Appendix 2 - Revised Ship Design Tables
SHIP DESIGN PARADIGMS GEN PP MD JD
The ship design system is adapted from standard EFF | LTR | PU | STo | F/W | PU | PU | FJJ
reference manuals. 200 | A 2 6 1 2 6 | 20
ThefPUPpF;oductijo?hper turn is eq:l;alﬂt]o tth(e2 baseI ftliel) 200 | B 4 | 12 ] 2 4 | 12| 40
or PP's, and they can store 3x that. (2 per letter
MD require PU equlelI}/to the base productior? ofa PP ggg g g ;i 2 g ;2 gg
of the same rating.
JD require 3x the base production of a PP of the 1000 E | 10 | 30 | 5 10 | 30 | 100
same rating 1200 F [ 12 [ 36 | 6 | 12 | 36 | 120
Turret Pulse Lasers cost 1PU/shot 1400) G | 14 | 42 | 7 | 14 | 42 | 140
Turret Beam Lasers cost 2PU/shot 1600 H | 16 | 48 | 8 16 | 48 | 160
Turret PAs cost 3PU/Shot 1800 J 18 | 54 | 9 18 | 54 | 180
Basic operation costs 1PU/1000Td. 2000 K 20 60 10 20 60 200
Crew 2200 L 22 | 66 1 22 66 | 220
MComputer Model to TL for all crew calculations) 2400f M [ 24 |72 12 ) 24 )72 | 240
Command: Crew/TL (excl. Adm & Cmd) | 26001 N | 26 | 78 | 13 | 26 | 78 | 260
Pilot: 1, 2 if military or >1000Td 2800 P | 28 | 84 | 14 | 28 | 84 | 280
Navigator: 1 if 200Td+ 3000 Q | 30 | 90 | 15 | 30 | 90 | 300
Engineers: Td Drives/(3xTL) 1 32000 R | 32 | 96 | 16 | 32 | 96 | 320
Gunners: 1 per turret, 2 per Bbt 3400 s [ 34 [102] 17 | 34 [ 102 | 340
Medic: 1/(10°TL) pass 1 3600| T | 36 | 108 | 18 | 36 | 108 | 360
f‘ﬂt;‘a’f"g y /'E'TP(%(')\;'FY 107 3800 U | 38 | 114 | 19 | 38 | 114 | 380
Admin: 1/(TL*2) crew (excl. Cmd) | 40001 V| 40 | 120 | 20 | 40 ] 120 | 400
4200| W 42 | 126 | 21 42 | 126 | 420
4400| X 44 | 132 | 22 44 | 132 | 440
4600 | Y 46 | 138 | 23 | 46 | 138 | 460
4800 Z 48 | 144 | 24 | 48 | 144 | 480
5000 AA | 50 | 150 | 25 50 | 150 | 500
5200| AB | 52 | 156 | 26 | 52 | 156 | 520
5400| AC | 54 | 162 | 27 54 | 162 | 540
5600 | AD | 56 | 168 | 28 56 | 168 | 560
5800| AE | 58 | 174 | 29 58 | 174 | 580
6000| AF | 60 | 180 | 30 | 60 | 180 | 600
6200 AG | 62 | 186 | 31 62 | 186 | 620
6400| AH | 64 | 192 | 32 64 | 192 | 640
6600 AJ | 66 | 198 | 33 | 66 | 198 | 660
6800 | AK | 68 | 204 | 34 68 | 204 | 680
7000 AL | 70 | 210 | 35 70 | 210 | 700
72001 AM | 72 | 216 | 36 72 | 216 | 720
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JD MD9 MD11 MD13 MD15 FuPP9 FuPP11 FuPP13 | FuPP15
RMD7 RMD9 RMD11 %2 FIPP7 | 2FIPP9 | "2FIPP11 | "2FIPP9
To (MCR| To |MCR| TD |[MCR| TD |MCR| TD |MCR| TD |[MCR| TD |[MCR| TD [MCR| TD |MCR
A1 |10 |24 3 2 | 4 |16| 5 [12] 6 5 | 7 4 8 [35] 9 3 (10
B |15 20 |36 | 6 3 8 (24|10 18|12 | 9 |14 | 7 |16 | 6 |18 | 5 | 20
Cl2 |36 |9 5|12 4 |15 3 |18 | 13 | 21 |10 | 24 |85 |27 | 7 | 30
