'PART I: THE NATURAL LAWS

"My aim is o show that the celestial machine is to be likened not to a divine organism, insofar as nearly ail the manifold movemets
are carried out by means of a single, quite simple magnetic force." -

STAR SYSTEM GENERATION

with Stellar Systems and Planetary Research programs, explorers of distant worlds
can determine all manner of very pertinent information from up to {or possibiy over) a
light- year's distance. Such factors will greatly influence trave! within any stellar system
— possibly the entire course of events therein, and lend each system an individuality
above and beyond planetside. The stellar system readout sheet is designed to back up
the steflar system generation and maintenance rules. Blank copies may be distributed to
piayers when sensing begins (or the proper reference program is accessed), and filled in

as the data becomes known.

1.1 I
SYSTEM IDENTIFICATION

The information listed at the top of the
readout is used to focate the system entry
in the Reference program, and will usuatly
be known by the players before a2 more
detaiied study begins.

1.11 COORDINATES

The location in space of any stetiar
system can be quantified by use of the
Terran Goordinates Cods; a series of three
measurements denoting the stetar
primary’s position in all three dimensions,
relative to the Sol System's location in the
galaxy. The first is the star's distance {in
light-years) from Sol along the X axis
(running left to ripht on the Space Master
Star Map). Positive X coordinates lie to
the right [Galactic Rimward] of Sol, while
negative numbers are on the feft [Galactic
Coreward), in the same mannar: positive
numbers toward the top of the Star Map
[Galactic Spinward] and negative ones
toward the bottom [Galactic Antispin-
ward]. Finally, the third number measures
along the Z axis. Stars with positive Z
coordinates are located above the Star
Map {Galactic North] (toward the viewer),
and those with negative Z coordinates are
beiow it [Galactic South]. Therefore the
S{a; Map itself represents the piane
defined by all points for which Z = 0.

1.12 PROVINCES

Within the borders of the Terran
Empire, every system is part of a Province
or imperial territory. The Frontier is
divided into twenty-four Frontier Zones
{designated by the radial divisions around
the edges of the Star Map), and these, fike
the imperial Core, are subdivided into .
Sectors named by their most centrai star.
(For example: “F2:23/Matay Sector”, etc.)

1.13 FORM

Designates the central structure of the
system: Soiitary, Binary, Cluster, Black
Hole, etc. {Fill in after data is determined.)

1.2 I
STELLAR DATA

The information in this section of the
readout brings the star(s) within the
system into clearer perspective: some of
these procedures supply data which is
merely descriptive, while others are very
important spectroscopic calculations, the
values of which will definitely influence
travel to, from, and within the stellar
system, as well as the structure of the
system itself.

1.21 NAME/NUMBER

Toward Sol and the Inner Provinces,
stars by and large still retain the ancient
names given them by the astronomers and
sages of Prelmp. Terra, who divided the
night sky into constellations and ranked
the stars within each constelfation, from
the brightest to the dimmest, with letters
from the Greek aiphabet {i.e., Alpha '
Centauri, Deita Cassiopeiae, etc). Binary
stars, discovered much later, took the
names of their discoverers and/or refer-
ence numbers, ang variable stars received
capital letters and the name of the
constellation they belonged 0. These
doctrines of nomenclature, due largely to
convention, are still in use throughout the
Empire, although the constellations have
shifted somewhat and many new constel-
lations can be seen from Terra {thanks to
advances in astronomic technology}. On
the Frontier, stars often take the name of
the first Province to claim them, followed
by a reference number, or the first being
who discoverad and recorded their
presence. Different cultures will, of

Johannes Kepler, "The Harmonies of the World"

course, have difterent names for {and
methods of naming) stars. Five spaces
are provided on the Stellar System
Readout to accommodate a large cluster
on ane form, if such an arrangement
occurs.

1.22 CLASS AND TYPE

The spectral class {color and tempera-
ture) and stellar type (sequence) of any
star are determined as per the procedure
below. Two distinctions must be made,
however; first, although the temperature
rating of a star is indeed denoted by a digit
from zero to nine, a temperature rating of
Zero indicates the hottest stars within a
class, and nine indicates the coolest.
Secondly, due to the rather peculiar
manner in which stars burn up hydrogen
and stowly move from one sequence to
the next, there are no stars of spectral
class M or K which lie within the sub-giant
sequence. Therefore, if seven is roited for
any type M or K star (indicating a steilar
type IV}, ignore it and roll again.

Stetian Booy FrReQUENCY

Make one high open ended roll to
determine the star’s spectral class. Once
that is determined, rol} one percentile die
to determine the star's relative tempera-
ture rating within the spectrai class. In
this case, 0 is low and 9 is high.

1.23 BRIGHTNESS, RADIUS
AND MASS

Important steilar parameters used for
description and ‘astrogation, these
numbers will immediately be noted in any
stellar survey, and can be easily calculated
even from light-years away. All are stated
in terms of Sol.

THe HertzsprunG-RusseLL Diacram

The columns each denote a spectral
class, from temperature rating 0 to 9, The
hottest stars are on the left, coolest on the
right.

Each of the five curves denotes one of
the five stellar types. To locate a staron

{ the diagram, look down the appropriate

cotumn (the Jeft side for temp 0, the center
tor 4 or 5, etc) until the curve designating
the correct stellar type is reached.
Brightness is determined cn the left
side of the-diagram, by the horizontal
fines. _
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STELLAR BODY FREQUENCY CHART
Roll  Spectral Notes .

MASS-LUMINOSITY DIAGRAM
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the mass-leminosity diagram . The left — i R T—— L ——
side of the diagram s the same as its BRIGHTNESS

counterpart on the H-R diagram above.
Locate the point where the star's bright-
ness intersects the curve, and look down
to determine the steflar mass (in terms of
Sol).

1.24 GRAVITY WELL

it is important for pilots of hyperspace-

capable vehicles to realize the dangers of
entering (or exiting) hyperspace toc near
any object of such incredibie mass as a
star (for a better idea of these dangers,
see 8.21). The gravitational effect of such
a mass bends the fabric of space-time
around it in what is called a well (the weli-
knowi illustration of how this works
involves setting a heavy bali onto a
stretched elastic gridwork; the very axii by
which the grid is held together are
stretched into a hollow which holds the
ball.) The radius of any given gravity well
is usually measured in Astronomic Units
{1 AU = 150 million kilometers). The
astrogator of any hyperspace sourse
should determine the gravity well of the
nearest star, as well as the star nearest the
destination, before the journey begins.
The formulz is Routine (+30) for any
character with Astrogation skill, and is
based directly upen the stellar radius (as
determined above): G Well Radius = R x
3.74AU {therefore Sol’s gravity well has a
radius of 3.74AU).

100 Thousand

10 Thousand

1 Thousand

% Hundred

Ten X

50U

1/10th

1/100th

1/1000th

1/10.000th

1 Miion :




00000000000 0000000 00CORIPOOCISSO0OOCBOIOGOONOCOIOIOIDOIOINOIOSIOSOIOSTOONOSIOOIOSIOPSOSS
STELLAR SYSTEM READOUT PLANETARY READOQUT
i ' o Planet Name: [ 1
Coordinates:{_/_/ 1 Province:! | Form: [ I} [Primary: Primary Class: Primary Type:
STELLAR DATA |Descriptive Notes/Overview: '
Name/NumberClass{Type | B | R | M G-Well | Description :
jCircumference: Province: Port(s):
Satellites: Status: Denstty:
Orblta) Radlus: Population: Sravity:
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PLANETARY DATA Radiation: | Voicanism: iMeteor Infal:
# |Name[ORjTypelClrc D] G E | Day}Ivr jAtmos|Hydro | Ciim | Bio Notes:
_ HISTORY
Dlscovery:
Notes:
OPERATIONS
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1.25 DESCRIPTION

This is a simple verbal clarification of
factors already determined to aid the GM
in describing what the star looks like
(many players won't understand “F2 V"),
The description is always in two paris.
First, the star's color is getermined by the
spectral class, as shown on the chart.
Nofe: spectral class and temperature
ratings are listed here from hottest to
coolest. The ages-old mnemonic for the
order of class codes is “Oh Be A Fine Girl,
Kiss Me Now Sweetheart.”)

The second half of the the stellar
description is the star's sequence, which
is indicated by its type code. The se-
quence tefis us how large and how old the
star is, for as stars get oider (burning off
more and more hydrogen and converting it
to helium), they go through distinct
physical stages which progress from the
original (“main”) sequence to the “super-
piant” sequence. This process takes
millions of years, and generally ends with
the nearly burnt-out star becoming a
“dwarf” {the brightness, radius and mass
of a dwarf star wilt be from one to 100
times less than those of a type V star of
the same class). For a listing of the stellar
sequences in order of appearance and
their relation to the stellar type codes, see
Determining Steflar Type below. '

DeverminnG STELLAR TYPE

Once the spectral class of the primary
has been determined, fing the stellar type
by rolling one percentile die:

STELLAR TYPE CHART

Roll | Result

1-6 | (V) Main seguence star
7 | v} Sub-giont

8 | dn Glant

@ [ dn Bright

10 | O Super-giant

SPECTRAL CLASS CHART

N ‘Deep (temp oy
.Dimred ¢ 4%

F | white; from bluish (temp 0) to yellowish (femp 9}
G | Yellow: from whitish (temp 0) to orangish (temp ¢
K | Orange; from yellowish (ternp 0) o reddish (Ternp 9)

. Bright red:; ToWdrd orangé at the he oETAD

SYSTEM DATA

This section of the stellar system
readout deals with the physical structure
of the system as a whole. Stellar systems
in general follow few rules of structure; it
is recommended that the GM play with the
various possibilities in each of these
subsections as desired.

1.31 NATURAL SATELLITE
DETERMINATION

Performed utilizing the charts Natural
Sateliite Determination and Satellite
Type below.

NaTyRAL SATELLITE DETERMINATION

Find the spectral class along the top of

-| the chart and then roll to find the natural

satellite grouping and number;

firmnary’s

Closs Class Roll

1.3 I

COMPANION STAR CLASS MODIFIER CHART
P Maodifier To i

If a Companion Star is indicated, use
the Companion Star Ciass Modifier and
Companion Star Type Modifier Charts t
determine modifiers to the companion's
class and type rolls. Primary stars
{around which the Companions orbit) of
Class O through G may possess planetar
satellites in addition to Companion Stars
For such systems, note the presence of
the companion, and reroll on the Natural
Satellite Grouping table for the possibilit
of planets {dividing the roll by two). If
planets are indicated in such a system, ti
orbit of the Companion Star is likely to b
very near the primary (well within the
orbital radius of the first planet). To
determine whether this is the case, roll
1010, 1f the result is equal to or lower
than the primary's type code, the Compa
ion is near {i.e., for a primary of class |V
[subgiant], a rofl of four or lower indicat
a near Companion).

