed to get assault ships through a warp point without an expensive, and vulnerable, jump carrier, the JcS costs ½ hull space of the ship it will carry + the cost of the Jc engines for each movement point. Any number of engines may be bought up to the maximum Jc speed for the hull to be carried. Jump carrier shells may only be used with ships of the exact size they are built to carry(ie a JcS built to hold a 60hs CA would not work on a 50hs CA). The shell requires that all engines on the ship itself be turned off but all weapons and defenses perform as if mounted on a standard Jc-equipped unit. After the fire phase of any turn, the shell may be shed(blown off) and at this point is considered destroyed. Note that the ships internal drives must be activated by standard procedures. A ship with a Jc shell transits in all ways as a Jc ship. The shell itself does not add to the size for WP transit, however it's TM is increased by one. All damage done to a ship with a shell(inside shields) will be applied to the shell until it is destroyed. It takes 2x as many hits to destroy the shell as it has Jc systems. If it is destroyed, threat the vessel as a DF down unit. Primary beams ignore the shell, unless in precision mode, in which case it's up to the firer. Needle beams may target the ship or shell. Works with J/Jc engines(not "I"). TL9. Cost is ½ hull cost + Jc cost. Space(for shipping) 2x Jc spaces. Dev cost: 12,000 MCr.  Michael Sauer's idea!

Kinetic Cannon(Kn): A large planetary weapon, Kcannon are a K weapon, but upsized to use in planetary atmosphere. They are the only K-series weapons system available in this game. Although the Pact has never built PDCs, heavily populated planets do have dozens of  Kcannon launchers to defend themselves with. It has the same damage as Kc, half the range, and costs 300 per launcher, TL9. Remember, these are grapefruit-sized balls of tungsten traveling at nearly the speed of light, making it impossible for point defense to stop them. They do not need to be mounted in PDC(can be stand alone) and costs 30,000 to develop. 

Laser Ball Turrets(Ld): An important anti-ship and anti-fighter weapons system, Ld is 15 Mcr each, 360 degree fire, 2 hs each, two points of laser damage each. TL9 and 8 hex range. Lc works with Ld against fighters. Dev cost: 8,000. 
Light Assault Craft, 3rd Generation(LAC3): Fighting between the Goog Abhorrence and the Inheritors and their allies continued for years, until the Final Battle of Home III, when the Inheritors of the Last Command finally achieved a breakthrough into the Home III System, massacring the Goog on all four inhabited planets. Use of LAC carriers and sustained strikes against the orbital facilities by LAC3s ensured the Goog population's destruction. 100MCr, 10 fXO, Speed 11, 4 bbp, TL9.  Can mount Xr(small) as AWACs. Dev: 7,000.  -3 to be hit

Laser Strip, Heavy(Lst): A vastly destructive weapons system, the Urbanos Cluster has developed this unique weapons system to counter the large superdreadnought contingent of the Terra Cluster. As usual, all laser weapons fire through shields, doing damage directly to a ships armor. This system is 3 hull spaces in size and does five points of laser damage(uses L range). Lstrips can also be used in anti-fighter fire(five one point bursts per combat turn), TL9. Cost: 80MCr, dev cost: 30,000. 

Long Lance Torpedo(LLT): Equipped with a huge combination antimatter/nuclear warhead, the LLT moves at speed 14, has limited fire control hardwired into it(+2 to hit), and is fired from specially built spinal mounts. It is engaged as a carrier pod. Unlike SBMHAWK, the Long Lance Torpedo is given a specific target by it’s firing unit, not a specific size or type of target. This is a tactical weapon, not a strategic one. LLT’s, once fired, proceed towards their assigned targets following the shortest route possible, at maximum speed. LLT cost 100 MCr each, dev cost is 20,000. Csp is 18, damage is 30. TL9

Maglev FD Upgrade((FD*)): Developed by the Grizzelans, this system allowed the continual use of the Flight Deck, which was threatened with removal by the introduction of the V system. This system is refitted right into the FD itself, launching fighters and other small craft all at once. Shown as ((FD20)). No additional hull spaces. One MCr per fighter held. TL 9. Dev cost: 2,500. 
Meson Gun, First Generation (MG1): A meson gun may only be installed in a PDC that is unmanned. It is like the primary beam, passing through both shields and armor but needs no cooling down period. Meson Guns take up 18 hull spaces and cost 750MCr each. The higher tech version fires twice per tactical turn and has longer range(15 hexes instead of 8). A TL 9 system. Use the beam chart. 15000 to develop. 
Micro-Mine Spreader(MMS):  The MMS system is a small engineering system developed to drop active minefields to the rear of a warship, usually as it is fleeing. Unable to detect these micronized mines, most ships stumble through the antimatter mines, which do one point of damage because of their small size. These mines can also fire on fighters, bombers, and small craft that pass through the pattern. Each MMS holds 24 patterns of micronized mines and fires(as one action) into each of a ship's 3 rear hexes, taking three 'shots' of ammo. (Note: Micronized mines are fully described in QN15 and only last 5 tac turns when fired in this mode). Built for Multi-Vector Attack ships, MMS are 1 hull space in size, cost 45MCr each, and are TL9. Dev cost: 12,000.

Minefield, Anti-Gunboat (MFG): Developed by the Hawvin during their brief conflict with the Chonogua race, the Anti-Gunboat Mine cost 20MCr per pattern, is 25csp in size, and costs 3,000 to develop. TL9. These mines target Gunboats only, at +2. When passing through a MFG, a Gunboat is attacked by a total of five mines each. 
Minefield, X-Ray Laser (XM): A stealthy minefield, detection at two hexes or less using X or Xr. X-Ray Laser Minefields have a three hex range, do two points of laser damage, and cost 25MCr per pattern(100). TL 9. 2000 to develop. 
Mini-Missile Launcher(MML): Built for MVAs, the MML is 3 hull spaces in size and costs 45MCr each. This system holds ten mini-missiles(one point of damage for -AM, two points for -AAM) and reloaded like a Missile Box Launcher(Wb). Mini-missiles are especially hard to shoot down(1-3 only) and each MML can fire 5 missiles per turn. These missiles can also mount anti-small craft warheads(must be stated 10 turns before combat) and additional missile strap-ons. TL9, .1 MCr each, .08 csp in size, dev cost: 15,000.

Missile Box Launcher, Basic(Rb): Operates as per Wb from ISW4, but may not fire sprint mode missiles. Cost 50, 2 hull spaces, dev cost 4,500, TL9. 

Missile Satellite Technology(MST): Hyper-heuristic breakthroughs in computer technology allowed the Horune race to deploy remote fire Missile Satellites at the outbreak of the Eighth Interregional Conflict which was fought by the genocidal Horune race and the Rishatha Imperium. Missile Satellite hulls cost 10 MCr for every hull point (maximum size--5 hull spaces) and  have a small drive field, inherent armor (5 pts), and costs 5 MCr (each!) per month to maintain. Missile Sats are automated(no crew) and when joined together by the new Z+ datalink system (TL9), up to six satellites can be linked together.  A TL9 system. 15000 to develop. 
Multipurpose Drone, 2nd Generation(MD2): Similar to the Theban boarding sled design, the CDD is a large, multipurpose deep space autonomous vehicle, able to deploy satellites, commo buoys, or courier drones. These large drones are able to travel at high speeds for long periods of time and are powered by a micronized fusion core, which is able to generate three times as much power as standard fuel cells. The CDD is WP capable, can detect other ships and launch CDs, and can be used to remotely deploy DSB chains. The Second Generation CDD is able to carry LRMU. The payload section, which can hold up to 3 sats, 25 DSB, or 40 CDs, is located in the front half of the vehicle. CDD is unaffected by high levels of radiation and is well-suited to collect information in inhospitable areas of space. CDD can also remotely deploy satellites to initiate surveys of a worlds. TL9, cost 100MCr, 100csp, dev cost: 8,000.

Multi-Vector Attack Ships(MVAs): The Mondoshawan race developed these warships when contacted by the Draka Dominion, who seemed intent on assimilating all races into their sphere. These fantastically expensive, and capable, warships delivered blow after blow to the Draka fleets, including their phenomenally destructive Gunships, which were based around a unique spinal mount. Multi-Vector Attack ships have automatic datalink with all three parts, and only lose this ability when the last Q or Qs onboard is destroyed. The MVA breaks up into three separate parts, the Command Section, the Assault Section, and the Upper Pod Section. The Command and Assault Section are phenomenally deadly, and the unmanned Upper Pod Section has a devastating ramming ability. All three components can separate nearly instantaneously and during the first turn of a WP assault as well using a modified Vli system. The MVAs needed the following systems to be fully functional:

*Clamps,

*Laminate Armor,

*Neural Interfaces,

*Automatic Datalink, 

*Hydraulic detachment-Vli(emergency and WP assault), 

*Low Emission Engines,

   The multi-vector attack components also needed micronized weaponry to be fully effective, and the following systems were developed just for the MVAs:

*Mini-Missile Launcher,

*Micro-Mine Spreader,

*Ramming Upper Pod, 

   The MVAs are only available to the Mondoshawan, and their allies. Unless otherwise stated, all the systems listed in this section are restricted.

Neural Interfaces(C4I):  Developed by the Draka Dominion, the C4I system provides the following advantages:

1)   They offer a +1 init. (not cumulative with CIC), but are cumulative with CiC1,

2)   They give +2 activation bonus for ships,

3)   They halve the crew requirements for a warship,

4)   They double the effect of training or engagements for improvement purposes,

5)   Because of all the above, the cost is 15% of the ship/base cost.

   This system is TL9, dev cost: 15,000. Developed by Kencyr!

Orbital Battle Platforms(OBP): The OBP is a powerful micro-fort invented by the Rishatha Imperium. Developed after Missile Satellite Technology, each OBP includes armor in the hull construction, giving each platform 5 points of armor. Developed with MST. OBPs have a small drive field, for missile interdiction, costs 5MCr(each!) per month to maintain, and mounts the following systems:
Orbital Battle Platform(OBP) 5HS
Twelve fighter rockets(fired six per round)         
Five points of shields(regenerative)         
Advanced datalink
Four fighter lasers
ECM    
The fighter rockets must be manually reloaded after being fired, thus they can only be all fired once in a battle. The fighter lasers can fire continually. 100MCr. 
Overload Dampener, Improved (Oi): Developed by the advanced Chonogua race, the Oi is 2 hs in size, costs 50MCr each, and is TL9. It can absorb 3 points of E per volley normally or may absorb up to a total of 12 points and burn out at the end of the turn. This system costs 5,000MCr to develop. 
Point Defense, Advanced(Pd3): First developed by the Chonoguans during the Soissons Sector War, the Pd3 system came as a rude shocl to the Arachnids, who were battling it out with three races at the same time. Pd3 may use missile targeting modifiers (-q, -z, hawk, etc.) but not warhead modifiers (AM, LT, etc.). Can be further improved by adding PhR and hawk enhanced Pd3 can engage small craft in a ships blind spot, but with the standard penalty and can not be handed off to another unit. The PD3 is effective vs fighters, missiles, and minefields! TL9, 1hs, 70MCr, 12,000 to develop.
Recon Drone 2 (RD2): as in normal SF, but TL9, not 13
Recon Drone Bay Two(RDB2): Developed by the Rishatha during the disastrous 7th Interregional Conflict with the Arachnid Omnivoracity, the RDB2 can hold 10 RD2s(which are the size of a CD). RD2s help system surveys and are 4csp in size. The RDB2 is 1hs is size, is 20MCr, and costs 6,000 to develop.
Sandcasters, Datalinked(Cs3): Developed by the Draka during the Soissons Sector War, the Cs3 works exactly like standard Cs systems, but can be fired to cover other warships in it's datagroup, but hey must be within 1 tac hex for this system to work. One hull space in size, 70MCr, TL9, 12,000 to dev. Courtesy of Kencyr
Skhval-class Torpedoes(To:S): A very close-in weapons system, the Skhval-class torpedo was used to good effect by the Thranx against the Rishatha fleets that continually battered at the Thranx system defenders. Two hull spaces in size, each Skhval-class torpedo does three points of damage and cannot be shot down by point defense. Developement: 10,000, cost each, 3 MCr for the torpedo, 25 MCr for the launching silo, same range and to-hit as the fR. Reload as XO Racks. A single-shot sprint-mode short-range torpedo. 
Torpedo-Class G(To:G): Developed by the Hudlar during their devastating battles with the Arachnid Omnivoracity, the Class-G torpedo helped the alien Hudlar destroy Home Hive V. This is a antimatter torpedo, but it does a tremendous amount of damage(seven points). Cost is 3.5MCr, development is 14,000 MCr. TL9. Size is 2.5 csp.