D | 25|40 |84 |12 | 7 |16 (56| 20 (42| 24 | 17 | 28 | 13 | 32 | 11 [ 36 | 9 | 40
E |30 |50 |108| 15 9 | 20 [72| 25 |54 |30 | 21 | 35| 16 | 40 |13.5| 45 | 11 | 50
F |3 |60 |132| 18 | 11 | 24 | 88 | 30 | 66 | 36 | 25 | 42 [ 19 | 48 | 16 | 54 | 13 | 60
G |40 | 70 |156| 21 | 13 | 28 |104| 35 (78 | 42 | 29 | 49 | 22 | 56 |185| 63 | 15 | 70
H |45 |80 |18 |24 |15 |32 (12|40 | 9 | 48 | 33 | 56 | 25 | 64 | 21 | 72 | 17 | 80
J | 50 | 90 |204| 27 | 17 | 36 [13.6| 45 |10.2| 54 | 37 | 63 | 28 | 72 |23.5| 81 | 19 | 90
K | 55 (100 )22.8| 30 | 19 | 40 (152| 50 |11.4| 60 | 41 | 70 | 31 | 80 | 26 | 90 | 21 | 100
L | 60 |10]252| 33 | 21 | 44 |16.8| 55 |126| 66 | 45 | 77 | 34 | 88 [28.5| 99 | 23 | 110
M | 65 |120|276| 36 | 23 | 48 |18.4| 60 |13.8| 72 | 49 | 84 [ 37 | 96 | 31 | 108 | 25 | 120
N |70 {130] 30 | 39 | 25 | 52 [ 20 | 65 | 15 | 78 | 53 | 91 | 40 | 104 |33.5| 117 | 27 | 130
P | 75 (140 |324| 42 | 27 | 56 [21.6| 70 |16.2| 84 | 57 | 98 | 43 | 112 | 36 | 126 | 29 | 140
Q | 80 [ 150 |34.8| 45 | 29 | 60 (23.2| 75 [(17.4| 90 | 61 |105| 46 | 120 [ 38.5| 135 | 31 | 150
R | 8 [160|37.2| 48 | 31 | 64 (24.8| 80 |18.6| 96 | 65 | 112 | 49 | 128 | 41 | 144 | 33 | 160
S | 90 {170 |39.6| 51 | 33 | 68 [26.4| 85 |19.8|102 | 69 | 119 | 52 | 136 |43.5| 153 | 35 | 170
T |95 (180| 42 | 54 | 35 | 72 | 28 | 90 | 21 | 108 | 73 | 126 | 55 (144 | 46 | 162 | 37 | 180
U | 100|190 |44.4| 57 | 37 | 76 (29.6| 95 |22.2| 114 | 77 | 133 | 58 | 152 |48.5| 171 | 39 | 190
V | 105|200 |46.8| 60 | 39 | 80 |31.2|100 (234|120 | 81 | 140 | 61 | 160 | 51 | 180 | 41 | 200
W | 110|210 |49.2| 63 | 41 | 84 |32.8|105|24.6|126 | 85 | 147 | 64 | 168 [53.5| 189 | 43 | 210
X | 115|220 |51.6| 66 | 43 | 88 |34.4| 110 (258|132 | 89 | 154 | 67 | 176 | 56 | 198 | 45 | 220
Y |120 230 | 54 | 69 | 45 | 92 | 36 (115 27 | 138 | 93 | 161 | 70 | 184 | 58.5| 207 | 47 | 230
Z | 125|240 |56.4| 72 | 47 | 96 (37.6| 120 |28.2| 144 | 97 | 168 | 73 | 192 | 61 | 216 | 49 | 240
AA | 130 | 250 | 58.8| 75 | 49 | 100 | 39.2 | 125 |29.4| 150 | 101 | 175 | 76 | 200 [ 63.5| 225 | 51 | 250
AB | 135|260 | 61.2| 78 | 51 | 104 | 40.8 | 130 | 30.6 | 156 | 105 | 182 [ 79 | 208 | 66 | 234 | 53 | 260
AC | 140 | 270 | 63.6 | 81 | 53 | 108 | 42.4| 135 |31.8| 162 | 109 | 189 | 82 | 216 [68.5| 243 | 55 | 270
AD | 145|280 | 66 | 84 | 55 | 112 | 44 [ 140 | 33 (168 | 113 | 196 | 85 | 224 | 71 | 252 | 57 | 280
AE | 150 | 290 | 68.4 | 87 | 57 | 116 |45.6 | 145 [34.2| 174 | 117 | 203 | 88 | 232 | 73.5| 261 | 59 | 290
AF | 155|300 | 70.8| 90 | 59 | 120 (47.2| 150 | 35.4 | 180 | 121 | 210 | 91 (240 | 76 | 270 | 61 | 300
