FIGHTER  LAUNCH  SYSTEMS





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*.








TL5


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.








TL6


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








TL7


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 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. 








TL9


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.





Maglev FD Upgrade: 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. (Available to all players).








TL10


Clamshell Fighter Bay(VCx):  Continual warfare shaped the Draka psyche, which in turn forced development of more advanced weapons systems, including the huge fighter hanger system. This system (the Clamshell Bay) is a huge, and is based on the Ship Bay and Mechanical Linkage systems. The VCx takes two turns to open, but once it does, all fighters in the Bay can be launched. If fAABs are available, they are launched with the fighters(max available), with no fBAY needed. This large system allows three fighters to be launched per hull space, but it takes twice as long to rearm and the ship is not initially recognized as a fighter carrier due to it’s unique design. The Clamshell Bay can be any size, up to 75% of a warships hull space. This system MUST be mounted immediately after Z. 5MCr per hull space, dev cost: 7,000. TL10.





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





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).








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.








TL12


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! 


