Hottest Companion
Class Allowable

L
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ciass S.

Notes: An adjusted total of -25 to 0 indicates a companion of class N. Below -25 =

NATURAL SATELLITE DETERMINATION

.| Salelite Grouping Spectral Class
T 8§ = N M K G - A B -0
None 01-95 0195 0175 01-50 0120 0120 0125 01-35 01-45
29210 satelites - 296100 7695 5170 21-75 2180 - 2670 3664 4654
1-10 satellites (oII unlnhc:bitoble) %~100 — e e — — 71-95 6595 5595
5312 satelites | =il = = 7195 7695 8195 — — -
Companion Star {roll for Type) —  — 9600 9600 9600 9500 9600 9600 9600
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For rock planets and smail gas giants
{those with a circumference exponent of
4), multiply the orbit number by ten. This
is the percentage chance that the planet
possesses & moon {roll this nugnper.or
jower on 1D100). 1f the moon i§ indicated,
another may be present. Divide the
original percentage chance by two, _ar_ld
rolf again. This may continue indefinitely
(with the percentage chance being halved
each successive rolt), as lang as the rolls
are “successful,” but ceases as s0on as
the roll exceeds the number needed.

For all other gas giants, multiply the
planet’s Base Gircumference {disregarding
its exponential factor of ten} by 5 and
round to the nearest. This is the maxi-
mum number of moons which that pianet
may possess. Roll 1D10 open-ended -
(note: this may result in a negative
number), and add the result to the planet’s
orhit number.

— {f the total is zero or less, the planet
possesses no moofs. If the total is
between 1 and the maximum, that total
is the number of moons present.

— i the tota exceeds the maximum, the
maximum number of moons are
present.

In addition to moons {or fack of them),
any planet may also possess rings. The
planet’s orbit number times the number of
moons present {or 1, whichever is greater)
equals the percentage chance of rings
being present. The nature and complexity
of the rings is left up to the GM to decide,
tut in general, the greater the gravity of
the planet, the larger and more compiex
the rings'will be. Proximity to an asteriod
belt also increases the chances of a ring
system.

The number of moons and existence of

fings should be recorded on the planetary
readout under “satellites.”

3.1 N

RANDOM RACIAL/
CULTURAL GENERATION

The task of populating so vast an area
as the Empire may sesm a daunting one,
and justly so — there are several hundred
stars on the Star Maps, and these consti-
tute oniy the most significant stellar
systems (either tor astrographic and/or
political reasons). Many of these systems
will possess native or immtigrant lifeforms,
some of them sentient. Each of the Royai
Houses {there were twenty-seven of these
as of the Empire’s consecration) is
considered to possess a culture of its own
unique type, cften descended from one or
more old Earth cultures. On the Frontier,
over a hundred esser Clans and dozens of
independent groups can be found, each
{again) possessing its own culture, and
possibly constituting a race unto itself.
Add to this any truly alien races you wish
to include in the Campaign (depending on
your personal taste) and the immensity of
the chore becomes almost staggering —
how can you possibly do it all?

The answer, commen to all forms of
adventure fiction, is that you don’t do it all
— you create in detail the races and
cuttures which your players will pe dealing
with most often (Any of the Space Master
Campaign Modules contain races which
were specially designed for this purpose),
and you toss in additional races as the
Campaign progresses and the Players
move further from the Campaign’s
“starting point”. New races can be added
(or implied) at any point along the way.

N
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ENCOUNTER GENERATION

Such areas as Deepspace Outstations,
Cantinas, Spacefaring Ports, etc provide
ideat backgrounds for the introduction of
colorful and exotic beings, many of which
might be played “by ear” — totally
improvised (of course, it is unwise to deal
50 arbitrarily when the race in question
plays a major part in the Adventure at
hand). As the Campaign goss on, take
some time to flesh these ideas out —
these originally scant or “two-dimen-
sional” personae may just provide the core
ideas behind a new culture. You should
try o stay 2 bit ahead of your Players
{obviously), but this does not mean that
you must popuiate the entire Empire
before you let them run around in it —
just try to keep a few new races/cultures/
environments “on reserve” at any given
time. Take ideas from your favorite SF
bocks and films, develop your own
fantastic concepts — the Space Master
system is designed for just this sort of
{lexibitity and creativity.

The foliowing system was designed to
serve as a “springboard” for such new
races and cultures. Each column details a
significant cultural aspect, and the
columns are rolled on in order from feft to
right. (1 D100 is used in alt cases. The
roll is usually modified, and is always
Closed-Ended unless otherwise stated.) By
following the procedures denoted below
and applying a bit of imagination, all
manner of diverse (and not-so-diverse)
societies may be created.

Note: Results obtained form the Random
Racial Genaration Chart were never
intended o serve as anyihing but
prompts for the imagination — if 2 roll
doesn’t make sense, or you come up with
& befter idea, then by ali means ignore
the chart! This is especially true when the
race in question will probably play an
important role in the Campaign — such
“keystones” should never be created by
completely arbitrary means.




RANDOM RACIAL GENERATION CHART

Roll Basic Type Raciet Origin - Kinship Structure Values Polit. Structure

Upto O Known humanoid Imperial colonists/ Mates only; young Warfare/physical None; anarchy and
race secessionists/ are born viable or dominatior/geno- chaos/collapsed

subjugates raised in unusual cide government/total
{-15) {-8) style ; (-20) opportunism

01-30 Known transhuman Provincial colon- Nuclear family: Possession of land/ Theocracy
of replicant ists/secassionists/ 1-5=patemal planetsfterritary
race subjugates 6-S=maternal

C(-10) (-5) | oO=bothvother {(-10)
31-60 Known alien race Criminals/exiles/ Extended family: Trade/profit/ Dictatorship/
renggades 1-4=patemnal passession of valu- maonarchy/
5-8=matemnal able merchandise police state
(+80} -2) 9-0=both/other -5}

61-70 Unknown humanoid Secessionists from lLarge commune: Specific tech Representative

race the T.F.D. 1-5=indust/economic figld/industry democracy
. 6-8=religious {production}
{-10} (-1 9-0=other (+5)

71-75 Unknown trans- Cryo-sieep Clubs/societies/ Specific scientific Republic/
human or colonists (pre- guikis (special field (research commonwealth
replicant race recession) interest groups) and development)

(-8) (-2) (+10)

76-80 Unknown mutation: Human/xeno-human Small commune/band: Artistic Feodality
add 16 special interbreading 1-8=indust/economic expression/ _
abilities to 6-8~religious impression _
known race (-10) {-5) 6-O=varies/other (+20)

81-80 Unknown hominoid Known alien race Mixed; at least 2 Eclectic/erratic/ Qligarchy:
variant"bumanimal” levals of approx. diverse 1-7=landlabor
race aqual significance 8-8x=theocrats
(+60) {OE) {+0) O=other

91100 Unknown alien Lesser lifeform on 2 *Hemicultures® Religion/ Bureaucracy
race homeworid {ma'efemale; philosophy {multiple

good/evil; etc) oligarchies)
{+80) {OE) {varies®)

101-110 Unknown non- Race of ancients - Entire society Distribution of Actual/Platonic
hydrocarbon- {absolute socialism information/ demoacracy
based race or hivemind); don't resources/services
(+80) (OE) roll palit. (+30)

111 wp Unknown/advanced Lnknown alien Varies; absolute Beyond human Nil; anarchy and
beyond needing race flexibility and/or understanding peace
physical bodies _ independence
{+80) (OE) {CE +0)

Mods: Inner prov.: -50 Automatic -50 {Qrigin column) QE OE
Frontier: -5 +LY from Sol {Values column)
Backnet: OE {type column)}




RANDOM RACIAL GENERATION CHART .

Language

Tech/Scl Level Worship Xenc Acceptance Prohlems Roll
Diff levet = +0 Anglaman (terran None; no real Sheer folly; total Military/diplomat- UptoD
rank = 5 pis standard) or den- religious concept _xenophobia {poss- ic ctashe; with
misc.med = +30 vative - ibly due to past neighboring race/
: expariences) province
Ditl.jevel = +0 Diatect/derivative Animism; most/ait Extremely hard; Need resource(s): 0t-30
rank = 5 Dts of old earth objects considered may have had bad 1-3= foodiwater
misc.mod = +0 language {most pro- alive o some experiences with 4-7= tuel
vincial tengues) degree outsiders belore 8-0= other
Difl. jevel = +0 Fusion of 2 or mera Animism; all living Very hard; cultural Pollution of 31-38
rank « 5 pts oid earth deriv- beings considered doctrine may in- homeworkd
misc.mod = -20 atives to posses souls clude wamings territorial
against outskiars possessions
Ditf lovel = +0 "Designed” Pantheon; group of Hard; cultural Pestitence/plague/ 61-70
rank = 5 pts language deities, each the leanings toward diseaseflack of
misc.mod = -30 *patron” of some isolabionism immunityAolsrance
aspect/act/sphere to microba(s)
Ditf jeval = +1 Highly specific on Bithelsm; two dia- Medium,; curiosity Resist changs, 71-75
rark = 4 pis some lopics; very metrically opposed is batanced by tlinging to ola
misc.mod = +C ineftective on deities caution or mikd ways/ntualts/
others distrust lifestyles
Diflavel = +1 Extremaly hard for Monotheism; all naturd  Light; very curlous Have lost system;f 76-80
rank = 5 pts most horninoids to regarded as work ot but somewhat planetsAemitory 2 - -
misc.mod = +0 speak {physically} one god or creative wary of outsiders to neighboring
torce ' race/province
Dif.ieval ='+1 Sentenceiconcept Certain person(s): Easy; some dealingg Irternal moral/ 81.90
rank = 5 pis structures are 1-7=past with aliens/xeno- ethical/religious
misc.mod = -50 extremealy hard for 8-9mpresent hurmans have gcour- differences cause
: most hominpids O=futute ed before friction
Dift level = +2 "Siient” language Specific attainable Routine; aliens and ldealistic view 51-100
rank = 5 pts vsing double mean- states of being or xenchumans dealt prevents true
misc.mod = -10 ings andor body CONSGOLSNAsS with on a regular ohjactivity
’ movemants basis
Dif.level = +3 Constant or near Each individual Easy il studying Taken advamtage 101-110
rank = 4 pis constant commun- considered godhead newly discovered ofloppressedien-
misc.mod = +0 ication via extracr- race; otherwise staved by other
dinary means very hard race/culture
:&dvancad beyond Utilizes means of Beyond human Total; alien/xeno- Misunderstood/ 11t up
imperial standard; communication understanding human contact is misrepresented by .
oxact capabilities beyond normal actively sought other races
datermined by GM human capabilities
Miervunknown: OF Automatic -50 {Origin column) Frontier: +5 (Valuas column) Mods
Royal famity: -5 +LY from sol ' Backnet: +10
Minor clan: +10 {Crigin column) (Values column)
Renegades: +15
*Rich® world: -10