AG | 160 | 310 | 73.2| 93 | 61 | 124 [ 48.8| 155 | 36.6 | 186 | 125 | 217 | 94 | 248 | 78.5| 279 | 63 | 310
AH | 165|320 | 75.6| 96 | 63 | 128 | 50.4 | 160 | 37.8 | 192 | 129 | 224 | 97 | 256 | 81 | 288 | 65 | 320
AJ | 170 (330 | 78 | 99 | 65 | 132 | 52 | 165 | 39 | 198 | 133 | 231 | 100 | 264 | 83.5| 297 | 67 | 330
AK | 175|340 | 80.4 | 102 | 67 | 136 | 53.6 | 170 | 40.2 | 204 | 137 | 238 | 103 | 272 | 86 | 306 | 69 | 340
AL | 180 | 350 | 82.8| 105 | 69 | 140 | 55.2| 175 |41.4| 210 | 141 | 245 | 106 | 280 | 88.5| 315 | 71 | 350
AM | 185 | 360 | 85.2| 108 | 71 | 144 [ 56.8 | 180 | 42.6 | 216 | 145 | 252 | 109 | 288 | 91 | 324 | 73 | 360
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TURRET SLOT WEAPONS
WEAPON TL | OPTIMUM RANGE DAMAGE AF DICE Ammo  |CosT(MCR.) PU
Pulse Laser 7 Short 1d6 2 PU 0.5 1
Beam Laser 7 Medium 1d6 0 PU 1 2
Particle Beam 8 Long 3d6 + crew hit 0 PU 4 3
Missile Rack 6 Special by missile 0 1 + mag 0.75 0
Sandcaster 7 Special Special 0.25 0 1+mag 0.25 0
BARBETTE WEAPONS
WEAPON TL | OPTIMUM RANGE DAMAGE AF DicE Ammo  |CosT (MCR.) PU
Pulse Laser 7 Short 2d6 2 PU 0.5 3
Beam Laser 7 Medium 2d6 0 PU 1 6
Particle Beam 8 Long 4d6 + crew hit 0 PU 4 12
Missile 6 Special by 3 Missile Flight 0 20 flights
Heavy Missile 9 Special by missile 0 1+Mag 0.75 0
Railgun 9 Short 3d6 0 20 0.25 0
50 ToN BAYS
WEAPON TL | OPTIMUM RANGE DAMAGE AF DICE Ammo  |CosT(MCR.) PU
Missile Bank 6 Special 12 Missile Flight 0 20 flights 12 0
Particle Beam 8 Long 6d6 + 2 crew hits 0 PU 20 40
Fusion Gun 12 Medium 5d6 0 PU 8 50
Meson Gun 1 Long 5d6 + crew hit 0 PU 50 50
Meson Flicker 13 Long 1d6+ crew hits 4 PU 80 50
Heavy Missile 9 Special by 3 missile flight 0 6 flights 12 0
Railgun Bay 9 Short 3d6 8 200 30 20
Ortillery Railgun 9 Short 8d6 0 50 30 20
100 TON BAYS
WEAPON TL | OPTIMUM RANGE DAMAGE AF DICE Ammo  |CosT(MCR.) PU
Large Meson Flicker | 13 Long 2d6 +1 crew hits 4 PU 160 100
Heavy Missile Bay 9 Special By 6 missile flight 0 6 flights 24 0
Large Railgun Bay 9 Short 3d6 12 400 60 40
| Large Ortillery Railgun| 9 Short 12d6 0 50 60 40
MISSILES
TYPE TL | AccEL & ENDUR DAMAGE AF DICE | TONSEA CosT KCR
Standard 6 10G 10T 1d6 N/A 0.05 15 per 12
Nuclear 8 10G 10T 4d6 N/A 0.05 45 per 12
Long Range 9 15G 7T 1d6-1 N/A 0.05 30 per 12
Multi-warhead 7 8G 10T 1d6 hits 1d6-1 ea N/A 0.05 30 per 12
HEAvY MISSILES
TYPE TL | AcCEL & ENDUR DAMAGE AF DICE | TONSEA CosT KCR
Heavy Conventional | 7 10G 10T 4d6 N/A 2.5 5ea
Heavy Nuclear 7 10G 10T 6d6 + Crew hit N/A 2.5 15 ea
Bomb-Pumped Laser | 9 10G 10T 6d6 Laser N/A 2.5 18 ea
Ortillery 9 1G 2T 8d6 N/A 2.5 12 ea




