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INTRODUCTION

Space warships, whether commanded by
military officers or swashbuckling pirates, are a
defining element of space opera and indeed sci-
ence fiction. Intended as a tool kit for GMs who
wish to focus on this aspect of space roleplay-
ing, this book presents a complete fleet of eas-
ily customized warships, as well as outlining
how pirates and space navies might operate.
For GMs and players who want more tactical
options, these rules adapt the GURPS
Spaceships combat system into a hex-based
tactical combat game, allowing space battles to
be resolved with counters or miniatures.

About the Series

GURPS Spaceships 3: Warships and Space Pirates is one of several
books in the GURPS Spaceships series, which supports GURPS Space
campaigns by providing GMs with ready-to-use spacecraft descriptions

and rules. Each volume offers spacecraft descriptions and supplemen-
tary rules. This book doesn’t cover all warships — space fighters, carri-
ers, and troop ships are presented in a later volume.

The core book, GURPS Spaceships, is required to use this book.
GURPS Spaceships 2: Traders, Liners, and Transports will be useful.

ABOUT THE AUTHOR

David Pulver is a freelance writer and game designer based
in Victoria, British Columbia. He is the co-author of the
GURPS Basic Set, Fourth Edition and author of Transhuman
Space, GURPS Spaceships, and numerous other RPGs and
supplements.

PUBLICATION HISTORY

Some of the rules for tactical space combat are derived
from the space combat system written by David L. Pulver for
GURPS Traveller (which was adapted in GURPS Traveller:
Interstellar Wars).

The captain wants the biggest fleet in history if we're gonna end
this war. The way things are shaping up out there, it looks like he
just might get it.

— Commander Ivanova, Babylon 5

About GURPS

Steve Jackson Games is committed to full support of
GURPS players. Our address is SJ Games, P.0. Box 18957,
Austin, TX 78760. Please include a self-addressed, stamped
envelope (SASE) any time you write us! We can also be
reached by e-mail: info@sjgames.com. Resources include:

New supplements and adventures. GURPS continues to
grow — see what's new at www.sjgames.com/gurps.

e23. Our e-publishing division offers GURPS adven-
tures, play aids, and support in PDF form . . . digital copies
of our books, plus exclusive material available only on 23!
Just head over to e23.sjgames.com.

Pyramid (www.sjgames.com/pyramid). Our monthly
PDF magazine includes new rules and articles for GURPS,
systemless locations, adventures, and much more. Look for
each themed issue from e23!

Internet. Visit us on the World Wide Web at
www.sjgames.com for errata, updates, Q&A, and
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much more. To discuss GURPS with our staff and your
fellow gamers, visit our forums at forums.sjgames.com.
You can find the web page for GURPS Space-
ships 3: Warships and Space Pirates at
www.sjgames.com/gurps/books/spaceships/spaceships3.

Bibliographies. Many of our books have extensive bibli-
ographies, and we're putting them online — with links to let
you buy the resources that interest you! Go to each book’s
web page and look for the “Bibliography” link.

Errata. Everyone makes mistakes, including us - but we
do our best to fix our errors. Up-to-date errata pages for all
GURPS releases, including this book, are available on our
website - see above.

Rules and statistics in this book are specifically for the
GURPS Basic Set, Fourth Edition. Page references that
begin with B refer to that book, not this one.
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About the series, 3.

Accelerate action, 28.

Action during a turn, 26-28.

Admiral-class battleship, 9.

Advanced armor option, 35.

Adversary-class super dreadnought, 11.

Anson-class space patrol ship, 16.

Antimatter warheads damage, 32.

Antiparticle Beam Table, 38.

Azrael-class world killer, 23.

Ballistic attacks, 30-31; damage, 31;
modifiers, 31; phase, 28.

Ballistic impulses, 24, 30.

Battle stations, 21-23.

Battle-class frigate, 17.

Battleships, 8-11.

Beam Attack Rolls, 30.

Beam fire, 27-28, 30.

Beam weapon tables, 36-39.

Bearing and firing, 30.

Blockade (naval operation), 5.

Burn points (BP), 24, 36; calculating, 25, 29;
using, 28, 29.

Burns (movement), 28-29.

Capital ships, 8-11.

Captured ships, 7.

Cargo, stolen, 6.