Each column of the chart is dealt with,
in order, below:

Baslc Type: This broad classification gives |

a rough idea as to the race’s biological/
physical “group”, and tells wether or not
the raciat group is “known” (that is, known
to the Empire). “Known" races use the
Stat Mods and other data which appears
on the Racial Statistics Chart and the
Healing Ratas Chart (or will require such
information to be created by the GM).
Unknown races (if desired) must be
created by the GM — if no ideas are
forthcoming, try progressing through the
columns — perhaps something will gel,
Modifiers to the basic type roil depend
upon the general location of the race’s
HomeWorld, and the rolt is Open-ended if
the HomeWorld is in the Backnet of
unexplored space. Note the “TYPE Result
Mod" in the corner — it will be used later,

Racial Origin: Throughout 1he history of
Humankind, there have been various
waves of colonization and expansion
interspersed with periods of regression
and relative barbarism. Manry groups,
human and otherwise, have forged their
own way; countless others have been sent
hopelessly skittering down 2 rocky road of
evolution, The Racial Origin of a group
will help determine that group's outlook.
The roll is modified by an automatic -50,
and the distance {in LY) form the Home-
World to Sol {roughly — no need for
intense calculations here) is added. The
roll is also modified by the “TYPE Result
Mod” (lower-right corner, in parentheses)
ebtained from the BASIC TYPE rolt.
Kinship Structure: This classification
serves o indicate the ievel of spciety at
which the most important interpersonal
honds/struggles/relationships are formed.
The roHl is modified by the ORIGIN Resuit
Med (lower-right corner of the Racial
Origin roll}. If this Mod was an “0E", the
KINSHIP roll is made Open-ended.

Values/Motives: Although it is difficult to
imagine a society with only one motive,
usually & race will exhibit such an apparent
preoccupation with a given activity that
{at least in the eyes of other races) they
fall rather easily into a sort of a stereotypi-
cal definition. Needless to say, there is
stifl quite a degree of variety left within any
ong of these categories — interpret them
fluidly. The VALUES rolf is not modified,
but it is Open-ended.
Note: If “Religion/Philosophy” is ob-
tained, the Values Result Mod will have to
be set by the GM. In general, this
number is higher if the race exhibits
“lofty”, “hurnane”, or “progressive” traits,

— o ——

—
—

and lower for “brutal” or “base” traits.
The racial Empathy Mod may be used
here, it desired.
Paiitical Structure: This indicates what
type of governmental body has been
deveioped by the race, and/or now holds
power. The roll is Open-ended, and is
maodified by the Values Result Mod.

Tach/Sei Level: The technological
developments and capabilities of the
Empire differ somewhat from Province to
Province, and even more from Core to
Frontier. And although certain deveiop-
ments must obviously precede others, it
would be unrealistically “Terracentric™ to
attempt to codify all possible technotogi-
cal and scientific advances into a serial
scale of progress. The system presented
herein is therefore deliberately inexacting,
and may be used in several ways. The
column is used as the others are (i.e., rofl
1 D100, modified as indicated, Open-
ended if the race in question Alien/
Unknown), but the NUMBER of rolls
differs depending on the GM's needs for
detail. 1f the race is of only passing
importance, one roil may be used to
generate a set of parameters which will
apply to ALL techv/sci activities, 1f the GM

fegls a somewhat more diversitied and
realistic picturs is warranted, a roll might
be made for each of the five Engineering
skills. {This could be done for each
Technics and/or Scientific skill as well, but
generally speaking, the five Engineering
fields determine what tools are available
for Technicians to make use of.) The resu
obtained consists of three paris;

1} The Difficuity Level used for tech/sci/
engineering projects {each +1 raisas the
Difficulty Level of such manguvers by
one category).

2} The number of “Rank Mod” points
gained by a member of the race for
tocking in one Study Pick (This number
is halved every ten ranks, as usual).

3) A Miscellaneous Moditier applied to alt
maneuvers within the fieid in question,
reflecting the effectiveness of such
secondary concerns as data storage and
retrieval technigues, average individual

-work speed, physical fimitations,
attention spans and other variables.
If the Result is "Advanced beyond
tmperial standarg”, it is feft to the GM to
determine exactly how far,
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ROLL
01-50

51-65

66-75

76-82

83-90

EVENT

Everyone’s life continues in
uneventfu tedium.

Massive crop failure on a
nearby worid. If it is a major
agricultural contributor to the
jocal economy, food prices rise
by 50%. The local Monit drops
1 - 10% in value.

The reserves of a perishable
good (food, drug, etc.} in the
local sector are ruined dus to:
(1 - 6) pestitence, (7 -8)
sabotage, or (9 - 10) accident.

- This particular product's value

doubles. Inconvenience and
discontent may prompt a rise
of anarchist attitudes in the
local populace. There isa 5%
chance of a major plague
accompanying 2 pestilence.
Locat populace plots against
regional leaders. Dissention
-arises out of aliegations of
leaders accepting graft, .
hoarding production benefits,
and/or conspiring against the
citizen’s best interests.
Sporadic rieting encountered.

New religious/political move-
ment in area, Cuttural, racial,
and/or species outsiders are
persecuted o varying extents.
The Empire's already restrictive
interprovincial trade barriers
become stifling in this area.
Travel in newly declared
security zone can prove to be
fatai.

3.4 I | o1 - 97
RANDOM EVENTS ‘ '
GENERATION

This chart is designed to be used no
more than once per month in any given
sector or province. Typically, if one
passes over the border of a weli defined
political territory, the GM is well within his
rights to make a new random events roll
regardless of the time fapse since the
previous onte. The GM is welcome ta
expand upon this chart so that it more
accurately reflects his game environment.
Note that in some cases, a second rolt will
be required.
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Interprovingial war strikes:
Worlds immediately threatened
are: {1 - 5) peripheral worlds,
{6 - 8) resource planets, {9}
the homeworld,(10) an afl-out
offensive. The number of
political/territorial entities
invelved in the conflictis 2 - 6.
All non-military travel is
restricted or banned. Alf
outsiders are persecuted, and
their property is impounded or
lost. The danger of hostite
encounters increases dramati-
cally. Add 75 to encounter
roils.

Civil rebetlion is: {1 - 8) locat,
{9) regional, (10} provincial,
The area is in the process of
being purged of active rebels
and operatives, by state forces,
Alt civilian trave! passes are
cancelled, and eimonitary

95

100

facitities are shut down. The
Monit sutiers drastic devaiu-
ation {value down 21 - 30%).
Violence is rampant, so add 75
to alt encounter rolls,

Freak planetary weather or
geologicai phenomencn affects
players adversely. Such
phenomenon includesevere
storms, volcanism, seismic
activity, meteor infall, or
something completely new and
devious. o

Freak interplanetary or
intersteliar phenomenon
encountered by the piayers,
Such phenomenon could
include: alien encounters,
undiscovered celestial bodies,
2 run-in with top secret military
activities, space-time warping
phencmena, or something
“completely different”.
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SPACE MASTER MILIEUS

Although the social envirpnment of Space Masler detaiied in this book is of an
Empire some 10,000 years in the future, a GM should not feet constrained to run his
campaign in only that milien. Because it includes a collection of weapons, equipment
and vehicles from differing leveis of technology, Space Master is a flexible system and
can serve as the basis for a Science Fictiont pame in any number of scenarios. Below are

mentioned a few ideas for alternate settings.

4. IR
THE PRESENT

{ne can run a Science Fiction Boleplay-
ing game in the present, though of course
there has to be a SF element scmewhere.
This can be achieved in a number of ways;
there are countless examples in the genre
to “borrow” from.

ICE plans a series of Master SF
Sourcebooks, each based on a different SF
environment and useable with the Space
Master System, in the near future.

4.11 SECRET
ORGANIZATIONS

For SF in the present, the GM is either
going to need to develop some secret
high-tech organizations on the Earth, or
perhaps an alien organization which is

‘watching and helping {or hindering)
earthling development.

One possible scenario is & present
when there are secret organizations who
possess technologies hidden from the
general public. A classic example of this
was the British series {LF.0, where
SHADQ (Supreme Headquarters of the
Alien Defense Organization) defended
humans from evil aliens who were
constantly sneaking to Earth for replace-
ment bodily organs (ick). At their disposal
was a breathtaking array of equipment,
from fiying submarines, to a moonbase
and spacs interceptors, from an intelligent
orbiting satellite, to girls with skintight
spacesuits and purple hair (it was a British
series} Another example (the classic) is
War of the Worlds, in which aliens
attacked the technicaily inferior earthlings.
And of course, remember “V™? 0K, let's
forget it. ‘Everyone else has.

4.12 DISPLACED GROUPS/
PEOPLE

Jules Verne was a master of this genre.
20,000 Leagues under the Seaand
Masier of the World were both scenarics
in which ‘normal’ people found them-
selves in a fantastic environment created
by a genius of high-tech. Flash Gorden
got transported (sort of kidnapped) into

the universe of Ming and its wonders.

This is also a sort of space-fantasy or
“Space Opera” kind of scenario, where
dirty littie technical details are cast aside in
favor of adventure and excitement.

Buck Rogers isn’t really in the present,
but he's from the present, which is sort of
the same; well, maybe not really, butit's a
retated concept.

In addition, the 'displaced’ idea can be
used in the other settings listed below,
with the plavers’ and the background tech
level shifted,

SvsteEm SucaesTions For
SeCRET PRESENT

The sky is the limit with alien tachnoio
gies and the displaced groups, but the
secret organization isn't likely to have
anything too far advanced; check sugges-
tions in Near Future for ideas.

4.2 I
THE NEAR FUTURE

Dirty, near-future SF is hot these days,
with a slew of movies and novelizations on
this fopic. The possibilities are endless,;
just a tew general concepts are listed here,

4.21 POST-HOLOCAUST

A favorite. Did anyone see the Gene
Roddenberry TV movie pilot called
Genesis /i7 No7 It was about a guy from
our time cryogenically frozen and reawak-
ened some time afier the nutlear holo-
caust. He then led a group of people who
were trying to pull the world back to-
gether. [t was rather ‘clean’ for post-war,
as earth was aiready recovering from
radiation. The most interesting part of the
scenario was the transportation system,
called the ‘subshuttie’. Apparently
technology had advanced to the point
where digging tunnels was a breezg, so
the major governments built this incredi-
bly fast and sophisticated train that linked
the world. Too bad they had a fight after
ihey built the thing, huh?

There are other, myriad possibiiities for
the many possible levels of destruction
after the “war™. Use your imagination.