Appendix 2 - Revised Ship Design Tables

FITTINGS
EXTERNAL SYSTEMS
SYSTEM TL | TONNAGE MCR NOTES
Breaching Tube | 10 3 tons 3 DM+1 to board if not aiming for Airlock
Docking Clamp 8 |[3%Capacity| 0.5*Td [Clamped vessel carried externally, can be jumped with at
reduced performance
Grappling Arm 8 2 1 250m remote manipulator arm system
Rad Shielding
HuLL MODIFICATIONS SYSTEMS
SYSTEM TL | TONNAGE MCR NOTES
Aerodyne 7 | 5% of ship | 0.01*HullTD [DM+2 Piloting in Atmosphere, aerodynamic lift.
Distributed Hull 0 -10% Hull Ship may not enter atmosphere nor land.
Fuel Scoops 8 0 1 Allows skimming fuel
Heat Shielding 7 0 0.1*HullTd [Non-powered Reentry Easy, 10-60 min
Self-Sealing Hull | 9 0 0.01*HullTd jprevents decompression
Stealth Coat 11 0 0.1*HullTd [DM-4 to be detected by Radar/Lidar
Streamlined Hull | 7 0 +10% Hull [Ship may enter atmosphere reliably
Auxiliary Drives
SYSTEM TL | TONNAGE MCR NOTES
Solar Panels 8 2*PU 0.2PU  (Generates power when NSpace, & <0.1G thrust. Huge
isurface area; approximately 1000m? per PU
Solar Sail 8 5% 0.1*HullTD [0.01G, Huge surface area; 1km? per td of sail.
Reaction MD 7 | See Tables | See Tables |urns 2.5% hull per G-hour.
Emergency Power | 9 10% 10% +4 PU/step, can be drawn on after plant out but not
destroyed.
Power Storage 7 0.3*PU 0.1*PU__ |Additional PU storage.
Fission PP 7 | See Tables | See Tables [Fuel is per year in fissionables; Higher TL's smaller
Fuel Purification 9 1 0.05 rocess 20Td fuel per day
INTERNAL
SYSTEM TL | TONNAGE MCR NOTES
Armory 10 2 0.5 1 per 50 crew, marines count 5 crew each.
Briefing room 8 4 0.5 DM+1 tactics
Hangar 8 | 1.3xCraft | 0.2*tons [Repairs allowed on subcraft.
Laboratory 12 4 1 1 scientist, 1 field
Launch Tube 25x Craft Td launch 10 per 6m turn. (instead of 1 per 30min)
Library 8 4 4 Extra training in jump. § pers. may take 1 week per jump.
Vault 14 12 6 6Td capacity, 4HP, 4 SP.
INTERNAL - HABITATION
SYSTEM TL | TONNAGE MCR NOTES
Stateroom 8 4 0.5 quarters for 1-2 persons
Long Term Life Sup.| 8 20 2 provides indefinite LS (food, air, water) for 1 person by
hydroponics and aeroponics.
Luxuries 8 1 0.1 Counts as 1 level steward skill (2 HP or 5MP)
Low Berth 9 0.5 0.05 1 person capacity
Emergency LB 9 1 0.1 4 person capacity.