Virus Warheads, Type A(-av): First used during the Solarian Campaign, this viral warhead proved effective when used in the field, so much so that it is widely held at Depots across Pact space. Used against rebelling worlds, this agent has no long-tern side effects and has been used against 112 planets since its inception. Incapacitates a planetary population for 3-6 weeks. Immediate effect. 24 missiles needed to cover the planet. Works only on humans, cost(classified), TL9, dev cost: 8,000. 
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TL10
Armorplast(Ab): Developed by the inventive  Gaium race, armorplast is an add-on armor, added to the outside of a warships hull. For every 10 hull spaces, one hull space of armorplast may be added. Adding Ab above and beyond the stated amount is not allowed as it severely disrupts the DF. Bases, SS, and AF can mount Ab but cannot add more than twice a equivalent warships amount of Ab or their field of fire will be severely restricted. Ab is TL10, costs 5MCr, and is like Ac(1/3rd per hull space). Dev is 15,000
Assault Transport, Second Generation Small (tas2): Designed to transport ground troops, the tas1 costs 100MCr, is 10 bbp in size, and can be launched from Flight Decks and Boat Bays. 
Autoloader(Au): Is 2 hs in size and must be mounted between the VLS and a Mg. Autoloader reloads 12 csp per turn (or if committed to a 2 turn reloading cycle 25 HS in 2 turns;  this is to help loading RD, Mines and DSB etc.)- VLS system cannot be used during reloading. Non-autoreloading rate is 12 csp every 5 turns (or 25 csp in 10 turns), also while the VLS does not fire. 15 MCr.  Dev cost is 2,000
Automated Re-Arming: Carriers only, no space, doubles cost of all V. Fighters and other small craft can land, re-arm, and launch in two turns(as opposed to six) thanks to using an assembly line-like process utilizing hundreds of Dionii workers. While in this line, all fighter datalinks are reset to allow for strikegroups. (Dionii only). TL10

Capital Needle Beam(Nc): Researched by the reclusive Chonogua race, the Nc is 6hs in size, costs 80MCr each, and is TL10. The Nc is a needle beam with a range of 15 hexes. It will also do 2 points of damage if fired in non-precision mode(at range 0-5 hexes). Nc costs 8,000MCr to develop.
Carrier Pods(CVP): One of the more unique weapons systems ever fielded by the Pact, Carrier Pods are a slightly modified carrier hull that is towed into combat situations by tugs and allowed to remain outside of enemy range while launching their fighter compliments. Developed only a year ago by the Trantor System Defense Forces, CVP can be any size and have no drive field or engines, thus are stealthy in appearance. While these bases could be localized by their returning flight groups, most enemy forces that run into a system with these kind of defenses usually do not survive them. In combating Dionii, CVP have proved to be especially efficient in eliminating enemy small craft and medium-sized combatants on their own and without ship support. Cost: as per hull size, dev cost: 6,000. TL 10. 

Combat Wasp(wa-a): With the advent of antimatter, the Pact Navy began experimenting with a small, highly maneuverable ram platform that could be deployed away from a task force and possibly work autonomously against enemy forces. The result of this research was the “combat wasp”, a surprisingly fast and easily-controlled XO-mounted small craft that could be deployed in large numbers(one wasp per XO). Heavily-laden with antimatter, combat wasps proved to be a most effective anti-ship weapon, although that are unable to transit a warp point by themselves. Cost: 95MCr, TL10, dev cost 25,000. Damage is 30 points when ramming, autonomous range is 3 system hexes(remote-pilot controlled is only 120 TH). Combat wasp’ endurance is six days and they are re-useable unless they ram. Speed 14, no bonus to ram. The TL12 version is a wa-b and carries advanced antimatter. The TL14 version is wa-c and carries a beam weapon. 

Combat Wasp Bay(WAB): Not happy about having antimatter-filled small craft on the outside of the warship hulls, Pact Admirals quickly developed and deployed the WAB. TL10, cost 50, holds six combat wasps, 2 hull spaces in size, dev cost = 5,000.

Depolarizer(DpO): A unique breakthrough in beam and anti-drive weaponry, the DpO was developed as a small-scale technology demonstration program by the Rishatha during the Imperium’s worst revenue slump and continuing budget cuts in nearly 30 decades. A system seen as critical to the Imperium’s drive to upgrade it’s defense capability following the devastating Horune conflict, the Depolarizer was installed on the newly built Hiammat-class battlemoons and some front-line supermonitors. Each hit destroys one engine(one I), not ROOM!  Fires every other turn, 6 hs in size, 150 MCr, TL10, 15,000 to develop. Max 15 hexes range.
Dreadnought Missile(DM):  SEE SECONDARY PAPER
Electronics Hardening(e): A computer and hardwired system that enables all electronic systems on a warship to be used the same turn as warp point transit. Size is 1 per 50 hull spaces, 100MCr per hull space used, development is 15,000. TL10. 

Electronic Warfare Bay(EWB): Designed by the caterpillar-like Kelgians, the EWB costs 30MCr, is 1 hull space in size, and  holds x3 EW Drones or x5 EDM. Costs 1,500 to develop, TL10. 
Energybeam, Capital Spinal Mount(Ec-SpM): An important leap within Ophuichi weapons development, the Ec-SpM was primarily installed aboard their battlecruisers, but occaisionally the rare battleship sported this weapon. Cost is 360, 18 hull spaces, TL10, dev cost = 20,000. 
Energy Torpedo(Et): Combined with the Grav Lance, Energy Torpedoes are a devastating weapons system. When a ships’ drive field is down, Energy Torpedoes do thirty points of damage. When the DF is up, Et only do two points of regular damage. Energy Torpedoes are very fast, being near light-speed weapons, and are -5 to be ht by point defense.  Et work well vs fighters(same as Di). Same range as Pg, no decrease in damage! Code: Et, TL10, 3hs, cost 50 MCr , dev 20,000 Mcr. To hit vs fighter is as Akm. 
Fighter AABs(fAAB): First invented by the Draka Dominion during their decades-long war with the Rishatha Imperium, Fighter AABs move with the fighter and must be targeted independently by defenders. These are basically mobile fL systems and each fighter may handle three(command fighter can handle six but can't datalink the squadron). Due to pilot restrictions, this system cannot target fighters, bombers, or other small craft; only large targets. Fighter ABBs are stored in fBAY and are launched with fighters and take one turn after launch to 'organize' themselves. For fighters only. At TL10, the fAAB only fires once, like IDEW and self-destruct if their command fighter is destroyed. Cost is 25 MCr each, TL10, dev cost: 15,000. This is Kencyr's idea. At TL12, the fAAB gains additional abilities. If the controlling fighter is destroyed, they seek out the nearest fighter. If none are available they will attempt to ram the nearest enemy ship, doing damage as fR. When attempting to ram, they may be intercepted by D(2 turns and they end attack, move at speed seven  without control). At TL12, they can target small craft!

Fighter AAB Bay(fBAY): Developed by the Draka prior to their first assault into Home Hive II. Built to hold Fighter AABs, this system is one hull space in size and can hold 24 Fighter AABs. Cost is 10MCr(due to the firing mechanisms) and dev cost is 4,000 MCr. TL10.

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(1-6 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 Augmentation Pack(fAP): Also engineered by the Dominion, the fAP is a hard shell add-on to a fighter. It provides a Main Gun with firepower equal to L, with half the range. It also adds the following:

6 AFHAWKs(or equiv)

2 AFHAWKS and 4 fM1(or equiv)

   This system basically mounts three sets of two missiles of choice and provides additional armoring to the fighter(-1 to be hit). The fAP does not slow the speed of a fighter but the fighter is -2 to dogfight with other small craft unless the fAP is ejected(it can be recovered after the fight). This system cannot be combined with fAABs(the targeting/interface hardware is used up by the fAP). The fAP places a heavy load on the fly-by-wire system of a bomber, resulting in a lower speed, by half. They self destruct when ejected. Anti-fighter missiles are normal use-no minus. The fighter is not AC with the fAP attached! Cost is 60 MCR! TL10. Dev cost: 10,000 MCr. This is Kencyr's idea.

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 Mechanical Link(Vm): Several high tech fighters are unique in that they do not have landing gear and do not have weaponry at least in most cases, other than beam armaments. In such cases the fighters are launched and recovered through a mechanical linkage. Since the space required is far less than the size of the fighter it would be a ½ space system at 10MCr. Developement cost=3,000
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
Fusion Room Three(Fur3): The most advanced of all three fusion rooms, the Fur3 is 2 hs in size, and costs 70MCr. The S1 and S2 shield generators cannot operate without Fur3. TL10, 8,000 to develope. All effects are NOT cumulative (ie Fur3 does not function as Fur1 and 2). When it explodes, it does 40 points of damage.
Grav Lance (GL): One of the Galaxy’s most unique, and lethal weapons systems, the introduction of the Grav Lance was a rude, and nearly fatal shock to the Rishatha Imperial Navy. As the Fourth Interregional Conflict broke out between the Thranx Unity League and the Rishatha Imperium, the resolute Thranx admirals found themselves badly outnumbered in every fleet battle with the Imperial Navy. Forced into strategic retreat, the Thranx naval forces were pushed out of several Thranx systems until a radical new weapon reached the Fleet. A very large engineering system, the Grav Lance sets up a negative harmonic within a ships’ Drive Field, which rapidly shuts down half of a ships engines. A hit from a second GL on the same turn will disable the other half of the engines and knock out the drive field. The engines disabled this way remain inoperative until the beginning of the next fire phase. Thus the targeted ship will loose DF protection for one combat phase and movement ability for one movement phase. The devastating introduction of the energy torpedo, a near-light speed weapons system, combined with the Grav Lance allowed the Thranx Navy to withstand Imperial attacks. The inability to operate within 150 tacHexes and the infrequency of the ability to shut down a ships’ engines(10% chance)  prevented the Thranx admirals from regaining lost territory, but stopped the Rish military offensive in it’s tracks. The GL is a one-shot weapons system. Once it is fired, it instantly burns out(due to the interference of it’s own ships drive Field) and must be rebuilt(in essence refitted). This is the main reason why the Thranx never mounted this system in anything larger than a light cruiser. Code: GL, TL10, 15hs, cost 150 MCr, dev 20,000 MCr. Very short range(four tacHexes). 
Gunboat, Second Generation (GB2): During the fierce fighting between the Rishatha Imperium and the Horune Totality, the Rish Warmothers realized a serious deficiency in their close-support echelons of their fleets. A new, more powerful Gunboat was needed to fill the gap between smaller escort ships and fighter groups which traditionally supported these fleets. The Second Generation Gunboat was the result, and went rapidly into service with not only the main Rish fleets but many Rish worlds and allied planets as well. Speed 11, 8 days endurance, No cargo or PCF capability, Fire-Control 3, Dx defense, Ai armor, fXr scanners, 2 int turrents, 6x4 racks, total cost: 140 MCr, 2151 csp(8 bbp).
Gunboat Bay, 2nd Generation(GBb2): Also developed by the Inheiritors, this system is the second generation version of the GBb, and allows the internal carriage of a Gunboat. Reload time is 50%. Three hull spaces in size, 15 MCr, TL10. Dev cost: 14,000.
Gunboat Main Gun (GmN, GmP, GmE, or GmF):  SEE SECONDARY PAPER
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.
Hypermass Generator(HMG): One of the most devastating weapons that the Pact Navy has ever produced, this large and very complex system hurls hypermasses at enemy warships, causing incredible damage. A unique change of the drive field, known only to the Pact Navy, turns the DF into a massive funnel that dumps trillions of tons of local "dark matter" into the generator, concentrating it and firing it, all within milliseconds. The hypermass does not actually have to hit a warship to cause damage, just being in the same hex(or hex path) causes tremendous damage(fifteen internal points and fifteen points of damage directly to armor, with no damage to shields) to any and all ships within the hex row that it is fired in. A Hypermass Generator fires an object(.50 Solar mass) every other round, for five rounds only, destroys small craft easily, and travels at .95c. The DF of a ship cannot compensate for the gravity of the hypermass and thus the ship takes damage even though the hypermass only travels near the ship. Any small craft that are in the same hex as the hypermass are instantly sucked into it and destroyed. The massive physical and energy demands of this system limit it in the following way: a dreadnought can only carry one, superdreadnoughts can only carry two. This weapon is forward facing only(fighter fire arc) and its range is 15 hexes, after which the hypermass instantly dissipates into the quantum realm. Size is fifteen hull spaces, 800MCr, 65,000 to dev, TL10. 