4.22 DEGENERATIVE SOCIETY

It is a few dozen or a few hundred years
in the future and the feared nuclear
holocaust never happened. However,
something more insidious and debilitating
did cccur. Overpopulation, a fuel shon-
age, and just the inertia of the excesses of
the late 20th Century overloaded the
pianet’s ability to cope. High-tech (fusion,
gravitics) is juxtaposed with ruin, decay,
and 18th-century technology.

The fitm Bladerunner vividly portrayed
this idea, with Los Angeles under a
constant drizzle, dotted with massive,
pyramidal super-buildings, and packed
with every racial type imaginable. While
some have snazzy hovering cars, others
use pushearts. There had been limited
colonization of space, with the help of
artificially replicated human siaves.

The Network TV Series Max Headroom,
while short-lived and unappreciated,
painted a fascinating picture of a future
garth where media ruled the world.
Everyone got free TVs, and there were
dozens of worldwide networks, all vying
for control through the best ratings.
Governing officials were elected by
‘telefections”: ratings of their sponsoring
network at a given time. While there
apparentiy had been no war and no real
fuel shortage, society had degenerated
( into a dim, grey twilight where television
provided the only relief from grudgery.
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Max undoubtedly drew on the inspiration
of the black comedy Brazil, a film set in a
similar, though even more unsympathetic
and depressing world. :

4.23 UNITED WORLD

In this scenario, it is far more likely that
the Earth would be able to support large-
scale explorations of the Solar system.
Such exploration would fead to a large
[unar base, orbiting stations, and later
bases on the moons of the gas giants.
Plenty of exploration possibitities exist in
Earth's own solar system, with the many
moons of various age and compasition.
Arthur C. Clarke's Imperial Earilt, Rendez-
vous with Rama, 2001, 2018, efc., are
excellent examples of this time and
technoiogy .

4.24 DIVIDED PLANETS

At about the same level as the United
World scenario {or maybe a bit ahead),
this sefting poses the interesting idea if
the colonized planets decided that they no
longer want to live under the “yoke of the
oppressors from Earth.,” There are of
course a number of variant concepts for
this, depending on who the hostile,
rebellious colonists might be.

4,25 EARLY
STELLAR COLONIES

The next step in the expansion to the
stars would be the first colonies in other
star systems — presumably having
arrived via their generation ship or while in
suspended animation. This is more of a
frontier concept, high and fow tech mixing
as the colonists adapt to a new situation.

4.26 DIVIDED SYSTEMS

The early years of hyperspace travel as
man explodes out into the nearby systems
could be a very exciting milieu. Encoun-
tering eartier colonies who were estab-
flished via cryosieep ships, the first
meetings with alien races, and perhaps
competition between governmental or
corporate entities on Earth, who are
launching private exploration and acquisi-
tion programs — all of these elements
make for an action-packed campaign

The mitieu of Afien and Aliens is about
the same setting, with space travel
perhaps being FTL, but still requiring
weeks or months. Many systems are
unexplored, but man is expanding rapidly.
Corparations are in the forefront of
expansion, and their desire to acquire
ieads to conffict and even war.

SystEM SuceEsnons For NEar Futuse

Consult the Space Master Techngl-
ogy list and Timeline (Section 7.0, 8.12)
for ideas on the extrapolated progres-
sion of techinology. Some ignorable
suggestions for no-no's in the Near
Future:

No Gravitic Field Control. {Ships can
spin for gravity).

No Faster-than-Light drives {unless of
course you're doing Divided Systems).
No Personal Shieigs. {or at best they
might be bulky, cumbersome affairs
where you had to wear a whole suit or
heavy pack).

No Androids, and Robots might be
mare crude and less intelligent. Com-
puters would not be as helpful.

OTHER SUGGESTIONS
Personal Energy weapons more bulky
and less powerful. They might require
a bulky belt or backpack power unit,
Suggest reducing all Mk power leveis by
one or two. Stunners and other subtie
tools might be unavailable.

Communication very limited. No FTL
communication will add a considerable
feeling of independence to your PCs, all
alone in the void of space. | playing
Divided Systems, Perhaps messages are
only sent via unmanned hyper-probes.
Otherwise, lightspeed is as fast as it
would get. -
Careful with Psionics. Even in the full-
blown Space Master iechnology,
uncontrolied Psionics can get out of
hand. Keep a lid on Psionic powers in
these early milieus, granting only limited
powers to a very few. Consider banning
them from PCs altogether.

4.3 N
SCIENCE-FANTASY

This could also be cafted “Non-
traditional SF”. Dune, Masters of the
Universe, and Flash Gordon are ali
examples of this biend of sword-and-
blaster environment. Space Master’s
complete compatibility with ICE's
Rolemaster system ailows for edsy
blending of SF and fantasy environments.

SvsTEM Sucaestions For
Science-FanTtasy

When running a true fusion campaign,
the high-camp flavor is best maintained it
there is a clear contrast between the SF
and the Fantasy elements — especially if
the PCs are from the Fantasy end. Dump
anything that isn't neat and slick and wefl-
packaged. For instance, skip the projectile
weapons (not ‘futuristic’ enough, and they
need messy ammo), make everything
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powered by very standardized power
packs, so when items run out of juice, they
have & hope of finding a replacement
cell... eventually, Snazzy vehicles would
run on silent gravitics powered by a fusion
reactor. Bring on the flying power sleds,
mysterious handheld fusion guns, and the
weird, malevolent, alien races.

One thing the GM mustwork out early
in the campaign is the system interfaces.
How do Psionics compare with the Realms
of Magic? Are they scmehow contradic-
tory? Will one affect the other? Balance
between the powers of Fantasy items and
people and those of the Technocrats is
important to maintain tension in the game.
A bunch of SF guys with Barrier shieids
and limitless power packs are going to be
unstoppable except by a super warrior or a
powerful spefl-user, so the Technology
has to be controlied closely,

4.4 I
COLONY SHIP

Another popular SF theme is the
Travelling World concept, where the
environment is either a gigantic spaceship
or even a small asteroid (Star Trek.
“Yanada"), equipped with artiticiat gravity
and often a limitless array of microcosmic
environments. In most of these scenarios,
however, something has gone wrong with
the ship, and it is doomed at some future
point {or at least the controlling society
has broken down, fragmenting the
inhabitants) Some popular examples are:
The Starlost, a TV series by Harlan Eifison
in which the “Ark" was a ship of dozens of
miles-wide domes, off course, with the
control center unlocatabie or destroyed {if
Kier Dullea couldn't find it, nobody couid).
Space 1999 was a warped (in more ways
than one) version of this, where the Moon
(which had a large base called Alpha) was
ripped from the earth and visited a
different sofar system every week {fancy
that). One episode of note was one in
which the Moon happens upon a true
colony ship with a fragmented society.
The head of the high-tech rulers was Joan
Coliins, who lured the Alphans to the ship
in hopes of steating their needed vital
organs for replacement (ick again).

Arthur C. Clarke's Rendezvous with
Rama (mentioned eartier) is also an
intriguing description of an alien colony
ship with some very thought-provoking
ideas about how it could be designed —
right down to the mysterious, reactionless
‘'star drive'. There is also {on a grand
scale} a Ringworld-type setting, which has
added potential as a Science-fantasy and
super high-tech milieu.

., - . .. .




System Succesmons For CoLony SHiP

Unless you're one of those stick-in-the-
mud pragmatists (Like Mr. Clarke} who
think that faster-than-light drive is
impossible, it is pretty safe to assume that
a culture utilizing colony ships as a means
rather than an end are not at the level of
Space Mastertechnolopy. Again, Near
Future is a good starting point, though it is
a good possibility that the technology is .
somewhat higher. '

4.5 I
TIME TRAVEL

A favorite since H.G. Wells' Time
Traveller first thréw the lever on his
immortal machine. (The George Pal
movie version really does justice to the
story as well, Rod Taylor and Yvette
Mimieux notwithstanding). Dr. Who (all
of him) is also a staple, especially with the
low-budget/high-camp TV enthusiasts.

An entire campaign based on time
travel is a dangerous idea (not to mention
exhausting for even a young and energetic
GM). it might be best employed as a
controllable facet of a campaign; some-
fhing the players get t¢ do once or twice,
Star Trek again comes to mind; especially
the haunting, well-played episode where
the Enterprise finds the Guardian of
Forever (“"Many such Journeys are
possible. Let me be your gateway”). Joan
Collins found her way into that show, too.

SvsteM SucGESTONS For TiME TRavEL
This is such an open-ended concept
that specific limitations aren’t applicable.

It really depends completely on what
period the travellers land in. Shouid the
players encounter a Time Travelling NPC,
it is fairly safe to assume that they have a
sophisticated technology.

4.6 I
BEYOND SPACE MASTER

The level of technclogy chosen for
Space Masler was, of necessity, arbitrary.
In this section are mentioned a few
concepts which are beyond the capability
of currently-known seience in the milieu of
Space Master. The GM should feel free to
play with these ideas, whether s/he wishes
to run a campaign in an even more distant
future, an alternate reality, or to vse these
elements as a sidelight to the campaign
(they can be used as facets of the technol-
ogy of the Sianetic Harbingers as well!).

SysTEM SUGGESTIONS

Matter/energy transmitters: you know,
like in Star Trek, where they can
scramble their molecules across the

galaxy and (usually} unscrambie them
-back into their original pattern. The
limitations of these devices is also an
important variable: Do they need a
‘receiving station'? (a factor which
would severely restrict their use). Do
they only work from orbit-to-planet? Do
they work through a dense atmosphere
atall? Canthey ‘beam’ you across a
solar system? (Linked to a large
spaceport putside the system, it would
expedite travel since ships could shunt
out while rather close to the station.)
Could such a device even send you
across interstellar space? If so, is it at
the speed of light? It would be an
awfully slow way to go. If not, it really
falls more in the mysticai reaim of
Teleporting (See section 4.72).

Matter/energy Converters: The next
step — as revealed in the Old Siar Trek
episode, "Shore Leave” (where the
planet’s computer made Alice in
Wonderland, Black Knights, old girl-
friends, etc.); and New Star Trek— is
rearranging the matter to make realistic
simulations (the all-powerful and
somewhat quirky Holodeck). A powerful
enough machine could make just about
anything it had a stored ‘pattern’ of, as
long as it had raw matter to work with,
Time Travel: See section 4.5 above.
Instantaneous Space-warp: The next
step beyond standard Hyperspace, a
true space warp would allow a ship to
instantly traverse interstellar distances.
There might remain the delays of in-
system maneuvering and multipie
jumps, but this would still revolutionize
commerce and probably government.
Gates: Another form of instant travel,
gates would be fixed portals allowing
instant travel from one specific point to
another; similar to Matter-energy
transmitters but more tocked-in. Tunnel
in the Skyis an example of a culture
expanding and constructing a network
of two-way gates as it goes. See Section
4.71 for more ideas on this concept.
Instantaneous Communication:
Although TBD is theoretically ‘instanta-
neous’, there are numerous delays
during links, and one usually has to go
to a specific TBD relay location. A more
sophisticated system would be possible,
in which anyone with a terminal could
contact anyone else instantiy (like
woridwide telephone service is today).
This would probably still require a
sophisticated network to transmit/
receive the signals. (Calls from your

star-yacht phone might be fuzzy, have

static, or you might even have other
voices on the line! Call Sprint)
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4.7 IR
UNUSUAL TRANSPORT

While several transportation modes
have been mentioned, there remain
numerous less conventional modes of
travel which — used with care — can add
excitement to a campaign. A few are
cavered below.