Celestial bodies, 25, 33-34.

Change facing action, 28.

Characters blown out of ships, 32.

Citadel-class orbital fort, 22-23.

Collision warheads damage, 32.

Command tasks, 27, 34.

Commodities, 7.

Conventional warheads damage, 32.

Conventional gun ballistic impulses, 36.

Conversion, Disintegrator, Heat Ray, and
Laser Beam Table, 37.

Convoy escort (naval operation), 5.

Cossack-class patrol ship, 17-18.

Counters for representing action, see
Position Counters, Vector.

Crew tasks, 28.

Cruisers, 11-15.

Damage reduction option, 35.

Damage, 32.

Deep space patrols (naval operation), 5.

Deimos-class frigate, 16-17.

Destroyers, 11.

Detonations of warheads, 31, 32; see also
Missile Salvos.

Diameter of celestial bodies, typical, 33.

Diplomatic missions (naval operation), 5.

Direct fire gunnery tasks, 27-28.

Disintegrator Table, 37.

Docking actions, 29.

Dodge in combat, 30.

Dreadnoughts, 8-11.

Eclipse-class battle cruiser, 14-15.

INDEX

Economic maneuvering, 7.

Electromagnetic (EM) gun ballistic
impulses, 36.

Electronic counter-countermeasures
(ECCM) tasks, 35.

Electronic countermeasures (ECM) tasks,
35.

Electronics operation tasks, 27.

Empire-class dreadnought, 10-11.

Engineering tasks, 27.

Exercises (naval operation), 4.

Exploration (naval operation), 5.

Extended burns, 28.

Facing, changing, 28; of counters, 26.

Fenris-class robot battleship, 10.

Firing weapons, 29-31; bearing and, 29;
celestial bodies and, 34.

Fixed batteries, 29.

Fixed mounted weapons, 30.

Flag command tasks, 34-35.

Formations and spacecraft, 29.

Fractional thrust, 28.

Frigates, 16-19.

Ghost Particle and Particle Beam Table, 38.

Gibraltar-class battle station, 21.

Governments and piracy, 5.

Graser, UV Laser, and X-Ray Laser Table, 37.

Grav gun ballistic impulses, 36.

Graviton Beam Table, 39.

Gravity bands, 34; table, 34.

Gravity of celestial bodies, typical, 33.

Gravity, 33-34.

Greater survivability, 35.

G-thrust, 33, 34.

Gun fire phase, 27.

Gun Ballistic Impulse Table, 36.

Gun salvos, 29-31.

GURPS, 7; Basic Set, 3, 8, 24; Powers, 35;
Space, 3; Spaceships, 3, 8, 24-32;
Spaceships 2: Traders, Liners, and

Transports, 3, 19; Traveller, 3; Traveller:

Interstellar Wars, 3.
Havens for pirates, 5-6.
Heat Ray Table, 37.
Heroic speech (command task), 34.
Hex maps, see Maps.
Hex Scale Table, 24.
Hit location and damage, 32.
Tll-gotten gains, 6-7.
Importance of reputation, 7.
Income for pirates, 6-7.
Intelligence (naval operation), 5.
Interception (naval operation), 5.
Intrepid-class frontier cruiser, 15.
Invasion (naval operation), 5.
Landing on celestial bodies, 34.
Laser Beam Table, 37.
Launching, small craft, 28-29; weapons,
28-29.

INDEX

Law and pirates, 6.

Local space defense as objective, 4.

Loki-class corsair, 20.

Maneuvering, missile salvos, 29; spacecraft,
28-29.

Maps, 24, 25; removing counters from, 29,
31, 32; setup, 25-26, 28.

Mismatches in combat, 24.

Missile launch and maneuver phase, 27.

Missile performance tables, 34.

Missile salvos, 29-31.

Missile shield option, 35.

Movement, 28, 32.

Naval operations, 4-5.

Navigation tasks, 27.

Nuclear warheads damage, 32.

Orbital fortresses, 21-23.

Particle Beam Table, 38.

Patrol ships, 16-19.

Peacetime operations, 4-5.

Phases in combat rounds, 26-28.

Piloting tasks, 29.

Piracy, 5-6; havens, 5-6; sources of income,
6-7.

Pirate ships, 19-20.