Hyperwave Datalink(Zd): Recently fielded by the newly-formed Trantor Navy, small hyperwave generators are being installed aboard major naval warships in an effort to increase their range and targeting ability. The horrendous cost of a Hyperwave Datalink limits the feasibility of emplacing them on all combat vessels but their outstanding performance in extending datalinks between warships(by 300%) makes them highly desirable by Admirals and ship Captains alike. Zd also allows instantaneous monitoring by Hyperwave Generators(Hd) of the tactical situation of any warship within the same star system as the Hd. Cost 200MCr,  size is 2 hull spaces each, TL10, dev cost 40,000. 

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
Minefield, Micronized(MM): 30 MCr, 1/4th  smaller than traditional mines. Antimatter warhead does damage as a nuclear mine. Due to their small size, micromines are considered to be unretrievable and cannot be inactivated(though they can be controlled by MCS). Once deployed, they remain fully active for ½ a strategic turn. Any attempt to retrieve them will cause them to self destruct. Cost 20MCr per pattern, TL 10, dev 15,000 MCr. 
Minefield Dropper(MiD): Developed by the crab-like Tolat engineers, the Minefield Dropper allows nearly every warship to have inherent minefield capability. The most important feature of this new system is the Micronized Mine: a mine ten times smaller than traditional mines. MM have a small antimatter warhead, which does the same damage as a nuclear mine, but much smaller. MiD are one hull space in size and holds 12 patterns of micronized mines, or three patterns of regular mines. MiD can drop these mines even while the ships DF is up, one pattern per turn. Important note: due to the size of the release mechanism of the MiD, only one MiD can be installed per 10hs(1 per 5hs for carriers, none for non-military freighters). TL10, 30 MCr, 1 hs in size. Dev 10,000 MCr. 
Minefield, Sentinel (MSM): These ‘smart mines’ are very high tech level and can fire on any warship that gets within one tacHex of a smart minefield. They cannot fire on small craft, fighters, or SBMHAWKs and can recognize friendly ships with 100% accuracy(IFF). 60 MCr per pattern(140/pat for AMMF), 10,000 to develop, TL10. NOTE: Reduced effect for all ships transiting WP just like normal MF on top of a closed WP. 
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)
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 (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)
OKM Shield(OKM): The Kittani were the first race to field a impervious static bubble, the OKM Shield, which proved critical in several battles with the genocidal Horune race. This system is 15 hull spaces in size and is an impervious shield: nothing can penetrate in or out of it. Not even sensors can see out of it, and no engine movement is allowed either. The OKM shield can be set to drop at variable time period(you chose!) but can only be set-up and dropped once in a 12 hour time period, TL10, nothing over 500hs, great for bases! 300MCr each! 15,000 to develop.
Radiation Vent Cone(-Itv): Developed by the Oon, these engineering systems enable a vessel to use It’s indefinitely. They are only ½ hull space each but have a serious drawback! They are very dangerous because a lucky energy shot(5% chance) can go internal and do damage(before armor). When hit by a beam weapon and a penetration is rolled, all of that beam’s damage goes internal. This hit completely destroys the vent cone, and is unable to be shot through again. Damage is from left to right, starting with the vent cone hit. N and P cannot shoot through the vent! A It with a Radiation Vent Cone would look like this(-Itv). 20MCr each, one for each -It, TL10, 5,000 to develop. 
Ramming Pod(RPod): The most lethal weapon system developed by the Goog Abhorrence, the remote-piloted Ram Pod was used during the Farsight Campaign and resulted in over 38 Pact capital ships being destroyed by this antimatter-packed weapon. An integral part of a Goog warship, this “pod” (actually a 5 hull space past of its ship) can separate(only once) from its mothership and commence attack runs on enemy vessels. Filled with antimatter, it is a highly lethal ramming weapon. Below is the design code:

Ram Pod

Hull                  5 hull spaces

I x2                  Speed 10

Mgx1               Antimatter filled

Acx6                2 hs worth of armor

   Since this part of the ship is specifically designed to ram, it receives a +4 bonus to hit and apparently new pods can be installed onboard Goog warships during a refit. Cost: 220, dev cost = 8,000. Damage is 45 points. TL10. Larger versions of this tech have recently been reported. 

Spinal Mount, Gunboat Launching(GB-SpM): An advanced launching platform, this design was a radical departure for the Pact Navy, away from long-range beam firing spinal mounts. A mere 12hs for the bay and tube, the SpM holds 8 gunboats, firing them singly at speed 15(regardless of payload). They also land one per turn, onto a rear-facing landing pad. Due to the special bracing and power needs, only one spinal mount can be built per 50hs. TL10, cost 400, dev cost: 15,000. 

Spinal Mount, Long Lance Torpedo-Firing(LLT-SpM): A devastating long range weapon, the LLT firing spinal mount is a new system, which needs considerable testing before widespread use can be contemplated. At 20 hull spaces, it can fire up to ten LLT from its internal magazine. Due to the special bracing and power needs, only one spinal mount can be built per 50hs. A TL10 weapon, it costs 800 MCr to build, and 25,000 MCr to develop. 

Spinal Mount, Neutronium Hypermass Spinal Mount(NH-SpM): A rare material, neutronium is mined from the neutron star Phi Puma(whose exact location is highly classified) and is a result of research on ultra-dense material at the Trigon III University(aka Ultradense U). This spinal mount weapon fires highly dense neutron projectiles, which do one point of armor damage when entering a ship. This neutronium projectile is so dense that it can literally pierce a warship completely, regardless of its armor or shield defenses. A hypermass, this weapon causes ten points of damage internally(don’t count A or S). Due to the special bracing and power needs, only one spinal mount can be built per 50hs. This spinal mount is 10hs in size, costs 600, and development is 20,000. SIDE NOTE: Spinal Mounts were originally a collaboration between Michael Sauer and myself, and I would like to take the time to thank him for developing it. Some people have taken our tech and claimed it as their own, but credit should go to where it is deserved. Thanks again, Michael. 

Stealth Tuners(St): Developed by the J’Rill during their conflict with the Luren Empire, Stealth Tuners allowed the J’Rill to surprise many Luren warships, crushing them with their devastating speed and firepower. Stealth Tuners are always ‘on’ if engines are on, one is needed for each engine room. St-equipped ships cannot be detected until they are within 4 system hexes(if moving at tactical speed) or 2 system hexes(strategic speed). Stealth tuners costs 50 MCr per unit and are 1 hull space in size. TL10, 20,000 dev. 
Strikefighter Accelerator(Va): This is a miniaturized version of a railgun which is designed to be built into a hanger bay when the bay is constructed.  It may not be added to existing "V".  It provides fighters with much greater speed to their target which also amounts to increasing their round trip tactical range. Strikefighters launched by Va have a speed of 20 until they first slow down by using their engine. They may change their heading, but each 60 dg. heading change slows their speed by 4 until they reach their normal max engine speed. The launcher speed 20 is NOT reduced by external ordnance carried. Development cost = 3000 MC, system cost = an additional 10 MC per V, space requirements: adds .5 hull space to the "V" (6xV would use 9 hs).
Vertical Launch System(VLSc): During the devastating 7th Interregional Conflict between the Arachnid Omnivoracity and the Rishatha Imperium, senior Rish Warmothers pressed for the development of a more capable missile launcher, and BuWeaps responded with the Vertical Launch System. Basically a large missile magazine, the VLSc system can fire a large number of missiles rapidly, and reloading is relatively fast(two turns) using the Autoloader or 10 turns without one!  However, a single hit on this system disables the VLSc, until repairs are effected. TL10 system. 20 hs in size, 100 MCr, 12,000 to develop. VLS-equipped ships cannot mount XO Racks, the launch cells would be blocked by the Racks.  Also, the VLS system can only be located immediately after armor and datalink. NOTE: While the VLSc is a 20 hull space system, it does not ‘fill’ 20 hull spaces on the control sheet, and is only counted as 3hs when targeted by primaries. Due to limited fire control, the VLSc has the following targeting restrictions:
Fire every turn:
SM      12
CM      8
SBM    8
CAM   8
ADM   6
CD       4
AFM    12
AFMc  8
RD1     1
RD2     6
Mines   1
DSB     2
The VLS can be modified to carry CDs, AFMs, EDMs, RDs, or mines. The VLS system can carry  the following number of missiles:
SM      96
CM      48
SBM    40
CAM   32
ADM   24
CD       12
AFM    96
AFMc  48
RD1     2
RD2     24
Mines   1
DSB     4
Ie, a Rish battlecruiser with a single VLS can carry 24 ADMs or 32 CAMs, only. Targeting restrictions: you cannot shoot at more than the number of ships/small craft as your current TL. 
Virus Warheads, Type B(-bv): A significant upgrade in biowarfare capabilities, the Type B virus incapacitates a population for 3-4 months. Created by Senior Researcher Mikos Knossos, it was first used during the Pikean Civil War, but failed to stop the fighting that culminated in a global nuclear strike which decimated the planet. Works on humans only, no long-term effects noted. Cost (classified), TL10, dev cost: 10,000. 

