BERSERKER TECHNOLOGY

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

SBM


3.6


24

SM


1.2


12

SM2


2.4


12

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 14. 8000 to develop. 

TL16

Anti-Laser Armorplast(Abl): An advancement in sprayed-on armor, Abl is a one hull space armor which acts as regular "A", but in addition each point of armor can withstand three points of laser damage. This item is zero hull spaces in size, one per every five hull spaces of ship. Cost is 10MCr per hull space, TL16, dev cost = 18,000. 

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 three 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. 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 (four 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 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. 
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. 
TL17

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 on the attacking ship, 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. 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. They can only be activated five times per 24-hour period. 20,000 to develop. TL17

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.

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:
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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.

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. 
Computer Virus Warhead(-vw): A computer attack inserted into a warship's network by missile penetration, a highly prolific "virus" attacks all electronic devices, inflicting serious internal confusion. It takes down a ship's ECM(first turn), then its main computer system(second turn), and finally all point defense systems(third turn). Cost +15,  dev cost 40,000, TL18.

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. TL18, dev cost = 80,000, warhead cost x20. 

Gun/Missile Launcher, 4th Generation(Wa4):  A critical missile system crash developed after the discovery of the Hree'Dak 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 Hree'Dak escort ships in the last days of the war. Size is three hull spaces, 220MCr, 50,000 to develop. TL18

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 literally 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 Maria. 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 as the ring rotates instead. 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 the ring is constantly rotating to prevent optical burn outs, thus giving the HET3 laser a new level of firepower, and a new designation: HET4. The HET4 has the same range but double the damage as a HET3. The HET4 is 4 hull spaces in size and costs 180MCr. Dev cost is 45,000. TL18.

Neutronium Cannon(Nu): A rapid-fire cannon system, the Nu is 2 hull spaces in size, fires twice per combat turn, and costs 40MCr. Dev cost =  3,000, TL18.

Neutronium Warhead(-nw): A hypermassive projectile, a nuetronium warhead is fired from a "cannon" and somehow homes in on a enemy ship's drive field, inflicting massive internal damage when it strikes. Being a hypermassive object, this weapon penetrates shields and does ten points of armor or internal damage. Range is 60 TH, cost +15,  dev cost 45,000, TL18.

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. TL17

Phase Cannon(Pho): A rapid-fire cannon, the Pho fires -ps and is 3hs in size. The Pho fires twice per combat turn. Cost 65, dev cost 35,000, TL18.

Phased Beam Weapon(Pbe): One of the most lethal weapons the Hre'Daak used against the combined PSU fleets, the Pbe incapacitates(makes them all permanently  infantile in IQ) personnel on board with one shot, using some sort of "mental energy". Luckily it fires every other turn and appears to be an offshoot of energy beam technology. Pbe are 6 hull spaces, range is 30 TH, and it ignores both shields and armor. Cost is 160, dev cost 85,000, TL18.

Phased Datalink(Z++): A highly technical system, Z++ is a remote-control system that uses "phased" wavelengths that travel faster-than-light and have a range of six system hexes. Cost is 60, zero hull spaces, dev cost is 12,000. 

Phase Shield Attractor(-ps): A missile-like projectile fired from a  "cannon", this item is completely phased and cannot be damaged, and it attaches itself to the shields of an enemy ship. It drains 25 points of shields per turn, per attractor. Only three of these weapons can attach themselves at one time; more and they begin to negate their influence. Fired from a type of "cannon", the -ps has a range of 60 TH and is a "smart weapon": it would never home in on a ship with more than three -ps attacking it. It also homes in somehow on a ship's drive field, exactly how is still unknown. Size 80csp, cost 85MCr, dev cost 65,000, TL 18. Hre'Daak technology only!

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.

Stealth Field(StF): Developed by the dragon-like Rhwhrm race before the J’Rill assimilated them, the Stealth Field was a vast improvement over Stealth Tuners. By suppressing all active emissions and diverting DF radiation back into the StF battery(and to the rear of the ship, detection 5% if you are behind it), the Stealth ”Field” revolutionized warship movement throughout Known Space by lowering tactical 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 100% of engine cost. TL12, 30,000 dev. 

Tractor Weapon, Advanced(Trw): A nasty developement of the standard tractor beam, the Trw grabs any ship and holds it(regardless of size), plus it inflicts 25 points laser damage to the vessel per combat turn, 25 TH range, 3hs in size. Cost is 65MCr, dev cost is 45,000, TL18.

TL19

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 five 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.

Battlescreens, Improved(Sc2): Improved Battlescreens are a highly restricted 'hard screen' technology that was developed by the Hre’Daak  in its conflicts with the human-dominated Pan-Sentient Union. These are a ‘hard screen technology’ are five hull spaces in size that generates ten points of 'screen' per unit. Once overwhelmed, it stays down for 20 tactical turns, and all must be overwhelmed at once if multiple screens are being used. The difference between a ‘hard screen’ and regular shields is screens must be overwhelmed in one salvo(per ship not per turn, datalinking not included either), or it does no damage. While ships traditionally datalinked are able to "pool" their fire, the battlescreen system is able to reset and strengthen its field before additional fire from "helping" units arrives. Also, when a ‘hard screen’ is ‘up’, a ship cannot launch or recover fighters, bombers, or other small craft. Cost is 200, spaces 5, dev cost 50,000. Hre’Daak technology.
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. Dev cost is 20,000. 

TL20

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 negate primary beam fire when in use(a rude shock for PSU naval personnel). 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. 
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