Appendix 2 - Revised Ship Design Tables

SENSORS
SYSTEM CoDE| TL | TONNAGE| MCR DM INCLUDES
Standard Std | 8 0 0 DM-4  Radar, Lidar, Visual
Basic Civil BCiv| 9 1 0.05 DM-2  |Std+ Thermal
Basic Milspec BMil| 10 2 1 DM+0  BscCiv+ Jammer
Advanced Milspec AMil| 11 3 2 DM+1  BscMil+ Densitometer
Very Advanced Milspec  [VAMil| 12 5 4 DM+2  |Adv+ NAS
Survey Svy | 12 10 10 DM+1 |Adv + Drones, etc, Faster survey
Counter—Measure CM |13 7 6 DM+4  |Adv
Military Counter-Measure |MCM| 15 20 25 DM+6 |Adv
SENSOR UPGRADES
SYSTEM TL | TONNAGE| MCR DM NOTES
Improved Signal Processing | ISP | 11 +1 4 |Add'| DM+2 [+1 range band (ex. NAS), x2 Jamming
Enhanced Signal Processing | ESP | 13 +2 8 |Add'l DM+4 +2 Range band (ex NAS)
Distributed Array DstA| 11 x3 x3 Min 5000Td Hull; increased ranges
Extended Array ExA| 11 x3 x3 Increased ranges, +2 to be detected.
Armor Table
Armor Type TL Max Protection Cost Notes
Titanium Steel 7 | Lowerof TLor9 | 2per5% 5%  |Armour does not need to be added in
Crystaliron 10 | Lowerof TLor13 | 4 per5% 20% [5% elements, but it must be added in
Bonded Superdense | 14 TL 6 per 5% 50% [whole armour point values. No Retrofit.
Reflec 10 3 3, takes 0% | 0.1/Td |No tonnage, max once, vs laser only
BRIDGE TYPES
SYSTEM TL | TONNAGE MCR | NOTES
Basic 6 | 2%, min10 |0.5 per 100TdNo DM's
Command 12 x2 x1.5 DM+1 Tactics and Initiative
Compact 8 X.75 x1 DM-1 all rolls
Detachable 10 x1.5 x1.5 0.1G Lifeboat mode. 2 weeks fuel, soft-landing capable
Hardened 12 x1 x1.25 1000 Rad protection, no EMP.
Holographic 13 x1 x1.25  DM+2 Initiative
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Drive | Eff | Gravitic M-Drive | Reaction M-Drive Fusion P-Plant  |Chemical P-Plant
Code Tonnage| MCr | Tonnage | MCr | Tonnage MCr |Tonnage| MCr
sA 20 0.5 1 0.25 0.5 1.2 3 2 1
sB 40 1 2 0.5 1 1.5 35 25 1.25
sC 60 1.5 3 0.75 1.5 1.8 4 3 1.5
sD 80 2 35 1 2 21 4.5 35 1.75
sE 100 25 4 1.25 25 2.4 5 4 2
sF 120 3 6 1.5 3 2.7 5.5 4.5 2.25
sG 140 3.5 8 1.75 3.5 3 6 5 2.5
sH 160 4 9 2 4 3.3 6.5 5.5 2.75
sJ 180 4.5 10 2.25 4.5 3.6 7 6 3
sK 200 5 1 25 5 3.9 7.5 6.5 3.25
sL 220 6 12 2.75 5.5 4.5 8 7 35
sM 240 7 14 3 6 5.1 9 7.5 3.75
sN 260 8 16 3.25 6.5 5.7 10 8 4
sP 280 9 18 3.5 7 6.3 12 8.5 4.25
sQ 300 10 20 3.75 7.5 6.9 14 9 4.5
sR 320 11 22 4 8 7.5 16 10 5
sS 340 12 24 4.5 9 8.1 18 11 5.5
sT 360 13 26 5 10 8.7 20 12 6
sU 380 14 28 5.5 11 9.3 22 13 6.5
sV 400 15 30 6 12 9.9 24 14 7
sW | 420 16 32 6.5 13 10.5 26 15 7.5
sX 440 17 34 7 14 1.1 28 16 8
sY 460 18 36 7.5 15 1.7 30 17 8.5
sZ 480 19 38 8 16 12.3 32 18 9
Tons| MCr Personal Ship Scale Ship Hulls Capital Ship Hulls