Warp Cloak(?w): Can cloak a unit 45hs or smaller during warp point transit. Acts as ?3 in cloak mode, regular detection rules apply. And acts as standard cloak(again just like ?3) at other times. Can provide fire control confusion(like ?) but at only -2, no jam is possible. If used in conjunction with another ECM suite, only the best applies. Two hull spaces in size, 200MCr, 40,000 to develop(Dionii tech only). TL10
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TL11
Advanced Capital Missile Launcher(Rca): Major missile innovation at TL11, the Rca fires TWO capital missiles every turn (separate salvos). Each Rca takes up 6 hull spaces, costs 12,000 to develop, and are 65MCr each. 
AMBAM Launch Bay(ABAY): The need for internal carriage of antimatter weapons was again recognized when the command superdreadnought of the Virh Navy was destroyed when a AMBAM in a XO Rack was damaged by enemy fire, destroying the entire(expensive) vessel in a brilliant ball of antimatter fire. 2 hs each, 15MCr, 3,000 dev, TL11. 
Anti-Fighter Missile, 2nd Generation(AFSW2): The AFSW2 is a general improvement upon the AFSW, as it mounts improved counter missiles, more missiles, and improved targeting systems. AFSW2 counter missiles engage fighters like a Dc at range zero and can "double-up" on fighters. The AFSW2 carries the following numbers of submunitions on each missile:

BM                  3

SM/SM2          3

PM                  4

CM                  5

SBM                5

HBM               6

Missile cost x6, Dev cost: 15,000.  TL11

Electronic Warfare Bay, 2nd Generation(EWB2): Developed by the Rishatha Imperium during the Eighth Interregional Conflict the EWB2 holds 10 EDM2. It is a micro-launch system, buried deep within the hull of a warship and easily replenished(every 10 turns). Costs 40MCr, and is ½ hull space in size. 2,500 to develop, TL11
Expendable Fighter Pod(EFPOD): Developed by the Dakn Empire during their genocidal conflict with the Arachnid Omnivoracity, the EFPOD is a sort-of micro-carrier, able to pass thru and deliver deadly fighters to the other side of a WP. Based on SBMHAWK technology, the EFPOD is, at it's core, a small drive field generator and navigational system. The system looks roughly like a triangular cylinder. The generator and navigation systems are housed inside the cylinder. On each of the three facings, there are mechanical links allowing a total of three fighters to be attached to the EFPOD. This system is then launched into a warp point, the fighters are released after WP transit.  Fighters, in this case, are launched on the first turn of transit. They suffer transit penalties. However, since fighter control and navigation are only partly automated, fighters only suffer half penalty. The EFPOD, like the SBMHAWK, is destroyed after use. It behaves in all other ways as an SBMHAWK.  The EFPOD costs 300MCr, costs 10,000MCr to develop, and is TL 11.
Fighter Close Assault Missile, Improved (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.
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): 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): A deadly  weapon developed by the Brodinie, the fN is a TL11 system, 3 fXO, 15MCr, and 5,000 to develop.  
Light Assault Craft, 4th Generation(LAC4):  A major diplomatic breakdown between the Inheritors and the Hert Confederacy after the Goog War ended resulted in the deployment of the LAC4 by the Hert, who fought the Inheritors for the strategic AH008 system. Using upgraded(and stealthy) LAC carriers, the senior Hert Admiral, Sizs Naboommaroo, initiated a surprise attack on the Inheiritor fleet in planetary orbit, destroying every major warship using the new, fast LAC4s. 120MCr, 12 fXO, 12 Speed, 4 bbp, TL11. (-4 to be hit due to speed, built-in ECM, and low-emission DF). Dev cost: 8,000.

Recon Drone Bay Three(RDB3): 1/2 Hs, 30Mcr. Same stats as RDB2, 8000 dev
Virus Warheads, Type X(-xv):  The first lethal virus developed by the Pact of Humanity, only 24 missiles are needed to saturate a planet,  no symptoms for 3-6 months. Works well on most humanoids. Developed for use against Dionii. Authorized use by KT and Fleet Admirals only! (Used and held like old-style nuclear weapons). Cost(classified), TL11, dev cost: 12,000. 

TL12
Armor, Energized (Ae): Developed by the inventive Chonogua race, Ae is designed to help balance defense against the L and E families of weapons. Energized armor has the defensive properties of both S and A. It acts like normal armor, but will also block E beams. P ignores Ae just like normal armor. TL12, ½ hs, cost 10Mcr, dev cost 5,000.
Cascading Forcebeam Mount(FcB): Developed after the Reformation Group declared a state of emergency following the initial TFN attack into the Deuteronomy System, the Cascading Forcebeam Mount was built with substantial Tolat technical support. This devastating system was installed on front-line Reformation military units throughout the Insurrection and damaged or destroyed so many Federation warships that senior TFN military officials went out of their way to destroy Reformation ships which mounted these weapons. TL 12, forward facing only. 150 MCr, 6 hs in size. Same damage and range as the Cb. FcBs are restricted in the following way:
DD       none
BC       one
BB       two
DN      two
SD       three
MT      three
SM      four
Core Tap(CrT): The single largest engineering system ever built, the CrT was designed by the Rishatha Imperium during the 8th Interregional Conflict and is installed primarily on it’s large warp assault units(ie beam combatants). It’s phenominal size and cost limits this system to only the largest Rishatha fleet units. Built at the core of a warship and tapping into the higher energy states of subspace, the Core Tap increases beam damage by 50%! 500 MCr, 35 hs in size, 35,000 dev cost. TL 12.
Dreadnought Missile, Second Generation (DM2): SEE SECONDARY PAPER
Energybeam, 2nd Gen. Capital Spinal Mount(Ec2-SpM): A powerful advancement in firepower, the Ec2-SpM decimated enemy fleets all across Ficass Sector dutring the Ophuichi-Kaarn War. Cost is 432, 18 hull spaces, TL12, dev cost = 36,000. 
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 Close Assault Missile, Advanced (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 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. 
Forcebeam, Second Generation Capital Spinal Mount(Fc2-SpM): A vast increase in firepower over its predecessor, the Fc2-SpM has incredibly long range and devastating damage. Used widely in the Garreg-Nofti Wars, this weapon destroyed more cpaital ships than all the missile classes combined. Cost is 324, 18 hull spaces, TL12, dev cost = 27,000. 
Gunboat, Third Generation (GB3): During the Alpha-Synth War(fought between the highly advanced Kittani Federation and the Rishatha Imperium), the Kittani forces introduced the very capable Third Generation Gunboat. A devastating platform, the GB3 was put to good use throughtout the campaign and quickly brought the Rish fleet to ruin. Same as GB2 except: S0, 8x4 racks, jamming, 185 cost, 1919 csp(8 bbp)
Gun/Missile Launcher, Improved Capital (Wci): The Kittani Federation's losing conflict with the Rishatha Inperium ddid not stop them from developing more advanced  missile launchers, like the Wci. 6 hull spaces, 115 MCr, and 20,000 to develop. 
Hetlaser, 2nd Gen. Spinal Mount(HET2-SpM): A powerful laser weapon developed by the Gagarin Labs on Old Earth, the HET2-SpM was thee primary TFN weapon for nearly sixty years, including the Yarrod War. Cost is 342, 15 hull spaces, TL12, dev cost = 36,000. 
IDEW-3rd Generation(IDEW3x): The invention of the heavy fusion core for the IDEW was a critical turning point for the Draka, who were hard-pressed by both the Jambitchow Empire and the Goog Abhorrence. The third generation IDEW fires twice(does not modify damage) and triple cost of the IDEW. Also, cannot be refitted to older IDEWs and IDEW3's are +2 to be hit(a bad thing) by any weapons minesweeping. TL12
Life Support, Advanced (Lh3): can support 10 Q systems. 
Overload Dampener, Advanced (Oa): A system invented by the brilliant Chonogua race, the Oa is 1hs in size, costs 50MCr each, and is TL12. It can absorb two points of E per volley normally or may absorb up to a total of 8 points before burning out. Oa costs 5,000MCr to develop. 
Pulse Laser(Lp): A highly advanced laser system, each Lp takes up 2 hull spaces and costs 50MCr. Designed like Dx,  pulse lasers can shoot at missiles and fighters using the Dx chart and can hit ships for two points of damage(close range) or one point(farther out) using the beam chart. Pulse lasers also have a terminal close in defense program which enables it to fire in CIWS mode, doing six points of damage to a ramming ship per Lp. TL 12. 8000 to develop. 
REI Imporvement Plant, 3rd Generation(RPlant3): Same as RPlant1 except cost is 3,500 MCr, research is 40,000 MCr, and is TL12. Adds +0.04 to planetary REI every turn. 
Stealth Field(StF): Developed by the Rhwhrm race before they were assimilated by the J’Rill, the Stealth Field was a vast improvement over Stealth Tuners. By suppressing all active emissions and diverting DF radiation back into the StF battery, the Stealth ”Field” revolutionized warship movement throughout Known Space by lowering strategic detection. StF reduces detection to 60 tactical hexes and have such high power demands that they only operate on warships equipped with the Core Tap system. Being fairly large and expensive, StF is primarily used as capital ship stealth. Eight hull spaces in size and 400% of engine cost. TL12, 30,000 dev.
Virus Warheads, Type Z(-zv): A deadly virus, only 24 missiles are needed to saturate a planet. Within 48 hours and all dead intelligent life on the planet is dead. Works well on most humanoids. Developed for use against Dionii. Authorized use by KT and Fleet Admirals only! (Used and held like old-style nuclear weapons). Cost is classified, TL12, dev cost: 14,000.    

TL13
Armor, 2nd Gen. Energized (Ae2): A standard improvement over the orginal technology, the Chonoguans developed this armor during their first encounter with the Arachnids, a deadly Hive Mind race in Garramore Kor Sector. TL13, 1/4 hs, cost 15MCr, dev cost 7,000. 
Bombardment Missile Launcher, Light(Rh1): The HBM is great if you have monitors, the Ophiuchi of course don’t, their largest non-carriers are battlecruisers, but they felt they needed the range and punch of the HBM. They began work on and finally introduced the LBM and MBM which are cut down versions of the HBM. This is the launcher for the LBM. It has all the restrictions of the HBM and advantages with one exception, one can be fitted for every 30 hull spaces of the mounting ship, this allows HBM range on DD size units. It can only fire LBMs; four points of damage per missile. Cost 200, six hull spaces, dev cost 25,000.  
Bombardment Missile, Light(LBM): This is a lighter version of the HBM that can only be fired from an Rh1. Cost 1, dev cost 10,000, 10 csp.  
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 13. 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. 
Planetary Core Tap(PCT): The most dangerous engineering system ever developed, the Planetary Core Tap is also one of the largest. This is a critical system for the operation of the Planetary Defense Shields, which defends entire planets from orbital assault. If the Planetary Core Tap is damaged and enters a runaway stage, substantial environmental damage and potential loss of life could be heavy. That is why most Core Taps are constructed in the low-population arctic regions of a planet. TL13, 500hs, 2,000 MCr to build, 100,000 to develop. 
Plasma Gun, Third Generation (Pg3): Each Pg3 costs 85MCr, takes up two hull spaces, and can be developed for 25,000MCr. Twice the range and +50% damage.
TL14
Antimatter Warhead, Heavy (-HAM): A lethal advance in antimatter warfare, the heavy antimatter missile significantly increases the destructive capability of any missile class and makes  devastating ramming attacks all the more deadly. The last generation of missile warheads before the development of “megaweaponry”, the -HAM does x12 damage and is available at TL14. Dev cost = 50,000, costs per missile are x12 and can be seen on the chart below:

TYPE                          COST                          DAMAGE
ERBM                         12                                24

CAM1                         6                                  24

CAM2                         12                                24

CAM3                         18                                24

CBM                           6                                  24

CM                              3                                  24

HBM                           36                                120

LBM                            12                                48

MBM                           24                                84

SBM                            3.6                               24

SM                              1.2                               12

SM2                            2.4                               12

Bombardment Missile Launcher, Medium(Rh2): As the PSU burned under the devastating onslaught of the Hre'Daak assimilation ships, the Ophuichi crash fielded the Rm launcher in desperation. This is the launcher for the MBM. It has all the restrictions of the HBM and advantages with one exception, one can be fitted for every 40 hull spaces of the mounting ship, this allows HBM range on CL size units and allows BC size units to carry 2 such launchers. It can only fire MBMs; seven points of damage per missile. Cost 350, ten hull spaces, dev cost 50,000. 
Bombardment Missile, Medium(MBM): This is a medium size of the HBM that can only be fired from an Rh2. Cost 2,  dev cost 15,000, 15 csp. 
Gun/Missile Launcher, Advanced Capital(Wca): One of the most deveatating missile systems ever invented, the Wca was developed by the technically brilliant Tolat race. 5 hull spaces, 160 MCr each, and 35,000 to develop. 
Gun/Missile Launchers, Advanced 2nd Generation(Wa2): Development of the Wa2 was a fortunate happenstance for the Horune race, who found themselves at war with the vast Rishatha Imperium. Although the genocidal Horune refused to negotiate with the Rish, this missile system proved a powerful tool in dealing with the Rish. The Wa2 system fires three standard missiles per round and were used by the Horune only throughout the war. Their advanced antimatter warheads made the Wa2 system very destructive and it's exorbitant cost(220MCr) limited the system to lower production rates. Few Horune warships were equipped with this system and Horune destroyers were made up entirely of this class. This system is three hull spaces in size and cost 30,000 MCr to develop. Cost is 80, TL14. Courtesy of Todd Kes.