4.71 GATES

Mentioned briefly above, Gates can take
a limitless number of forms and capaci-
ties. Some might be specifically linked to
one other gate, while others could be
intelligent and able to transport the user to
any desired location {such would be quite
powerful, way beyond the technological
dreams of Terran Technic development in’
imp. 470). One or more of the Sianetic
Harbinger races may have built Gates
strewn across the galaxy.

4.72 TELEPORTATION

This is related to the Gate idea, since
Gates use some form of Teleportation to
get you from one to the other. There is
also (drum synthesizer roli) Psionic
Teleportation. An important issue here s
whether such travel is truly instantaneous
oris it speed of light. (The GM running
high-powered Telepaths should also give
thought as to whether Telepathy is
instant).

4.73 SPACE WARPS

A space warp is whatever you want it to
be but it might be one of the following:

A Black Hole: One (not very popular,

* but fet’s ignore that for now) theory

about black holes is that they are
dimensional gateways to other points in
space. If thatis true, once they are
explored {assuming ships are built with
gravitic generators capabile of resisting
the ridiculous gravitational forces
associated with the Event Horizon), they

could serve as natural jump-points to far _

reaches of the gaiaxy and heyond.,

A Less Obvious Space Portal: also
calied an interface, these portals in
space could be ‘tunnels' of instant
transfer from one point to another,

Once located and mapped, these could
be used as safe travel lanes as men-
tioned in Black Holes above. These are
scientifically less likely but considerably
safer.

A Mobile Anomaly: Some sort of hole/
cloud/blob which floats around, whether
it be on a planet or in space, and is in
effect a door to anather place (or time).
Lots of intersteltar travel fun here!
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" PART Il IMPERIAL LAWS ]

At the heart of the Imperial Consolidation was a handful of megacorporations and of course the Core Worlds. Those few systems
clustered around Old Earth had held on to the technology of the Terran Federation and possessed the resources to mount an inter-
stellar fleet capabie of enforcing a consolidation. Although Terra herself had long ago been drained of her easily-accessible resources,
the other planets of the Sol system were brimming with valuable materials. With the help of the Dia Khovaria the Core amassed stolen
data: and with the sum of the technology of all the megacorps, they began the building of a starmada. From Terra came the Emperor,
a man of ancient lineage — claimed to inciude the Caesars of Rome, the Prigsts of the Yicatan and the Pharaohs of Egypt. Fine blood
to be sure, but what mattered were the millions of tons of alloy which hovered behind the word of this Terran Emperor.

Even with such a mighty fleet, His Imperial Majesty knew that nggotiation might win mare than brute strength, and his agents ap-
proached the Chairmen of the most powerful corporations, each an island light-years distant from Sol. Similarly, most of these corpo-
rate officials realized that greater profit and power was to be had by cooperating with this Terran Emperor than by denying his claim as
Lord of the Galaxy. Jered Foor, President of Carlisle ComTech, Neris Kui'ch of the Colos Company, Chairman Vera Meer of the Devon
Corporation, and Thompson Forrest Lioyd of Kubischev Kaarten Melals were among the leaders who endorsed the Emperor, and each
played a major role in the governmental structure which evolved. Each corporation was granted fand rights to a number of systems
which they could exploit as their own while His Imperial Majesty retained ownership of every world in known space. It was this sort of
practical application of completely farcical claims which has kept human egos reasonably sated throughout their long expansionist his-

tory.

BACKGROUND

Following is a commentary on the motivations and activities which led up to the

formation of the Terran Star Empire.

6.1 I
COLLAPSE OF
GOVERNMENT

However barharic and warlike Old Earth
(Terran) society was before deep-space
exploration, humanity was able to put its
house in some semblance of order, and —
thankfully — armed conflict between
states rarely escalated above conventional
levels. Despite accords struck between
the ofd superpowers, no single political
force was able to emerge out of earth’s
cultural melting-pot to unite all Terrans
under ong government.

Just before the advent of semi-practical
{non-hypershunt) interstetlar travel, Old
Earth was crushed by the weight of
domestic problems, Exorbitant population
tevels were sustained by technological
breakthroughs in foed production and
waste recycling, but governments were
hard pressed to concern themselves with
little more than social weifare. In fact, the
majority (after defense) of governmental
funds were directed towards this end.
Many countries collapsed under this
Economic strain, ironically setting the
stage for intersteiflar development far
beyond the projected path for this time
period. As it turned out, the only institu-

tions with the resources to elevate the
“hurnan condition” were non-govern-
mental, international corporate conglomer-
ates so highly diversified that they
themselves resembled governments.
These groups developed the technologies
to reach for the stars, with the prospect of
profit to motivate them.

6.2 NN
CORPORATE EXPANSION

Beginning with N-Space vessels, and
again much later with FTL (Faster Than
Light) starships, there was a fand-grab on
a planetary scale; entire star systems were
claimed by the first companies to get
there. Like any other successful business
venture, the new resources at a company’s
disposal were utilized to obtain a maxj-
mum profit. Raw materials were used to
construct more starships, which in turn
gained more territory, and the cycie
perpetuated itself. Within each newly
discovered system, the colonists of Oid
Earth became the new employees of the
administering corporations while those
very corporations set up their own
autonomous governing bedies to avoid the
call for external regulation.

Mafreng of Churg
Introduction to
“The Grigin of the Terran Empire”

Several attempts were made to obtain a
centralized governing body for all of
humanity — which was in the process of
rapidly diffusing throughout The Worlds
— but each was doomed to failure, due to
the lack of & quick and efficient way to
communicats between the newly develop-
ing governmental bodies. Transmissions
were limited by the speed-of-light radia-
tion or by the speed of message-carrying
starships (which were expensive fo
operate and subject to deliberate or
accidental destruction). Without a direct
communications link, information and
technology transfer was retarded, the
intent of laws and interpretations crippled
due t the less than universal application,
and the normal processes of diplomatic
relations were impossible.

However, there was another more
significant block against a centralized
administration: the mega-corporations
desired and enjoyed autonomaus contrel
over ail of their resources. From their
point of view, what was the use of forming
a centralized government? Unless forced
upon them, the administrating corporation
of each system was not about to aceept an
outside controlfing entity. (It is of interest
to note that it was often the case that
these mega-corporations would evolve
into exotic and varying forms of state,
commoniy a tunction of the cultural
hackground or ethicai sophistication of the
corporation’s executive core.)
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After many miliennia of chaos, & limited
form of instantanecus interstellar commu-
nication was developed: the Tachyon
Beam Dictor {TBD}. The device slowly
spread to The Worlds which were still
accepting outside contact, and eventually a
resolution to reunite all of humanity was
sworn by several core worlds (Old Earth
included). Several of these core world
mega-corporations, governing bodies
within their given territories, pooled their
resources and built great fleets of miiitary
starships to sortie out and re-unify (read
conquer) the scattered shards of Terran
humanity. Most historians argue that this
long process of attempting to form a
Terran government was nothing more than
an endless string of brutal wars of
colonization.

In the end was formed a centralized
pelitical body declared to be democratic in
nature. However, it was a political body
only insomuch as it could exercise 2
minimal influence on its “member
planets”. The problem was that there were
now just too many worlds with too many
diverse interests and too many gripes
brought about by the enforcement of an
alien governmental form regulated by the
quasi-democratic state {imposed on these
re-unifigd worids). The system was not
working, but the leaders uf this centrafized
democratic state were beginning to realize
something: the unimaginable immensity of
wealth to be found on The Werlds. The
first seed of the Imperial drive had been
sown.

The problem with an lmpertal form of
government was that there could be only
one Emperor. Needless to say, everyone
who could stake a claim on the title did.
Hence the conflict continued — and
intensifted.

After the interstellar dust had settied,
the Empire was a reality. |t initially
consisted of the Imperium, a great volume
of space encompassing many worlds, and
twenty-seven Provinces. The Provinces
wereg areas which could not be handily
controlled by the Imperial court exclu-
sively, and as a rute, encompassed
upwards of ten star systems in refatively
ctose proximity. The Emperar's court was
founded on Old Earth, roughly at the
astrogeographic center of the imperium,
The Provinces were granted to “respon-
sible” mega-corporations or other
governing bodies which had also evolved
over the past few thousand years and were
represented in the parliament of the re-
cently-deceased democracy.

The Imperium controls the Empire for
one reason only: it has enough military

6.3
IMPERIUM

It was reafized during the drive for the
Empirs that the now great expanse of
occupied space could not be administered
from within one centralized location, as
had been attempted during the time of the
Terran Democracy. Enter the feudal
component of the soon-to-be Empire. in
those last few Prelmp years the gelling
Imperial Court claimed outright ownership
of all colonized territories and explored
systems, and threatened to use their vast
naval forces against any party who
disputed their jurisdictional authority. The
court then introduced the Empire's Liege
Lord agreement tc several favored Prelmp
quasi-governments in the outer reaches of
explored space. Through this agreement,
a defined area of space encompassing
several star systems (a Province) would
come under the administrative authority of
a sub-power directly answerabie to the
Imperial Court. In return for this grant ot
power, the Provincial administration was
expected to forfeit an initially colossal tithe
to the Emperor to be followed by regular
Elmonitary instaliments — lest the
province be handed over to a group of
maore competent governors tapable of
meeting their Imperial payments.

The first twenty-seven Provinces were
inaugurated along with the tmperium on
Imp.0. The provincial leaders were, at the
time, a few 0f the Chairmen, Dictators, and
Presidents of the mega-corporations and
other governmental bodies which were
once represented in the now defunct
Democracy. Although the newly appointed
provincial leaders kept their old working
titles for many years after the Empire
came into being, there has recently been
an emulation of the Imperial form of
figurehead taxonomy resulting in most
Provincial leaders declaring themselves
nobility. This has led to the founding of
the Provincial Royal Famifies whose courts
actually rule their designated territories.