HP SP HP SP | Hull | MCr |HP/SP |Bridge|Hull Td| MCr |HP/SP |Bridge|Drives
10 | 1 2 4 0 1 100 2 2 5 2250 | 225 45 45 2
15 | 11 3 5 0 1 200 8 4 5 2500 | 250 50 50 2
20 | 1.2 4 6 0 1 300 12 6 6 2750 | 275 55 55 2
25 |125| 5 7 0 1 400 16 8 8 3000 | 250 50 60 2
30 | 1.3 6 8 0 1 500 32 10 10 | 3250 | 325 65 65 2
35 |135| 7 9 1 1 600 48 12 12 | 3500 | 350 70 70 2
40 | 1.4 8 10 1 1 700 64 14 14 | 4000 | 400 80 80 2
45 |1145| 9 10 1 1 800 80 16 16 | 4500 | 450 90 90 3
50 | 1.5 | 10 10 1 1 900 90 18 18 | 5000 | 500 | 100 | 100 3
55 | 155 | 11 1 1 1 1,000 | 100 20 20 | 5500 | 550 | 110 | 110 3
60 | 1.6 | 12 12 1 1 1,100 | 110 22 22 | 6000 | 600 | 120 | 120 3
65 | 1.65| 13 13 1 1 1,200 | 120 24 24 | 6500 | 650 | 130 | 130 4
70 | 1.7 | 14 14 1 1 1,300 | 130 26 26 | 7000 | 700 | 140 | 140 4
75 |1.75| 15 15 1 1 1,400 | 140 28 28 | 7500 | 750 | 150 | 150 4
80 | 1.8 | 16 16 1 1 1,500 | 150 30 30 [ 8000 | 800 | 160 | 160 4
85 | 1.85| 17 17 1 1 1,600 | 160 32 32 [ 8500 | 850 | 170 | 170 5
90 | 19 | 18 18 1 1 1,700 | 170 34 34 [ 9000 | 900 | 180 | 180 5
95 {195 | 19 19 1 1 1,800 | 180 36 36 [ 9500 | 950 | 190 | 190 5
100 | 2 20 20 2 2 2000 | 200 40 40 |10000 | 1000 | 200 | 200 5




A variation of £0.05 from table is allowed.

Some currencies are multiplied before conversion.