LHAWK, 1st Generation(LHAWK1): The development of the first IDEW HAWK by the Horune Totality was a major blow for the Rishatha Imperium, who had engaged in a all-out war with the militant Horune which lasted decades. These weapons, fortunately, were not replicated by any other power mainly because their high level of technology prevented reverse engineering. TL14, they blow up like DSB-L, damage ½ of DSB-L, 70MCr cost, 15% loss when traveling thru a WP(SF rules), dev cost: 45,000

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. 
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TL15
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. 
Energybeam, 3rd Gen. Capital Spinal Mount(Ec3-SpM): The final generation of this weapon, energy beams were continually used by the OADC in their border wars, a weapon which fulfilled all their needs even though no other interstellar navy adopted them. Cost is 540, 18 hull spaces, TL15, dev cost = 80,000. 
Forcebeam, Third Generation Capital Spinal Mount(Fc3-SpM): Developed by the Terran Federation Navy at the outbreak of the Second Arachnid war, this weapon was primarily built in the Resolution-class superdreadnoughts and destroye dmany enemy vessels. The TFN continually favored the forcebeam-class weapons over the hetlaser for some reason, but it was effective in dealing the Arachnids a death blow. Cost is 360, 18 hull spaces, TL15, dev cost = 60,000. 
Heavy Bombardment Missile Launcher(Rh3): The Heavy Bombardment missile system's development was finalized during the insurrection by the Zephrain research facility. The weapon system consists of the standard muzzle, fire control and ordnance feed tubes, with additional power supplies and graviton generators for the HBM1. The HBM launcher may only fire HBM1 per combat turn. Any future ordnance that can be launched from 'Rh3' will be specifically noted as such. Due to the need for significant internal bracing and hull support, only 1 'Rh' may be mounted per 50 hull spaces. This requirement increases to 200 "military" hull spaces and the Rh is double cost for SS, and AF due to the nature of its construction. Rh3 cannot be mounted on PDCs. Cost 500, fifteen hull spaces, dev cost 100,000.  
Heavy Bombardment Missile, 1st Generation(HBM1): The First Generation Gravitic Based Missile was developed at the Zephrain RDS during the insurrection. It consists of a greatly enlarged warhead section, a new control section and a gravitic drive section capable of propelling the device near the speed of light. The HBM1 is fired from 'Rh3', uses the HBM1 to-hit table under 28.01, has a base damage of 10 points and is treated as a 'non-sprint missile' for purposes of tractoring fire effects (08.02.01). It cannot be used like a sprint-mode weapon against ships or small targets, such as fighters, and may not be fired from XO racks. The HBM1 may have all previously published strap-ons; future strap-ons will specifically state if they cannot be placed on HBM1. Previous restrictions to strap-ons still apply (e.g. AMP still cannot be combined with LT). Like CM, HBM1 are intercepted at a -1. EDM of any generation have insufficient speed or sophistication to stop HBM1 and therefore cannot intercept them. All HBM1 of a given volley are engaged as separate sub-volleys of 1 HBM1 (this means that they can never overwhelm point defense). Each HBM1 requires 20 cargo stowage points. Some of this stowage consists of specialized maintenance equipment and capacitors. The actual bore size of this missile is 10 cargo stowage points. During the Insurrection, the Terran Rim Federation used HBM1-b:sp2:hj warheads that hit at -1 against 'normal' targets, hit at +1 against units with an active ?2, were intercepted at -3 by point defense and caused 36 points of damage (10*3*1.5)*80%. An AMG can charge 1 HBM per turn. A planet or moon's gravity field (but not an asteroid) is strong enough to disrupt the new gravity drive on the HBM1. Thus, HBM1 can not be fired from or fired at any target landed on, taking off from or landing on a plant or moon. Cost 3, zero hull spaces, dev cost 20,000.  
Hetlaser, Third Generation(HET3): The Third Generation Hetlaser, built by Heterodyne Systems Inc., follows the example of its predecessor by reducing the hull space required for the weapon and still achieving a modest improvement in both range and power. Although only two-thirds the size of most capital beam weapons, the hetlaser is still an excellent short to medium range assault weapon and an ideal system for smaller vessels. Cost 140, four hull spaces, dev cost 35,000.  
Planetary Defense Shields(PDS): After the disastrous Seventh Interregional Conflict between the Rishatha Imperium and the Arachnid Omnivoracity, in which 44 billion Rish civilians were mercilessly eaten and slaughtered by the voracious Arachnids, an advanced combined research team of Rish and Daa'Vit developed the first Planetary Shields. Each PDS costs 3,000MCr and takes up 100 hull spaces. Each shield generator must be built for each planetary facing for total planet coverage and must be emplaced inside a PDC. PDS's stops all weapons from striking the planet except primary beams, meson guns, and Hyper-L missiles. TL13. Costs 200MCr(each!) per month to operate, or 100 to maintain. 100,000 to develop. The Planetary Core Tap is needed to power this system.
Plasma Energy Core(Pec1): First developed by the Horune, the Plasma Energy Core is a super-advanced energy distribution system designed to function as Fur1/2/3 all in one. This system can be mounted anywhere within a ship and explodes when hit, doing 200 points of internal damage. Three hull spaces in size, costs 150 MCr, TL15, dev cost: 20,000.

Shield Regenerator, First Generation($R1): Until developing this device, the Cunei research center in Fringe territory had been one of the more neglected military technology applications bases in the Federation. Hampered by secretive treaties with the Orions, the very center that had trail blazed the 'S2' was relegated to researching the better regenerating but inferior shields of the Tangri. The Republic of Free Terrans was overjoyed when the hardworking staff of Cunei RDS presented the long stagnant plans of a spontaneous shield regenerator to them. The shield regenerator has two modes of operation, "standard" and "burst". The use of shield regenerators prevents the use of damage control on the same turn (05.01). Using the "standard" technique, 5 units of shields (of any type) can be repaired per tactical turn during the record-keeping phase, regardless of whether or not the shields were damaged that turn. The strain of regenerating shields creates a substantial amount of destructive feedback. During the record-keeping phase the owning player totals the number of ($R1) that operated in standard mode, divides by five (FRD). This is the number of '($R1) that are marked off as destroyed. Standard mode regeneration cannot restore more than 125 shields in any tactical turn. "Burst" mode regeneration can only be used if all shields on the unit are down. When using "burst" mode, the ($R1) can regenerate 25 shields but the corresponding ($R1) is then immediately destroyed. Burst regeneration may be used in the record keeping phase or during any movement or fire combat impulse in which the mounting unit takes damage. Burst mode may even be used between volleys of the same firing impulse, which greatly enhances protection against fR, fRAM, HBM1, ramming fighters, the separate volleys of a "Wa" so forth. Burst mode regeneration cannot restore more than 125 shields at a time. Very large units use specialized shielding to cover their huge bulk and the first generation regenerator requires expensive modification to work properly on these units. The modifications raise the cost of the ($R1) to two times its normal cost for any platforms over 500 hull spaces. A surprised ship (06.04.04b) cannot use "burst" mode regeneration.  Cost 125, one hull space, dev cost 24,000.  
Variable Focus Beam, Capital(Fvc): Using research paralleling the TRN's primary beam research and a gravitic synthesis technique, the Zephrain research base produced a force beam with a set of variable condensers and lenses that permitted the design of a multi-purpose Erlicher weapon. The variable condensers were made possible through a prototype gravitic 'kiln' capable of synthesizing the novel materials involved. The 'Fvc' may be fired either as a standard 'Fc2' or 'Pc'; the decision is made during the fire impulse for the owning unit. If the 'Fvc' fires as a 'Pc', it may not fire in either mode until the turn after next. E.g. if a 'Fvc' fired on turn 1 as a 'Pc', it may not fire in either mode until turn 3. Cost 200, 6 hull spaces, dev cost 40,000.  
TL16
Adaptation Module(Mad):  Continual advancements in technology made the Horune Totality a mini-superpower in it's own right, and the addition of new systems increased their superiority, as shown in the Adaption Module. Each modules allows the Horune ship to ignore 3 pts from a specified damage type per salvo. The damage type a (Mad) protects against is specified when it is first used in a turn. The damage types are:  Nuclear, Antimatter, Energy, Laser, Force, Plasma (and for your campaign Graser).  Example: A Horune ship mounts three(Mad). During a turn it exits a minefield and decides to allocate one (Mad) to "nuclear" to negate three pts of MF damage. In the combat round of the same turn, a datagroup of enemy DD fires on the ship with W and F, hitting with four W (4 points) and two F (four points).  The Horune ship allocates the two remaining (Mad) to "Force," eliminating the F damage, and takes 1 pt of nuclear damage (since the 1st assigned (Mad) still stops three  pts).  If another datagroup fires on the ship, it will still be protected from three pts nuclear damage and six pts force damage. Note: the Horune MUST  must have EXPERIENCED the damaged inflicted before a (Mad) can negate it. The first time the Horune encounter E, F (or whatever), they cannot negate damage from the first salvo (but they can hold back (Mad) for later salvos in the same turn).  One hull space, 150 MCr, TL 16, 30,000 dev cost. Courtesy of Dazrand
Black Globe Generator(BGG): A very large(15 hull spaces) and expensive(500MCr) system, the BGG is a 100 shield point equivalent system that also prevents ramming. If a vessel tries to ram a ship with an active Black Globe, the ship bounces off the shield and must role for damage. A 1-3 means all engines have been burned out, a 4-7 is three random offensive weapons systems of the same type have exploded and are no longer functioning, while 8-10 is all power on the ship is out. A TL 16 system. BGG negates laser and primary beam advantages but you cannot fire weapons or launch small craft with the Globe on. Black Globes are auto-regenerating and stay up unless completely knocked down. 20,000 to develop. 
Converging Anti-Matter Beam, Capital(Cbc): The original Converging Anti-matter Beam was a devastating weapon but the capital version is simply awesome, Unlike other beam weapons, the basic version of the weapon occupied six hull spaces. The necessary increase in weapon system size to achieve the desired improvements in range and damage output resulted in the capital version being one of the largest weapon systems in service, occupying nine hull spaces. Cost 300, nine hull spaces, dev cost 60,000.  
Gun/Missile Launcher, Advanced 3rd Generation(Wa3): A critical system crash developed after the discovery of the Rishatha Imperium, the Wa3 system was refitted into only 20% of Horune destroyers before the Totality was overrun. The Wa3 system fires four standard missiles per turn and the use of protomatter warheads enabled the Horune to destroy hundreds of Rish capital ships in the last days of the war, and destroy every habitat in the Hainurrabi System. TL16, 3hs, 160MCr, 40,000 to develop. Courtesy of Todd Kes

Hetlaser, 3rd Gen. Spinal Mount(HET3-SpM): A powerful upgrade in spinal mount weaponry, the HET3-SpM was heavily used during the Armageddon War by the TFN, but to no avail as Earth was reduced to a radioactive wasteland after the Hre'Daak's assault. Cost is 504, 12 hull spaces, dev cost = 70,000. 
LHAWK, 2nd Generation (LHAWK2): The development of the first IDEW HAWK by the Horune Totality was a major blow for the Rishatha Imperium, who had engaged in a all-out war with the militant Horune which lasted decades. These weapons, fortunately, were not replicated by any other power mainly because their high level of technology prevented reverse engineering. TL16. Charged by antimatter fuel cell, fires every round for three rounds, recoverable, 80MCr cost, 50,000 dev fee. 