Placement, celestial bodies, 25, 33; position
counters, 25-26, 28, 29; vector counters,
26, 28, 29, 32.

Plasma Beam Table, 39.

Point defense, 27, 29-31, 35.

Police patrols (naval operation), 4-5.

Position counters, 28-31, 33; placement,
25-26, 28, 29.

Power projection, 4.

Pre-battle turns, 26.

Privateer ships, 19-20.

Proximity detonations, 31.

Publication history, 3.

Q-ships, 19-20.

Ragnarok-class battleship, 8-9.

Raids, naval operation, 5; pirate operation, 7.

Ransoms, 7.

Rate of fire, 30.

Recovery actions, 29.

Refit and maintenance (naval operation), 4.

Refugee protection (naval operation), 5.

Relative velocity, 30, 31; calculating, 31,
damage and, 32; Ballistic Modifier Table,
31.

Rendezvous actions, 29.

Renegade-class corsair, 20.

Reputation of pirates, 7.

Salvo counters, 25, 29.

Scale Factor Table, 32.

Scale of combat factors, 24.

Sentinel-class space defense platform, 21-22.

Sequence of action, 26-28.

Seraphim-class frigate, 19.

Setup of map, 25-26.
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Shadowing (naval operation), 5.

Ships, captured, 7; ransomed, 7.

Slaves, 7.

Slavos, 27, 20-31; removing, 31.

Space control as objective, 4.

Space defense as objective, 4.

Space defense monitors and platforms,
21-23.

Space denial as objective, 4.

Space navies, 4-5.

Space Range Modifier Table, 30.

Space strategy (command task), 34.

Spacecraft counters, see Position Counters.

SPDs, 21-23.

Special rules for combat, 33-35.

Speech (command task), 34.

Spinal battery weapons, 30.

Squadron leadership (command task), 34.
Stacking counters, 26.

Stardrives in combat, 25.

Starting velocity, 24; calculating, 24-25.

Stolen cargo, 6.

Strategy (command task), 34.

Super Missile Tables, 36.

Survivability, greater, 35.

Sword-class heavy cruiser, 14.

Tactical engagement, 24-26.

Tactical maneuvering, 28-29.

Tactical space combat, 24-35.

Thrust rating (TR), 24; calculating, 25, 29,
33; gravity, 33-34; using, 28, 29.

Thrust, fractional, 28.

Tiger-class frigate, 18.

TL7-8 Missile Tables, 36.

TL9-12 Missile Tables, 36.

Tractor and Graviton Beam Table, 39.

Tractor beams in combat, 33.

Trinity-class heavy cruiser, 12.

Tsunami-class strike cruiser, 13.

Turns (movement), 28.

Turret batteries, 29.

Turrets in hull, 30.

Typical Gravity and Diameter Table, 33.

UV Laser Table, 37.

Vector, counters, 25, 26, 28, 29, 30, 31, 32,
33, 34; movement, 28, 32; placement of
counters, 26.

Velocity, 26, 30-32; see also Relative Velocity,
Starting Velocity.

Velocity, Thrust, and Burn Table, 25.

Victory-class space cruiser, 12-13.

Vixen-class patrol ship, 18-19.

Warden-class battle station, 22.

Warp missiles, 27, 29, 30, 32; range table, 36.

Wartime operations, 5.

Weapon tables, 35-39.

Weapons fire, 29-31.

World killers, 23.

X-Ray Laser Table, 37.

STUCK FOR AN ADVENTURE?
NO PROBLEM.

e23 sells high-quality game adventures
and supplements in PDF format.

@ Get complete sample adventures free for GURPS, In Nomine, and Traveller!

@ PDFs from the major players in online publishing: Ronin Arts, Ken Hite,

Atlas Games, and 01 Games.

® New gems from up-and-coming publishers, like Atomic Sock Monkey Press
and Expeditious Retreat Press.

@ Digital editions of out-of-print classics, from Orcslayer and the complete
run of ADQ to GURPS China and GURPS Ice Age.

@ Fully searchable files of GURPS Fourth Edition supplements.

® Original material for Transhuman Space and In Nomine, with new GURPS
supplements from Sean Punch, William Stoddard, David Pulver, and Phil Masters!

@ Buy it once, have it always. Download your purchases again whenever you need to.
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