The: Provinces to be fotind within or
bordering on Imperial space are called
Inner Provinces, each of which is ruled by
a Royal Family whose roots harken bagk to
the first Jeaders of the Provinge in ques-
tion. The remaining “outer” territories are
called Frontier Provinces, the ruters of
which are often Minor Clans who wield
much less power than the Royal Families.
Under the terms of the Empire's Liege
Lord agreement, each Royal Family is
entitled to field its own Provincial Defense
Fleet, train and keep its own soldiery, and

clout to crush any group opposing its will.

mint its own hard currency, But because
the Emperor charges regular tithes in
proportion to the economic and military
strength of a given Province, there is littie
incentive for a province to become very
powerful and a great incentive to hide
one’s true wealth — which is of course a
capital crime. On the other hand, the
Minor Clans are gutlawed from maintain-
ing private armies and must use the
tmperial Monit for intraprovincial com-
merce when need be. Each Minor Clan
territory is granted a garrison force of
Imperia troops for defense purposes and
the Clan is allowed to maintain their own
exploration vessels. These expeditionary
fleets setdom lack lmperial "observers” or
“advisors” to keep an eye on the resousce
wealth of star systemns newly discovered in
the Frontier. Although the advent of the
Province, Family and Clan has created 2
vehicle for somewhat autonomous states,
it is quite apparent that this feudal
structure has efficiently extended the
realm of the Imperium without the
corresponding expenses,

Touted by some as the “heartiand of
Terran humanity”, enlightened Empire
subjects know the Imperium for what it
truly is: a privileged clique of hawkish self-
prorlaimed nobles bent on feaching the
weaith of Imperial and Provincial territory
alike. Remember that it was greed for
riches and lust for contro! which fueled ths

‘three hundred year drive for the Empire.

As expected (and hoped for on the part of
the Emperor and his court), the nobles of
the Empire live in the lap of luxury, and
many others have profited from the for-
mation of the Empire, including Provincial
leaders, smugglers, and other criminals.
From this scant overview, the Imperium
superficially appears to be oppressive,
Draconian, ang rotten to the core — but
upon closer inspection, the view jusi gets
worse.

S0 why has the Imperium lasted for
nearly five centuries? in the event that any
disillusioned Empire subjects should incite
others to rebel for an anti-Empire cause,
the Imperium could field no fewer than
twenty-five combat ready Starmadas, forty
gunship task forces, and two hundred efite
gunship squadrons to invoke a Piat Fiela
(scorching death) against the insurgents.
Few have been foolish enough to test the
Imperial Fieet at their own game, as the
resuilt has invariably been the thorough
destruction of upstart revolutionaries. The
Emperor trufy ruies with an armored
gauntlet.
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(¥ nothing else strikes fear into a rebet
province, an !mperial Dreadnought will.
These brutes are no less than mabile cities
of armor and armaments. They carry their
own compliment of 200 SMAG fighters
and the equivalent firepower of halt a
starmada. There are only three Dread-
noughts in existence and they are the
pride and joy of the Emperor.

To increase security, the Empire’s First
leader — Emperor Macedon | — in his
first official act decreed that the prm}up-
tion of thermontuclear enhanced radiation
and biotoxic attack delivery systems was
to cease immediately, and that any further
production was outlawed. This lead to an
immediate, frantic stockpiling of existent
weapons known commonly as “the Great
Hoarding™.

After all these millennia it is perhaps fit-
ting that the seat of power in the Terran
Empire finds itself on Old Earth. Almost
all industry has been moved off-world.
Only parks, agricufture and administrative
centers remain along with the Imperial -
Palaces. However, the fabricated pastoral
fagade that has been set up there is hard
pressed to coverup the most wily, clever
and treacherous band that the Terran man
has aver been subjected io.

HISTORY OF CIVILIZATION

“Human m'srory' becomes more and more a race between education and catastrophe.”

H. G. Wells
Terra, Prelmp ¢. 9710

What follows is an outline of significant events (mainiy technological) in the slow pro-
gression of Humankind from the discovery of fire to the present gay.

PrelvpERIAL TIME

(alf dates are negative to year 0: the
Consecration of the Imperium).

¢. 15,000 — The dawn of civilized man.

¢. 11,660 — The first rise of the Dia
Khovaria: the Holy Tabernacle of the
Word,

¢. 10,000 — First use of steam power
brings about the dawn of technology.

9769 — First discovery of Access
Technology.

9700 — The first utilization of a holocaus-
tic attack delivery system {in this case
nuciear) on a civifian population.

9670 - 9668 — First Fossil Fuel Crisis,

9663 — The Technic Tabernacle is broken.
up by a jealous Terran regional
government.

8660 - 9608 — Feasibie fusion power
generators are in devetopment.

9645 - 9643 -— Second Fossil Fuel Crisis.
Energy needs cause international ten-
sions to mount,

9643 — Limited thermonuclear exchange
causes population shifts on Terra, and
mild Nuclear Winter effects depopulate
some regions. Most major cities are
intact, though some areas suffer minor
Technological Recessions.

9600 — The first successful sentient
cloning of a human being. W is created
by a western European research group.

€. 9600 — Cryopenic sleep units come
into widespread use. The next five
hundred years are marked by a number
of ‘colony’ ship launches from Earth
and her near colonies to the stars.

9540 — The first practical microfusion
power generator is produced.
8525 — Terraforming of Venus is

complete: the planet is converied to an
earthlike world.
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8450 - 5698 - The period required by re-
searchers to gain 2 mastery of the
gravitic field. The newly discovered
power requirement-to-mass ratio
insures that such gravitic field control
will never pass beyond the sub-
planetoid level unless unimaginably
great power sources could be tapped
(even rnore than the Andrium reaction
will produce in times to come).

8104 - 8068 — Research period of
molecular data storage for informa-
tional processing systems. The
potential of Optical Electronics
(“Optronics”} is tully realized.

8068 - 5655 — The study of molecular
glectronics leads to the advent of living
circuitry.

7900 — The first known successful
human alterant replicant is produced
on a near-earth colony. '

7887 - 7610 — The Universal Technologi-
cal Recession of manking. As if
motivated by a single will, almost every
colony is cast into a technological dark
age as the human masses revolt
against the ever increasing control of
automation over their lives. The
duration of the revolt varies for each
colony, so the dates given are rather

. artificial. The first date marks the initial

- instance of a violent revolt, afthough
there had been notable onrest pver the
preceding three decades. The end date
marks the general desire for renewed
technological progress incarnated in
the form of a scientific symposium
held on the Solar Mars colony. Despite
the tremendous suffering that was
experienced just before the recession
{and throughout this dark age), the
iack of a strong centralized regulatory
body prevents the enforcement of
policies which would prevent these
unfortunate events from occurring
again, It is interesting to note that one
of the very few organizations to survive
the Recession (and even flourish in it)
was the Dia Khovaria.

c. 7700 — Experimentation in Afferant
Replication leads to the limited
preduction of laborer and recreation
models.

¢. 7600 — Tachyon physics becomes the
main focus of study in the scientific
community.

¢. 7500 - 6000 — Secondary relapses of
the Universal Recession of Technology
intermittently strike down promising
settlements; progress is painstakingly
slow in most areas.

5705 - Humanity is firmly entrenched on

ten core worlds but communication
problems lead to cultural drift. Thisis
more acute in the frontier areas.

5655 -— The development of true Mole-

cutronics sparks an android construc-
tion boom. Virtual Humanatronics, the
pre-eminent producer of molecular
circuits, is soon recognized as the top-
quality producer of android brains.

5603 — The Relative Inertial Field

Suspension Effect is discovered.

4002 - 3621 — There is a booming

interest in temporal physics: hypothe-
ses of alternative universes and
practical applications abound.

c. 3500 - 3000 — A general antipathy to-

wards technological trappings leads to
a scientific recesston in many coionies.
This anti-tech drive is sporadic and
does not lead to a collective psychosis.
Claims that the Dia Khovaria (“The
Church of the Word™) is responsibie
remain unproven,

¢. 3000 - 2000 -~ This millennium sees

the bits and pieces of humanity drifting
further from each other and their
common heritage. Many far-flung
seltlements cut themselves off from
their parent societies by ceasing their
already sporadic speed-of-light
communications.

1921 — Andrium, the elemental source of
powerful matter/antimatter reactions, is

created on a near-earth colony.

1921-1480 — The secret of the produc-

tion of Andrium is shared between
allied near-earth scientific groups. Itis
kept from the political leaders of the
day in an effort to prevent its hypo-
thetical use in a military weapon of

unparalleled destructive capabiiity. The

Andrium for Science League (AFSL} is
born. '

1192 -~ The AFSL performs an unsuc-

cessful hypershunt test,

1190 — In a secret test, witnessed only

by representatives of the Andrium for
Science League, a spacefaring vessel
successfully hypershunts with an
Andrium power source. The second
test in that same year resuits in the
destruction of the test vessel.

¢. 1100 — The Andrium for Science

League develops an intersteilar
translight merchant service, the
revenues from which are channeled
into research and development. The
monopoly held by the League makes
them very powerful, and they eventu-
ally become a strong political force
throughout the core worlds.

1076 -~ The Tachyen Beam Dictor is

1076 - 457 - The period of time gener-

¢. 1000 - 500 — With data as a valuable

457 — The culmination of the Wars of

324 — The Terran Federated Democracy

invented. This device allows instant:
neous communication over great
interstellar distances. The first units
appear have an effective transmissiol
range of about 10 LY. Because the
TBD system is developed by a resear
group sponsored, and closely super-
vised, by a leading political force of t)
time (a coalition of near-earth colo-
nies), no production monopoly is hel
and the system spreads quickly to
several scattered colonies. The Dia
Khovaria sees this as a chance to fink
their famous databases and make a
new place for themselves.

ally referred to as the Wars of Integra
tion. As a quickly installed TBD
network begins to dominate the data
transferral markets, the merchants of
the Andrium for Science League lose
the revenues which they were making
in this field. To counter the subse-
quent decline in their importance,
several members of the organization
sell bluaprints and manuals for the
construction and maintenance of An-
drium-fueled hypershunting drives to
powerful political institutions. FTL
fleets are slowly built up, and the An-
drium for Science league is coerced
into supplying precious antimatter fue
The League, which still holds the secr
of Andrivm production, degenerates
into 2 mere production cartel. With
ships, fuel, and command communic
tions provided by the Dia Khovaria's
TBD system, the united core worlds
embark on their self-proclaimed
mission to reunite all of humanity.
During this time a limited number of
Andrium bombs appear.

commadity, and a far-flung TBD
network, the D.K. experiences a returr
of their former prominence — at the
expense of the last vestiges of their

religiaus beliefs. By Prelmp. 500 they
have become a purely secular organi-
zation.