Nano-Fabrication Units(Nfb): A important maintenance system, this is actually an back-up nanotech housing unit and expensive computer program designed to utilize DCC and self-repair systems to manufacture, create, and repair important technical systems aboard a warship. This program is only an emergency system, able to sustain a warship for several months(depending on the size), until it can reach a standard repair yard. It cannot create consumables, whether they be food, rare gases, or radioactives. One hull space in size, Nfb cost 150MCr and are TL16. Dev. cost is 40,000. 

Phased Communication Array(Pha): An important step in supra-lightspeed communication, this system is an instant faster-than-light communication system and is usually installed aboard pilotless craft. The instant communication range is 6 system hexes, beyond that bandwidth and reception both rapidly drop. The main system is installed aboard warships and is 3 hull spaces in size, cost 250MCr, and can handle up to 250 remote vehicles of varying types. Dev cost is 45,000, TL16.

Primary Beam, Third Generation Capital(Pc3): The Third Generation Capital Primary Beam was developed by the Terran Republic as an offshoot from their continuing work to improve Primary Beam firing rates. Although the latest version is still restricted to firing once per minute (every other tactical turn), it does include upgrades to range and power. While the change in capability is not as dramatic as the improvement from the First to Second Generation Capital Primary Beam, the Pc3 can engage targets at capital missile range. Beyond five light seconds, its damage output over time matches that of the Third Generation Capital Force Beam, making this weapon a realistic choice for inclusion in battleline armaments. Cost 300, six hull spaces, dev cost 60,000. 
Regeneration Module(Mrg): Needing more and more serious repairs during their desperate struggle with the ponderous Rishatha Imperial Navy, the Horune scientists developed the (Mrg) to conduct self-repair on their warships. Allows the Horune ship to make a damage control repair roll every 5 minutes rather than the normal 30 minutes. This module allows repair rolls on any damaged system, armor, bulkheads, or systems earlier damage control rolls failed to repair. All (Mrg) on a ship are additive, so four on a ship would allow repair rolls on 4 systems every five minutes. The ship loses 1/2 remaining (FRU) Mrg every month the ship is out of maintenance(this reflects the other Mrg scavenging the 'destroyed' ones for their supplies) and other (Mrg) may not repair this damage. 3 hull spaces, 150 MCr, TL 16, dev cost: 30,000. Courtesy of Dazrand. 
Uninhabited Combat Aerospace Vehicle(UCAV): The first in a series of pilotless vehicles, these aerospace craft failed miserably at first when the TFN tried to remote pilot the vehicles because of the serious lag-time between the craft and the mothership housing the remote pilots. After relatively stupid electronic 'brains' were placed in them they began to perform effectively, just in time to combat the Second Hre’Daak assault. A highly expensive system, the first generation of UCAV cost 110MCr, takes up only half a traditional fighters' space and costs 16,00 to develop. TL16

TL17
Alpha-Synth Technology: Alpha-Synth technology is based on the super-advanced Kittani artificial intelligences. These ultra-modern battleships can not be properly run by organic beings, especially the black hole point defense system and Black Globe. Each Alpha-Synth battleship is run by a organic-inorganic pair, a single Kittani pilot(usually a fighter jock) and the AI. The pilot is 'hardwired' into the vessel using advanced cybernetics and hyper-heuristic softwear systems. The AI itself is a vast self-aware computer system comprising both hardware and software aspects. A very high tech level system, artificial intelligences usually go insane when first activated and as a result are very rare. AIs are critical components of the Alpha-Synth system. 
Armorplast, Advanced(Ab2): Developed by the inventive Gaium race, armorplast is an sprayed-on armor, added to the outside of a warships hull. For every 10 hull spaces, four points of armorplast may be added. Adding Ab above and beyond the stated amount is not allowed as it severely disrupts the DF. Bases, SS, and AF can mount Ab but cannot add more than twice a equivalent warships amount of Ab or their field of fire will be severely restricted. Ab is TL17 and costs 7MCr per point of armor. Dev is 20,000. 

Antimatter Generator, Second Generation(AMG2): Hauling around magazines filled with anti-matter warheads can be risky and anti-matter warheads are not required in all actions. As a result, the navies of the galaxy were very interested in the miniaturized antimatter generator built into the Arachnid's suicide rider warhead systems and soon developed a slightly smaller and more efficient generator of their own to "fill" or charge anti-matter warheads. This permitted them to carry uncharged AM and AAM warheads in an empty or "safe," condition between the engagements when they might actually expect to need them. Because missiles carry warheads which are far smaller than those used in "Sr," the "(AMG)" can charge them more rapidly; an "(AMG)" can charge up to twenty base warhead points (BWP) of missiles per turn with either AM or AAM. The number of base warhead points for a missile is equal to the amount of damage caused by that missile with a basic nuclear warhead. For example, a CM or an ERBM has two BWP and an SM2 has one BWP. AMBAM and AMBAM3 have four BWP, AMBAM2 has two BWP. Charged AM/AAM warheads may be discharged into and dissipated through an "(AMG)" at the same rate at which they are charged but the "(AMG)" may be used only to charge or discharge; that is, it could not discharge one or more warheads while simultaneously charging others. Note: An "-AM" missile may not be charged with "-AAM". One damage point will destroy an "AMG," but because "(AMG)" uses a burst-charging method, it will never blow up the mounting unit. "(AMG)"may not charge or discharge missiles in XO racks. Note those missiles eligible for "(AMG)" charging must mount and pay for the appropriate AM or AAM warhead; the "(AMG)"does not provide "free" anti-matter. In fact, you have to pay for the missile, its magnetic bottle and the special "fuel" of the "(AMG)"up front. Uncharged missiles may be fired but they will do no damage. However, the enemy (and the enemy's point defense) will be unable to distinguish charged from uncharged missiles (until they explode, of course).

Black Hole Point Defense(Dh): One of the most powerful engineering systems ever built, the Dh system fires micro black holes from their ship-based projector into the space near the ship, seeking to “absorb” incoming missiles and attacking small craft. The Dh fires 15 times(at 8 to hit) before massive overheating shuts the system down, treats fighters as missiles, engages sprint-mode missiles at -2, and is command datalink capable. The Dh, when fired, can cause up to 2 points of damage out to range 5 if used offensively(similar to Dk series weapons), is not capable of accepting modifications, and Cpu/PhR doesn’t help. After ten minutes a Dh can fire again. Size 3 hull spaces, cost 300, dev cost 50,000. Thanks Kencyr and Phoenix for the ideas. 

Drone Fighters(Fr1): First developed by the Pan-Sentient Union, drone fighters were a real breakthrough as advances in sensors, communications, imaging, and artificial intelligence allowed pilotless small craft to do everything a manned craft could, at a fraction of the cost and without risking pilots' lives. The Fr1 is a very stealthy platform, reducing detection range by 50%. The brilliant PSU engineering skills allow the Fr1 to move at speed 14 and carry four internal fighter weapons. These fighters are not manned, are allowed to be carried by non-carriers, and can be used as a CSP to defend other vessels. Low cost was a necessity because of the high threat environment limits to survivability of fighters. Drone fighters have a remarkable turn mode(zero!) and three Fr1 can be carried per V. To fit three Fr1 into a single V, the drone fighter is unable mount external ordinance. Robot fighters have a final, lethal use as well: they can ram, inflicting terrible damage(15 pts each). They are also highly maneuverable(-2 to be struck) and can carry four fXO worth of weapons. Cost 35MCr, dev cost is 30,000. 

Fold Space Power Transmitter(FST): A remarkable design, FST sends power out to AAB and Battlepods, and other automated weapons systems, to an incredible range: 150 tactical hexes. The FSP Transmitter itself is 10hs and it can power an limited number of small craft(8 battlepods or 25 AAB/drones) by can support unlimited weaponry.  Hull spaces: 10, cost: 800,  dev cost: 100,000. 

Gigaton Warheads(-GT): Perhaps one of the most deadly weapons ever invented, Gigaton Warheads are just that, devastating missile warheads with antimatter yields in the 1,000-10,000 megaton range. Their use against planetary targets is hideous in the extreme, with all navies abandoning the practice after the Armageddon War ended. First seen in the Battle of Kline Station, the TFN faced the first of three mammoth Hre’Daak assimilation vessels that rampaged across Federation space, annihilating any and all Terran warships in their path using these deadly warheads. Gigaton warheads are especially disruptive because they can be mounted on nearly any missile, with standard and close assault missiles having a low range yield, 1,000 megatons, and capital and bombardment missiles in the higher range. A 1,000 megaton warhead only has to be detonated near a warship to cause critical damage(notice the complete abandonment of all warships smaller than destroyers during the Hre’Daak conflict), with capital missiles carrying a 5,000 megaton warhead, and a HBM carrying 10,000 megatons. With the development of the Light Bombardment Missile(LBM, 5,000 megatons) and the Medium Bombardment Missile(MBM, 8,000 megatons), the TFN was able to effectively fight back against the relentless onslaught of the Hre’Daak, which unfortunately left Terra a radioactive ball. Development costs is 70,000.  Price varies according to missile:

TYPE              DAMAGE      COST
SM/BM           30                    400

CM                  60                    600

LBM                90                    800
MBM               120                  1,000
HBM               150                  1,400

Protomatter Warheads(-o): The development of this ultra-destructive missile warhead was first done by the Hre’Daak, who used them extensively in their conflict with the Pan-Sentient Union, 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 phenomenally expensive, must be built to manufacture this warhead type. Missile cost is x200 to use protomatter warheads. These warheads cannot be mounted on ASBM or any generation of Bombardment Missile as their warheads are too small for these massive missiles. 80,000 to develop. 

Plasma Energy Core, Advanced(Pec2): A massive plasma reactor that is five hull spaces in size, the Pec2 in vital in powering matter transmitters, stealth fields, as well as the space-warping hyper engines. When it is damaged, the Pec2 explodes, doing 300 points of damage, more than enough to destroy any warship. Cost 300, dev cost 40,000. 