Appendix 3 - Currency Table
SP: A B c D E F
F 143 | 136 | 129 | 121 | 144 | 0.00
E 136 | 129 | 121 | 144 | 1.07 | 0.00
D 129 | 121 | 144 | 1.07 | 1.00 | 0.00
c 121 | 144 | 1.07 | 1.00 | 093 | 0.00
B 114 | 1.07 | 1.00 | 093 | 086 | 0.71
A 107 | 1.00 | 093 [ 086 | 079 [ 0.64
9 100 | 093 | 086 [ 079 | o071 [ 057
8 093 | 086 [ 079 | 071 | 064 | 050
7 086 [ 079 | 071 [ 064 | 057 | 043
6 000 | 071 | 064 | 057 | 050 | 0.29
5 000 | 064 [ 057 | 050 | 043 | 0.4
4 0.00 | 050 [ 043 | 036 | 029 | 0.00
3 0.00 | 000 [ 029 | 014 | 044 | 0.00
2 0.00 | 000 [ 014 | 007 | 000 | 0.00
1 0.00 | 000 [ 000 | 001 | 000 | 0.00
0 0.00 | 000 [ 000 | 000 | 000 | 0.00



Appendix W - Calculator

SP| S A H G L | TL PM [ MN | TmP
2 360r |8 X |2 0 0 0 0 0 - C
TD
|M
4 5 15 IMW N |1 -1 -4 0
?
§ 4 15 0 1 2 0 0 0 0 0 -1 0 C
10 |5 4 5 10 |10 |4 9
SP: A B c D E F
F 143 | 136 | 129 [ 121 | 144 | 0.00
E 136 | 129 | 121 [ 144 | 1.07 | 0.00
D 129 [ 121 | 144 [ 1.07 | 1.00 | 0.00
c 121 | 144 | 1.07 [ 1.00 | 093 | 0.00
B 114 | 1.07 | 1.00 | 093 | 086 | 0.71
A 1.07 | 1.00 | 093 [ 086 | 079 | 0.64
9 1.00 [ 093 | 086 [ 079 | 071 | 057
8 093 | 086 | 079 | 071 [ 064 | 0.50
7 086 | 079 | 071 | 064 [ 057 | 043
6 000 | 071 | 064 | 057 [ 050 | 0.29
5 0.00 | 064 | 057 | 050 [ 043 | 0.14
4 0.00 | 050 | 043 | 036 [ 029 | 0.00
3 0.00 | 000 | 029 | 014 [ 044 | 0.00
2 0.00 | 000 | 014 | 007 [ 0.00 | 0.00
1 0.00 | 000 | 000 | 001 [ 0.00 | 0.00
0 0.00 | 000 | 000 | 000 [ 000 | 0.00




Appendix X - Open Gaming License Notices

Open Content: Appendix 1,2,3, & X, all ship designs, all UNPs are designated open content.
Product Identity: All names, ship descriptions, system and world descriptions, are declared product identity, and are thus not open content.

Permission to reference: All ship names, system names, and world names may be referenced in other products provided that the associated UWPs, ship
designs, and other game statistics are not included, whether or not they are open content, and the work is released under the OGL.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc (‘Wizards'). All Rights
Reserved.

1. Definitions: (a)'Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b) Derivative
Material’ means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) ‘Distribute’ means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)'Open Game Content’ means the game
mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including translations
and derivative works under copyright law, but specifically excludes
Product Identity. (e) ‘Product Identity’ means product and product line
names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities
or effects, logos, symbols, or graphic designs; and any other
trademark or registered trademark clearly identified as Product identity
by the owner of the Product Identity, and which specifically excludes
the Open Game Content; (f) ‘Trademark’ means the logos, names,
mark, sign, motto, designs that are used by a Contributor to identify
itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) ‘Use’, ‘Used’ or ‘Using’
means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content. (h) ‘You’
or ‘Your’ means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to
or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use,
the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the

COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product |dentity. You agree not to indicate compatibility
or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorised version
of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive
the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

~

Traveller System Reference Document Copyright © 2008, Mongoose
Publishing.

High Guard System Reference Document Copyright © 2008, Mongoose
Publishing.

Traveller is © 2008 Mongoose Publishing. Traveller and related logos,
character, names, and distinctive likenesses thereof are trademarks of
Far Future Enterprises unless otherwise noted. All Rights Reserved.
Mongoose Publishing Ltd Authorized User.

Concordat Survey Results ©2010 William F. Hostman. Elistrial
Concordat is an unregistered Trademark of William F. Hostman.