Integration is the creation of the Terra
Federated Democracy {a.k.a. “United
Federation,” and more recently, as the
“Oid Democracy™}. The Democracy’s
parliament is located on Old Earth.

holds sway aver Terran humanity and
the hameworlds of affiliated xeno-
races. This was the first (and nearly
successful) attempt at a unified
politicat structure to administer afl of
the colonized worlds.
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123 — Several sectors and homeworlds
declare their independence from the
Terran Federated Democracy as their
specialized needs are not fultilied by
this institution. They begin to fortity
their systems against anticipated
reprisals from the Federation.

291 -— Man-portable blaster weapons are
mass-produced as a construction
method is discovered which prevents
deadty radiation from being emitted at
the point of attack defivery.

320 - 275 — The pre-imperial core worids
jnitiate a massive arms race as they
construct the awesome Imperial Navy,

270 — The fledgling political unit whigh
will, in time, gel as the Imperial Court
ynleashes brute force to deal with the
old Democratic leaders and systems
which have refused to come into the
fold. At the same time, the D.K.,
having abandoned its ties to the
Federation, employs some of its more
sensitive data to ‘convince’ key leaders
to cooperate with the Court.

256 — The Imperium-to-be issues a
declaration to aHl inhabited worlds
stating that it claims ownership rights
of all systems colonized/conguered by
man to date.

255 - 50 — Various uprisings, revolu-

tions, and back-room politicking thwart {

attempts to quickly solidify the pre-
imperial power base.

39 — The GCH opens its doors to hear
interstate grievances of political,
military, and economic natures. itis
hamperad by widespread accusations
of perjury and corruption.

27 — The first of the Order of Truthsibyls
are usad at the GCH. Perjury is
virtually eliminated; the seeds of a long
and bitter rivalry between the Truthsib-
yis and the Bia Khovaria are sown.

25 — Macedon Gaius Triptolemus of
Terra emerges as the leading candidate
to ascend the Imperial Throne. Several
Megacorporations rally to his name,

| 14 — This date marks the last known

utilization of 2 holocaustic attack
delivery system on a mass civilian
target; the population in Question is the
society occupying the Xi Sinva Star
system. Their leaders are implicated in
a plot to stop the imperial Drive, the
scheme vuncovered by the Truthsibyls
of the GCH.

12 VegaPol {An independent policing
force), which supports the Galactic
Court of Humanity and MERLOGH
(MERchantile League Of Great
Houses), is granted operational status.

3 — MERLOGH begins operating as the
financial monitor of Terran space.

2 — The Emperor-to-be guarantges that
the Andrium for Science League will
maintain their production monopoly.

1 — The Emperor-to-be makes clear his
intention to outiaw the production of
helocaustic attack delivery systems.

ImpERIAL TIME

0 — Macedon ! receives the imperial
Scepter and consecrates the First
Terran Star Empire {consisting of a
myriad of systems organized into -
Regions, Quadrants, and Sectors), and
27 Provincial Territories. The Andrium
for Science { eague changes its name
to Andrium Producers of the imperium
(AP} in order to more properly reflect
its latest primary function. This cartel
retains its power through to the
present.

1 — The Great Hoarding.

2 — The long prophesied and awaited
Messiah of lzar seems to have incar-
cerated herself on a deselate and
backward frontier settlement. Within a
tew years, hundreds of billions of
humans embrace the spin-off religions
catalyzed by her coming - despite
vehement condemnation by the Dia
Khovaria. Unable to keep a rein on his
subjects, the new Emperor watches
helplessly as expansion slows,
research stagnates, and technology
lapses yet again, as the Messiah is
interpreted as preaching Asceticism.

At least an entire generation of
advancement opportunities is lost to
the Empire.

4 — ICoM, a subdivision of MERLOGH,

begins operations on Old Earth.

63 — The Messiah of Izar disappears

Lnder mysterious circumstances and
the Emperor's court is implicated.

Two decades of interstellar unrest
foilow, pressing the Imperial Deep
Space Navy into action on several
occasions. Not surprisingly, there are
suppressed reports of numérous
Starmada mutinies. The Imperial Fleet,
suffering from a number of mutinies
and ctashes with powerful rebels, foses
its effectivenass for a time.

72 — In an attempt to get a better grip on

his crumbiing Imperium, Emperor
Protesilus | instigates sweeping
reforms and new scientific project
research incentives which he hopes
will bring prosperity again. His plans
get a lukewarm reception.

113 — Personal Velocity Shields appear

commercially,

127 — The advent of improved sensor

fields allow safe hypershunts outto a

range of 501 Y. This instigates an age
of unpracedented expansion. Frontier
Provinces profiferate, bringing greater
wealth to the imperium.

301 — As 2 result of the War of Tarquinis

{a.k.a. “The Rebellion of the Prov-
inces”), Emperor ltzamnd Il altows
Major Families to acquire additional
systerns directly. from the imperium
and Frontier holdings. Restrictive
Quotas remain in effect through the
present, however.

412 — Matter/Antimatter torpedoes are

first fitted on Imperial vessels. The
Inner Provinces protest this as a
violation of the Emperor's own
hofpcaustic production ban, then
turiously begin developing such
weaponry for their own use.

462 — Personal Abscrption Shields first

appear commerciaily.

470 - 480 — The present.
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EX
LIFE IN THE TERRAN STAR EMPIRE

“This ain’t no party,
This ain't no disco,
This ain’t no foolin’ around...*

8.1 I
AN OVERVIEW

Life in the Fifth Century of the Terran
Star Empire is an environment of con-
trasts: from unimaginable luxury and
freedom to unthinkable toil and ensiave-
ment; from the pure height of selfless
asceticism to the unspeakably deepest
depravity. Money can buy power and
power can get you just about whatever {or
whoever) you want. Enough power can
even get you Royal Status. The mighty
Eimonit is your key to pleasures beyond
the imagination.

Beyond trying to acquire cash, how-
ever, what do people in the Empire do?
How do they interact? In this section are
discussed some aspects of the imperial
Milieu which impact upon daily life.

8.11 SOCIETY

There is a fairly rigid social structure in
‘the Terran Empire, though the ability of an
individual to move out of 2 given class
varies from province to province. One's
social status is encoded into his/her/its
ident disc along with other pertinent
information, enabling security officials to
quickly thwart any ilegal impersanations
or unauthorized entries.

ARISTOCRACY

The highest echelon of mperial
Society, the Aristocracy, is made up of the
ruling families of the varipus provinces
{See Section 10.3) including the Minor
Clans. 1t also embraces all officials of the
Province down through regional Gover-
nors {or their equivalent title) and their
extended families. Nearly all major
Provincial positions have become
hereditary, thus adding to the sense of
bloodiines dictating social class.

Aristocrats and their families are sup-
ported by the government, and though
most have responsibilities to a varying
degree, they seem to have large amounts
of leisure time — and excesses of
provincial tax money to spend. If this
were not enough, most aristocratic

Unknown Philosopher
Terra Prelmp ¢. 9660

families are extremely wealthy from
inherited monits and holdings. Members
of the aristocracy have a number of cther
privileges, both official and informal.
Depending on one's rank, a member of a
roval family may be exempt from varying
levels of security and have more freedom
{e.g., aristocrats in many provinces are
permitted to carry deadly weapons while
normal citizens are not). Royalty also
seems to have a way of evading punish-
ment for minor (and sometimes maijor}
legal offenses. In most provinces a Citizen
¢an marry into royalty and be considered
such; a Slave is not permitted to marry
royalty. Non-humanoids ("Humanoids’ for
this purpose include Neo-humans and
Transhumans but not Androids or
Replicants) cannot be considered Royalty
under current law.

Those born into Royalty can never have
it taken away. In rare circumstances, an
Aristocrat has been sentenced to Slavery
for a particutariy heinous crime. Often this
Stavery is for a fixed period of time, after
which the convict is free again. He retains
his Royal status, however. More often,
however, a member of the Aristocracy
convicted of a High Crime such as treason
is sentenced to Exile (see below) for a
period of time.

CmzeNRY

~ Citizens are usually required to work for
their livelihood (unlike the Aristocracy), yet
they are able to own property {unlike
slaves). They are accorded full rights
under Imperial and/or Provincial Law. The
Gitizenry constitutes the vast majority of
the Empire’s poputation.

Certified self-awars androids can
become Citizens upon activation, while
Repiications cannot be Citizens under any
circumstances, Most nonhumans who
interface with the Empire on an official,
friendly basis are considered Citizens.

Citizens may bear non-iethal weapons
in certain situations, though almost all
Provinces require licenses, and taking
weapons from one Province to another
can be an offense.

A Citizen may marry a Slave, but the
practice is frowned upon and thus very
rare., it also accomplishes little, as the
Slave is not freed by the marriage proce
On the other hand, keeping 2 Slave as a
consort is very chic in some areas.
Citizens may own as many Slaves as th¢
can afford. Citizens may be sentenced t
Slavery for various severe crimes —
especially monetary offenses such as
embezzling, forgery, Elmonit falsification
etc.; usually the Stavery conviction is fol
fixed period of time, after which the
convict is free again.

SLAVERY

Slavery in the Fifth Century of the
Imperium is not necessarily as bad as it
sounds; in some ways it is more secure
than being a Citizen, since the governme
protects Slaves from mistreatment by tt
masters (“mistreatrent” can mean failit
to provide proper lodgings, diet and hea
care). A bankrupt Citizen has very little
¢ourse but to renounce his possessions
and become a Slave.

Slaves may not own any worldly
possessions, Their clothing is their
master’s, as is their home and anything
they may create as part of their job; in
return the master must provide shefter ;
‘reasonably comfortable living condition
This can vary tremendously, however,
Replicants especially tend to receive
hellish assignments on mining colonies,
on barely habitable worids, or performir
ihe most undesirable tasks. Officials
frequently look the other way (especiaily
their gaze is diverted by Monits) when
Replicant Slaves are being mistreated,
since no one really cares for inem.
Human Slaves generally get better
treatment, but there are still arsas whert
they are subjected to inhuman treatmen
and the local government does nothing
protect them.,

There are a number of markets for
Slaves, including private purchase, publ
auctions, and black-market buying. The
League of Merchants makes a consider-
able amount of money on the iiicit stave
trade, dealing in humanoids from un-
charted planets, mind-wiped kidnap
victims, and even more unscrupulous
SOUrces.

Slaves may be trained to perform eve
the most skifled duties, and tan be
certified in a number of technical fields.
Wealthy Citizens often purchase skitled
Slave pilots to fly their spacecratt.
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However, Slaves usually are not permitted

{ feave a planetary Sphe_re of lnﬂu‘e'nca

without being accormpanied by a Citizen or
Aristocrat. Slaves may not carry weapons

© more deadly than a Stunner except by

. special license or in military situations.
Although Slaves are often found in the
provincial or Imperial Soldiery {purchased

by that government), they rarely become

" gfficers.

Staves can only be freed by an Imperial
or Provincial Board of Certification made
up of members of the high Royaity.