Planetbuster(PB): The first generation of "Battlemissiles", the PB warhead is a massive antimatter/protomatter core. A Planetbuster instantly hyper accelerates a planets' internal reactions, creating a massive overloading pressure from the inside out. Although most planets do not have much molten material, the core of this weapon massively amplifies it by drawing in quantum nuclear reactions into the planets' core as well, creating a devastating overload. Planetbusters can be targeted against any T or ST body, or any planet excluding Gas Giants.  Moons of any type remaining cannot be targeted as they do not have sufficient reaction material to sustain the chain reaction. Cost 2,000MCr, size 200csp, dev cost 100,000. 

Pod Bay(PBay): A large engineering system, the Pod Bay is used for storing pods and other battle weapons directly inside a warship. Pod Bays are very much like a large hangar bay. All pods are automated weapons but each needs a human or android controller to operate efficiently. Typical Pod Bays hold 6 Heavy Battle Pods, 3 Targeting Pods, and 6 Anti-Drive Pods. Size is fifteen hull spaces, cost is 35, dev cost is 15,000. 

Targeting Pod(TGP): See secondary paper. 

TL18
Anti-Technic Field(ATF): One of the most interesting and deadly tech items that the Hre’Daak fielded in the Armageddon War, the ATF generates a highly disruptive anti-electronic field around a warship. All missiles, no matter what generation, are -5 to hit. The ATF is like a EMP field and fighters cannot cross it without losing all power(no salvage). The ATF extends out to 10 hexes from a warship and is 8 hull spaces in size. ATF costs 300MCr each, dev cost 70,000. 

Anti-Drive Battlepod(ADP): A very large and highly destructive weapon, a Anti-Drive Battlepod is similar to a ADM missile except this weapon(when it strikes the target) instantly burns out all drives and engine rooms onboard a ship(automatic, no save). The attack is considered a ramming attack for evading purposes(no opportunity fire, sorry) and the range is quite long(capital missile range). A phased weapon, ADP cannot usually be targeted or fired upon by physical weapons(depending on what generation phase field is used),and generally only phased weaponry effects them. Fortunately these weapons are very expensive and large and most capital ships only carry a few. Cost 350, csp 30, dev cost 60,000. 

Advanced Strategic Bombardment Missiles (ASBM):  One of the most destructive missiles ever produced, ASBM have an incredibly long range, which was used to good effect by the invading Hre’Daak until the PSU was able to duplicate the technology. ASBM are fired from Rh and are very expensive: 700 per missile. The  ASBM warhead is a high-level gigaton weapon and cannot be swapped out for any other warhead. Add-ons are not allowed for this missile. Dev cost is 100,000. Damage is 150 points per missile(gigaton warhead), csp is 40, range 90 LS. 

Drone Bay(DBay): A small bay designed to hold and fire multipurpose drones. The csp is the cargo size of drones that can be stored within a Drone Bay, ready for launch. Level is the highest level of drone that the Bay can control without needing its communications systems getting an upgrade.  Dev cost is 5,000 each.

Code       HS          Cost        HTL       Csp         Level
DBay1     2             30           2             70           3

DBay2     2             45           5             80           4

DBay3     2             60           8             90           5

Gun/Missile Launcher, 4th Generation(Wa4):  A critical missile system crash developed after the discovery of the Hre’Daak Empire, the Wa4 system was refitted into only 20% of PSU warships before the alliance collapsed in the final stages of the Armageddon War. The Wa4 system fires six standard missiles per turn(three salvos not six separate ones) and the use of protomatter warheads enabled the PSU to destroy hundreds of Hre’Daak escort ships in the last days of the war. Size is three hull spaces, 220MCr, 50,000 to develop. 

Hetlaser, Fourth Generation(HET4): As interstellar races advanced, the destructiveness of their weaponry reached astonishing proportions, to where a single missile strike or beam weapon hit could tear a warship in half. The same destructive power came in the Fourth Generation Hetrodyne Laser built  and fielded by the Pan-Sentient Union. A powerful laser weapon, hetlasers had been developed to a point where their adaptive optics could no longer handle the power load without burning out within seconds of activation, until Vice-Admiral Yang’s development team created the ring laser at Utopia Marria. Normally during combat a standard warship would rotate on its axis to allow all of its standard weaponry to fire, but with the advent of the ring laser that process was no longer needed. With the new HET4, adaptive optics are built in “rings” around the hull, giving the hetlaser a huge advantage in firepower over its stationary predecessors. Laser energy could be expelled anywhere along the laser ring and is constantly shifted to prevent optical burn outs, thus giving the HET3 laser a new level of firepower, and a new designation: HET4. The HET4 is 4 hull spaces in size and costs 180MCr. Dev cost is 45,000. TL18
Shield Regeneration, 2nd Generation($R2): The second generation of this system, the $R2 is two hull spaces in size, costs 350MCr, and can regenerate up to 250 points of shields per turn. The most important fact about $R2 is that they do not burn out when they are used in "burst mode". The computer AI on board most ships is so fast that "surprised" ships can use "burst mode".  Dev cost: 30,000. 

Small Craft Bay(BbC): A very large small craft bay, BbC are basically a designer hangar bay. BbC can be any size and holds Battleriders, AAB, and other small craft in the following manner: 

(BbCx) where x is the number of HS

(BbC)*x, where x is the number of units

Variable size, BbC are 2MCr per hull spaces each and dev cost is 10,000.

Tractor Beam, Micro-(Ta): A unique type of tractor beam, Ta can tractor three different small craft or items(below 10hs each) and can destroy fighters and other small craft by targeting and grappling them. The Ta must intend to destroy the small craft(and is full powered) when used in this mode. 1/2 hull space in size, 30MCr each, dev cost is 12,000. 

Variable Focus Beam, 2nd Generation Capital(Fvc2): A critical invention that was fielded before the Second Battle of Galloway's World, the Fvc2 can fire every turn(no "cool down" periods) and fires twice per round. No waiting period is needed to switch between the different operating modes either. Cost is 450, size is 6 hull spaces, dev cost is 60,000.

TL19

Advanced Command Center(C41): The largest computer system ever devised for a ship, the C4I system or "BattleComp" for short  functions as Zc/Z, and  the CIC system.  The C4I system helps point defense and functions as  Lc and CyberSynth(+5 to hit all mines, +5 vs plasma guns, +4 vs all missile types except bombardment missiles and ASBM, and +50% to all commo rolls). ASBM and Bombardment Missiles are typically outsize the communication range of the C4I system. Size, 5 hull spaces, cost 200, dev cost 40,000. 

Automatic Attack Bits(AAB): AABs are an extremely experimental weapons system utilizing remote fire capabilities, which can be operated from light cruisers or larger vessels. At higher tech levels they are primarily used in the escort role that destroyers and other small ships normally do. AABs are small, highly maneuverable drones, which mount beam weapons and are able to keep up with the starships to which they are linked. AABs are currently limited to energy weapons, they have become a devastating advancement in offensive starship weaponry, especially for smaller ships. Because of limited computer capacity, starships can control only one AAB per every 30 hull spaces (which must remain in the same hex as the ship), and when the ship fires it's weapons at a target, the AABs fire at the same target. AABs cannot fire independently from the ship but at higher tech levels this may become possible. AABs do not mount Q because the grav stresses of AAB maneuvers would kill anyone on board. They can mount armor and just about any other system(GM's discretion) but they must mount at least one engine. AABs have no minus to strike and are -6 to be hit due to their small size and amazing speed. AABs are a maximum of five hull spaces in size, cannot survive warp point transit, and are an automated weapon. 

   If a ship using AABs is destroyed, any surviving AABs will immediately seek to join the nearest friendly ship. If the closest ship already has a maximum number of AABs working with it, the 'free' AAB will scan for additional ships within fifteen hexes to join. If the 'free' AAB cannot find a ship to join they shut down their engines, lock down their computer brains, and await retrieval. AABs only search one round before they shut down. 

      AABs will automatically self-destruct if other races try to recover it only after their command ship has been destroyed. AABs cannot survive WP transit unaided but must go thru attached to their companion ship.  AABs also have the ability to fire to the rear. The controlling player must tell the SM at the beginning of the movement which way his AABs are facing. AABs can fire only every other round. AABs cost six MCr per hull space and can be fielded with any of the following weapons:

Fvc2

Pc3

Het4

Any plasma gun

Any other laser weapon

   AABs land on the surface of their companion ship, one AAB docking for every ten hull spaces of mother ship. All weapons used are full range and full power. Since AABs ride on the outside of the hull, then they take up space that is normally reserved for XO, XOg, and @ rack capacity. Any HS used for AAB cannot be from @ racks, or be used for XO, XOg, or any other type of external rack system. AABs are atmospheric-capable. 
Armorplast, Improved(Ab3): Developed by the inventive Gaium race, armorplast is a sprayed-on armor, added to the outside of a warships hull. For every 10 hull spaces, five points of armorplast may be added. Adding Ab above and beyond the stated amount is not allowed as it severely disrupts the DF. Bases, SS, and AF can mount Ab but cannot add more than twice a equivalent warships amount of Ab or their field of fire will be severely restricted. Ab is TL19 and costs 9MCr per point of armor. Dev is 25,000.

Anti-Drive Cannon(AdC): A powerful short ranged beam weapon, the Anti-Drive Cannon was a rude shock to the PSU Navy, who lost dozens of capital ships before they learned to counter this decisive weapon. An AD Cannon destroys an engine room, including all engines(no repairing), one room per shot per cannon. AdC fire every other round and has half a ADM's range. Three hull spaces in size, 65MCr each, dev cost 50,000. 

Battleriders(brr): One of the most unique, and powerful, small craft ever built, Battleriders are much larger than traditional small craft(20bbp) and are used as an escort to much larger warships, like Terran Battlemoons. Using Battleriders instead of small destroyer-sized warships has its advantages, first of all the turn mode, which is zero for a Battlerider. These small craft can also sneak through a warp point and return much like pinnances, with the same timing and ability to scan as those small craft. Battleriders are also destructive anti-fighter platforms as well as powerful anti-mine warfare craft. Battleriders have armor and shields which equate to a standard -8 to be hit, can use evasive maneuvers, cost 200MCr each, and have either a plasma gun(3rd gen) or a quark cannon on board. Dev cost: 45,000. Battleriders dock on the outside of a warship. 

Damage Control Network(DCN): An inventive system, the DCN has literally trillions of damage control nanites running, seeking to repair any damage a ship racks up in combat. DCN can repair any one system in three combat turns! The DCN cannot build systems, it can only repair them, at full cost from a ship's cargo hold. The nanites can only be used when the DF is down (radiation will kill them as well), and must have 3 turns of no nuclear attacks in order to repair the system. If any nuclear attacks succeed against the ship, the time is reset and the three turns must be started all over again. Cost 150, 2 hull spaces in size, dev cost: 50,000.  

Drone Fighter, Second Generation(Fr2): In light of the high-threat environment, drone fighters were developed to combat fearful attrition rates of fighters. The Fr2 is a very stealthy platform, reducing detection range by 80%. Fr2 can be piloted by onboard AI but are most effective with a human or android remote-piloting it using FTL datalinks. The Fr2 travels at speed 16, costs 45MCR each, and can jam six fighters into each launch bay(V). Fr2 can carry 6 fXO worth of weapons(internal only). Ramming damage is 35 points. Dev cost: 40,000. 

Quark Cannon(Qb): A nasty short ranged weapon developed by the Hre’Daak, quark weaponry is a range eighteen beam weapon, using beam to-hit table. Does three points of damage, two of which skips shields and hits armor and the other does internal damage(1d10 systems deep). Qb can also target small craft efficiently(+3 to laser to hit chart). Size is two hull spaces, cost 70. An unusual weapon, it is essentially a quite long ranged SRM, it makes a worthy alternative to lasers or force beams at any but point blank range. 

Quantum Armor, First Generation(Aq1): A growing understanding of quantum mechanics and applicable physics allowed a tremendous breakthrough at Kline Station in the field of armor defenses. Quantum armor is so dense that it is literally the toughest man made material in the galaxy. Quantum armor is effective against laser weaponry as laser armor is and is impervious to energy beams.  Ten points of armor per hull space, 14MCr each, dev cost 60,000. 

Proton Torpedoes(Pt): A hybrid beam/missile system developed and used by the alien Dionii race, proton torpedoes are a devastating rapid-fire system(varies per launcher per combat phase) that has a shorter range than standard missiles. Pt cannot be shot down by point defense as they are a type of beam weapon(it’s a missile that fires a beam weapon when it closes to 12 tac hexes), with homing capabilities like a missile. Pt are a ball of energy, not a missile(ie there is no missile housing or warhead or modifiers). Each proton torpedo does twelve points of damage and their launchers can be micronized to fit on board Heavy Combat Pods. They are fired from SM launchers, but use SM launcher rates when doing so. Cost is 10 per torpedo, dev cost is 30,000. 

TL20

Battle Pod, Heavy(HBP): See secondary paper. 

Dis Warhead(-dis): One of the most hideous missile warheads ever developed, dis warheads are highly destructive nanotechnology weapons that use trillions of microscopic robots to literally dissolve a warship(and anything organic that comes in contact with it) in minutes. The dis warheads eats ten points of hull/armor per turn for three turns. Dis are cumulative but do not work against ships that have their shields up. TL20, dev cost = 80,000, warhead cost x20. 

Globular Shields(GS*): A most unique weapons system, Globular Shields were used by the Hre’Daak during the Armageddon War with the Pan-Sentient Union, a conflict that cost the PSU billions of lives and Terra itself. A highly unstable energy field, only a ship's AI(computer core) can adjust the shields hundreds of times per second to keep the whole thing stable. Globular shields work in the following way: for each point in the code, fifty points are generated. When the first fifty points go down, they begin regenerating, all fifty points come back up within 5 tactical turns. $R2 can be used to instantly regenerate the shields to full power as well. Cost 250 per code point(at TL20 there are five points available, up to 250 points of shields), size is 8 hull spaces for the main generator, dev cost 80,000.  

Hyper Engines(Ihi): A Terran physicist(one Miguel Alcubierre of Mexico City) in 1998 theorized that a "modification of space time in a way that allows a space ship to travel at an arbitrarily large speed" (ie warp drive) would be possible, but Dr Alcubierre was laughed off the Mexico City campus and he retired to England to continue his work. Although the TFN never followed up on this technology, the Hre’Daak did, with lethal results. These "hyper engines" create a devastating warp in time and space, large enough to propel a warship forward, adding +3 to movement(including strategic). Using an unimaginable amount of power to bend space, hyper engines warp local space, creating new space to the rear of the moving volume(like an expanding universe), and existing space is continuously being annihilated(like a collapsing universe to a Big Crunch) in front of the moving volume. Thus, a ship within the volume of the warp(and the volume itself) is pushed forward by the expansion of space at its rear and the contraction of space in front. Because a ship at the center of the moving volume is at rest to locally flat space, there is no relativistic mass increase or dilation effects. When a ship equipped with a hyperdrive is accelerating, it travels on a free-fall geodesic(no acceleration g-forces for the crew). This fearsome drive destroys all matter in its path, creating a  powerful, fast moving, and unstoppable weapon. The Hre’Daak used this lethal technology and destroyed hundreds of PSU warships with it during the Armageddon War. Hyper engines are 5 hull spaces in size and one is needed per every 100 hull spaces of ship. Cost: 180 each, dev cost 45,000. 

Multiphasic Sensors(Xz): A highly interesting sensor system, multiphasic sensors can scan both the physical universe and phased space. Xz has two primary modes, active and passive, and is also considered Mi as well(Xr is passive, Mi is active) and has the range of a Small populated planet. Cost 350, size 10, dev cost 40,000. 

Nova Bomb(NvB): A large anti-solar system weapon, Nova Bombs are the first true star destroyers developed by the Hre’Daak, a truly horrible weapon that was deployed against thirteen PSU systems before the Armageddon War ended. They have been used extensively in the Hre’Daak conflicts with other races , with only ten weapons used to sterilize an entire system. Nova Bombs are only used to destroy stars, but the following nova destroys all planets within a system. Warp points leading into an effected systems are unable to be used for a standard year afterwards. These are antimatter weapons in the gigatons, and cost 1,000MCr each. Dev cost: 125,000. 

Phase Torpedoes(PTorp):  The ultimate weapon, Phase Torpedoes are one of the few megaweapons that the Hre’Daak used effectively against the entire Pan-Sentient Union, having the firepower to destroy an entire moon(or a Type I planet). Most moons and some small planets have a small metallic core, which the Phased Torpedo is able to destabilize. Quantum tunneling forces gargantuan pressures to build up, to an massive explosion within a few seconds after detonation. If a phase torpedo is damaged inside its launch bay, any ship, no matter what the size, is instantly destroyed.  Cost is 3,000 each, 150csp, dev cost 120,000. 

Quantum Armor, Second Generation(Aq2):  The mastery of quantum mechanics and quantum physics allowed a tremendous breakthrough at Kline Station in the field of armor defenses. Quantum armor is so dense that it is literally the toughest man made material in the galaxy. Quantum armor is effective against laser weaponry as laser armor is. Twelve points of armor per hull space, 18MCr each, dev cost 80,000. 

Torpedo Bay(TBay): A specialized weapons bay that is able to hold three phased torpedoes, this item is 2 hull spaces in size, costs 100MCr, and is 5,000 to develop. Rate of fire is one torpedo per combat turn, reloading takes 30 minutes and the DF must be shut down to do so. 
White Globe Generator(WGG): Same as the BGG except the ship carrying the WGG can fire through the White Globe at will, unlike the Black Globe, which cannot fire if the field is up. A TL 20 system. 30000 to develop. 
TL?
Automated SY/Refit Yard: See secondary paper.
Blink Drive(Ii): A drive used by the Mqdrekkor, the Blink drive was unique in the Known Universe as a jump drive system that could ‘micro-jump’ several times within a warp points location, but only within a warp point locale. It operated similarly to the Jc drive in that it appeared up to 150 hexes away from a WP however, this system could be used to rapidly maneuver around a warp point using its micro-jumping capability. This system has been observed by the Pact Navy but never duplicated outside of a Pact military lab. Cost: Restricted, dev cost: Restricted.

Interdiction Field(InF): A last ditch defensive system, Interdiction Fields are actually focused directional energy fields deformed out of a ship’s Drive Field. Projected into the path of an oncoming wave of missiles, InF have a 30% chance of knocking out any class of missile. This system only works against incoming missiles, beam weapons hit normally. Five hull spaces in size. Mqdrekkor only! Mqdrekkor do not use other types of point defense. Cost: Restricted, Dev: Restricted. 

Metalstorm Point Defense System(Pm): A low-tech point defense system firing millions of rounds per minute, the metalstorm system was a fantastic tech device that enabled the Mqdrekkor to withstand the Pact’s invasion sleets for decades. This system unfortunately could only be fired twice per combat turn, reload takes 20 turns. The key to Metalstorm’s design is an all-electric firing system-no firing pin, no explosive primer, no mechanical ammunition-feeding mechanism is needed to send a wall of projectiles on its way.  The electronic system uses just propellant and projectiles packed top of each other in canister-shape firing tubes. It was primarily used against an enemy fleet’s initial XO-wave. One hull space in size, it was the smallest point defense system ever invented. Cost: Restricted, dev cost: Restricted.

Proton Torpedoes(Pt): A strange beam/missile system developed and used by the alien Dionii race, proton torpedoes are a devastating rapid-fire system(x3 per combat phase) that has a shorter range than standard missiles. Pt cannot be shot down by point defense as they are a type of beam weapon, with homing capabilities like a missile. Pt are a ball of energy, not a missile(ie there is no missile housing or warhead or modifiers). Each proton torpedo does 3 points of damage and their launchers are only 3 hull spaces in size. TL5.  Cost: Restricted, dev cost: Restricted.

Supra-Light Accelerated Missile(SLAM): See secondary paper.
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Weapon Modifications
Small and Heavy Weapons: Beam weapons may be developed into small and heavy versions. Each version must be researched separately after the base system is developed. Small weapons are -1 hull space, cost +20% normal, otherwise they are identical to the base system. Heavy weapons are +2 hull spaces, damage +100%(FRD), +3 to range at damage 1, cost x2 normal).  Only L, F, Gr, HET, and E beam weapons may be made heavy. HET, L, F, Gr, and E weapons may be made small. Sg, P, Pg, and N weapons cannot be made small. 
Spinal Mount Weapons: I believe Spinal Mount weapons make devastating anti-SS/BS/AF weapons. You must 'cross their T' to be hit, and few ships(I believe) will want to do this very often, hehehehe). SpM are restricted in the follow way:
CLASS                        SpM
CL and below              none
CA-BB                        one
DN-MN                      two
MN+                           three
Carriers                        none
Freighters                     none
All must fire at the same target(really one BIG weapon). Spinal Mount weapons(SpM) must be designed into a ship when first laid down. cannot be refitted or modified once built. Designations are F-SpM, Fc-SpM, etc. SpM weapons are +1 to hit at ranges 20-24 and +2 to hit from 25+. Only beam weapons can be made Spinal Mounts(no plasma guns or primary beams). One of the most important aspects of the Spinal Mount Weaponry is the phenominal damage it does(x2 regular weapons). Spinal Mount Weapons also have a very limited firing arc(that of a fighter). 
Flight Deck Errata
Michael Sauer came up with some interesting info about some of our new tech systems and I think we will go with it! 
*Primary beams should ignore SB unless there are ships docked their. If ships are docked, apply the P damage to one of the docked ships.
*E should ignore SB and all ships docked their. The energy flows around the big open space.
*I imagine FD as a cleared area of the deck where fighters are kept and launched from, so:
P-if the number rolled indicated FD hit and that space has one or more fighters, one fighter is destroyed AND the die is rolled once again and the P damage is applied normally to that system. Skip all remaining FD systems(ie treat FD as armor). The FD system itself cannot be damaged by P. Imagine punching a 5cm hole in an aircraft carrier deck, easily avoided or fixed, but the fighter that got in the way is toast. 
Here I see the P punching through the unlucky fighter, penetrating the FD(like armor, without really damaging it) and then destroying the other system. 
E-should work the same way, but that might be too effective. E damage would ignore empty FD, but would burn out(destroy) any fighters parked their and since fighters are small it might make sense that the damage be doubled(sort of like collapsing V in standard SF).
Ie a carrier with SSSAAA(FD6)Mg...with the FD half full, gets hit with 7 points of E damage. The first three knock out the shields. The first three spaces of the FD(empty) are ignored(treat like A). There are 3 full FD spaces, the next point destroys 2 HS worth of fighters(4), the following point would do the same, but there is only 1 HS of FD left, so the ‘extra’ is lost. A total of 5 points of the E damage has now  been applied. The last 2 are applied according to normal rules. I think this is consistent for how I see E and FD/fighters, but it might give E a big advantage vs FD races, however Vb is available one TL before E. It makes it a good idea to invest in the new tech.
The rest are much easier!
*Vl and Va should always be affected by both P and E.
*Vh should be treated like FD, can’t destroy the system, but you can kill the contents. 
*Vb could go either way, I’d say it would be affected, but no extra damage, collapse, or second role.
*Vm ignored by both, but treat carried fighters like on FD. 