Slaves are very rarely freed, and at best
they are granted Provisional Citizenship,
which would aliow them to marry Royalty,
or for the children of 2 marriage to a
Citizen to be consigered True Citizens,
provisional Citizens have fuil legal rights
and may possess money, but may not own
land or have controlling interest in any
business.

ExiLE

Exiles are Imperial criminals who are
forbidden to enter any system controfled
by the Empire or an nner Province. They
are only permitted minimal contact with
Frontier Provinces and some are not
allowed even that. Usually, Exiles are
political criminals who are not sentenced
to death or Stavery because the govern-
ment would prefer not to martyr them,
Exiles are the lepers of modern society,
and to be caught dealing with one while
within imperial boundaries is to invite the
unrelenting scrutiny and harassment of
the imperial Government (and nobody .
wants that).

8.12 TECHNOLOGY -

Although technology in the universe of
Space Master — some nine thousand
years in our future — is far advanced, it is
not beyond the imagination. indeed, due
to the numerous technological and social

collapses which punctuated man's drive to
the stars, many worlds subsist on a
technic level not far above the barbaric
88th-90th Prelmp centuries. While truly
advanced equipment exists on tmperial
Core planets and Provincial Homewaorids,
the cost of bringing the more sophisti-
cated luxury items to the Frontier has
often proven prohibitive.

Below is a listing of the generai tech-
nical limitations and achievements of man:

+ Sentient cloning and alterant repiications
of all carbon based life forms whose
genetic structure is encoded upon DNA
strands.

= Controlled mutaticn of genetic material
1o create new extremely simple life -
forms. This is normally performed on
the microbial leve! to produce hiotoxins
and antidotes.

» Cryogenic suspension of life forms,

« Gravitic field control to annul, enhance,
or manipulate gravity on the sub-
planetoid level.

* Artificial sentience brought about by
growing synthetic molecular “brains™.

« Gontrolted Matter/Antimatter reactions
are the most powerful energy source
avaifable to man.

* Microfusion reactors provide the limit
for gfficiant, productive, and portable
energy sources.

» Present technolfogies altow faster-than-
light travei at the maximum rate of
about 0.4 light years displaced per
hour.

« Controfled laser, particle beam, plasma,
and electromagnetic pulse technologies
form the basis for destructive weap-
onry on the large and small scales.

« Manipulation of atomic force fields and
electromagnetic radiation allow the
assimilation of defensive screens.

NOTE: A much more detailed exploration of
technology is made in the Technology Book.
One may assume that the technological
level of the Empire encompasses all lechni-
cal possibilities postulated in the Technol-
ogy Book; however, thess rule limits apply
ONLY fo the Terran Empirs, and the
achievements of man. In no way should a
GM feel that he should limit his alien races
to Terran technologies. In general, the
technological developments of different
cultures and races shouid vary greatly, but
the GM should always keep an eye on
game balance.

8.13 FINANCE

One of the most powerful and impor-
tant uses of the Empire-spanning TBD
network is maintenance of the financial
network. Thanks to this net, a citizen of
any Province is able to travel anywhere
(theoretically at least) and purchase goods
on the other side of the Empire without
physically buying foreign currency, and
without carrying around Jarge amounts of
hard currency to prove his financial worth.
The grand coordinator of this incredible
setup is MERLOGH.

- MERLOGH {Mercantile League of Great
Houses) is nothing less than the Terran
Galactic stock market, but it Is also much
more. Every currency-generating political
entity within the Empire has its Monit
valued in comparison to its contemporary
counterparts. All Monits, including the
imperial Monit, are also rated against the
Terran standard Elmonit, the value of
which is set by MERLOGH. Provincial and
Imperial treasury bills, savings bonds,
megacorp and subsidiary stocks, and
various monits are but a few of the capital
Rems which may be purchased and sold
through MERLOGH.
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On the personal level, each imperiat or
Provincial citizen receives an Elmonit card
at the age of maturity, From central
Eimonit Adjustment Monitoring Facilities,
a person's financial reserve records can be
modified to reflect income and expendi-
tures. Locat terminals of these facilities
are equipped to issue Elmonit statements
upon personal request and dispense the
appropriate Provincial or imperial Monit
for pocket cash. The computer monitors
at a given central adjustment facility are
guite capable of foiling frauduient use of
Eimonit cards along with preventing
overdrafts. The adjustment facility is also
capable of setting up automatic withdrawls
on an Eimonit account in order to pay for
big ticket purchases via installments.

Most minted monits (hard currency)
appear as small, fiat rectangles with
smooth faces which hold a dull luster.
Coming in a variety of denominations, the
Monit is invariably formed from the most.
precious of metals; a platinum-titanium
alloy. The Monit is a standard size and
mass, and has a set base value of its own
(the mineral worth of the platinum/
titanium itself). Though this is signifi-
cantly lower than the theorstical vatue of
the Manit piece, it provides the minting
House with some material backing, should
their economy suffer a total collapse. This
also allows for individual fluctuations
within House Economies, The material
value is usually enough to discourage
counterfeiters, since a scanner analysis
quickly reveals composition. To prevent
fabrication of individual House mints, the
Monits are imprinted with 2 laser-grain
code on one side. This code is invisible
normalty, but when a Monit is held under a
Coherent Decoder Lamp, the light strikes
the intricately burned facets of the face to
generate a holographic image in fuil color:
the symbol of the House. Each House
owns its own set of laser plates under the
supervision of MERLOGH and its pofice. It
is advisable to remember that aithough the
material value of the Monit fluctuates
rarely, the economic value fluctuates

“rapidly, as a function of the province’s
MERLOGH performance.

Houses gain their base wealth by either
having access to planets with significant
platinum and titanium wealth {both these
minerals having substantial value in the
Imperium for technological reasons) or
because of some other material or technic
monopoly which alfow the purchase of
such elements in volume. Naturally the
fatter houses are on less stable ground,
not having a relatively open-ended supply
of wealth. MERLOGH monitors how muich

—
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money each House mints and occasionally
imposes controls, but the relative influx of
Meonit wealth is part of the cause of the
differential in the value of the individuai
Monit from House to House,

Most large exchanges of currency are
performed using Elmonits (Electronic
Monits), the Imperial standard unit of
money. Although people are paid and
purchase items in the Monits af their
home province, their account with the
MERLOGH barnk is maintained in Imperial
Elmonits; thus the balance can fluctuate
hour-to-hour, depending on the strength
of the House relative to the other members
of MERLOGH. This has no effect on their
purchasing power, of course, since the
entire economy within a province gains or
loses as a unit; their buying power
remains the same, Citizens with no
interest in interprovincial politics care very
little what their Eimonit bafance 1s, paying
attention only to the Monit worth.

A Citizen’s Elmonit Card is an entire
banking portfolio, with not only access to
the owner's cash reserves, hut often a
credit balance as well. This is more
convenient than carrying a large number
of Monits. One simply goes 1o the nearest
MERLOGH transactor machine, inserts
their Etmonit card, suffers the voice and
retinal checks, and requests a withdrawal
from the account. The machine checks
the individual's balance while also moni-
toring the patron's vital signs; if tension is
indicated, the patron may be withdrawing
under duress (being robbed) and authori-
fies are alerted. if the patron has the
requested balance on record, the amount
is transferred to the Elmonit Card (in
Elmonit value) along with the date of
transaction. Any previous balance
encoded on the card is removed, revalued
(since the Monit value wili have probably
changed since the last withdrawal), and
added ta the new card balance.

Retail merchants of any considerable
size have MERLOGH Transactor machines
right in the store, so that when a purchase
is made the Transactor reads the encoded
amount and date, revalues the Monits to
the present, and deducts this from the
Elmonit Card Batance. The store is
immediately cregited. Smalier vendoars
have ‘personal transactors’ which deduct
the amount from the customer’s card and
hoid the amount in memory, The shop-
keeper then visits a Transactor machine at
the end of the day, the machine reading
the amounts and crediting the shop’s
account. The personal transactor is also
updated to correctly calcutate Monit-
Etmonit differential for the next day's
business.
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With the use of Elmonit Cards, tourists
and interprovinciai businessmen may
travel freely cutside of their home prov-
ince, and their Elmonit Card is welcome,
currency easily obtained.

Elmonit cards are extremely difficult
{though not impossible) to alter or falsify.
They include Retinal data, as well as a ven
sophisticated faser coding system. One
major deterrent to Eimonit Card Fraud is
the MERLOGH Police (a branch of
VegaPol). There are stiff penalties for con
victed counterfeiters: death or mind-
cleansing. itis also rumored that the
Police often act without waiting for the
technicality of a trial.

There is a general tendency throughout
the Empire for provinces to be diversified
almost to the point of self sufficiency, with
a concentration of industry on unpique
specialties (which may have been the
province's claim to fame in the first place.)
Most large provinces are well balanced
with respect to agricultural and industrial
land use, with deficiencies made up
through interprovincial trade. Every
province guards its resources very
jealously, and they are always on the
lookout for usurpers and smugglers trying
to muscle in on their business. Even
minor drops in production can have dire
economic consequences in the MERLOGH
circles, so intraprovincial security is
uniformiy tight.

8.14 ARCHITECTURE

Humans still gather in cities; the
instinctive need for physical proximity
remains strong. This is also a result of the
ownership of most fand being in the hands
of the Megacarporation and/or govern-
ment; few individuzls “own” real estate.
Thus there is a very dramatic boundary
from city to rural land. In fact, up to 90%
of some planetary popuiations reside
within city boundaries; the remaining 10%
are either agricultural workers or Giti-
zenry/Nobility wealthy enough to own a
large estate {and the vast majority of them
also own apartments in the city).

It is interesting to note the eclecticism
which grows stronger as one nears the
heart of the Imperium and the more
settled worlds. There is a strong tendency
to renovate rather than rebuild; a desire to
preserve at least the fagade of an earlier
age. Many structures dating back to the
early colonization period and the Universal
Technological Recession are still inhab-
ited. Ancient buildings of barogue design,
refitted with the latest environmental andg
computer systems, create a strange fu-
sion.
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in the less prosperous areas of many

i planets the uniont is grating and harsh; no
i a#empt at softening the junction is made.
where the originai hghtmg or environ-
mental systems have failed, less advanced
equipment has been grafted on. Ducts
and exposed wiring make for unpieasant
gecor. This is the darker side of the

. imperium, planets where the environment

" has been abused. Sulfurous clouds rule

the skies from wihich pour a continuous
acidic drizzte. Everything seems old,
barely functional, and filthy.,

New settlements, especially the
Homeworlds of the Inner Provinces, are
another story. The iatest technology is
utilized to create stender spires and
sgaring arches: daring sculptures of
architecture. All is glittering crysteel and
giass. Support equipment and services
are often underground, freeing surface
area for parkland and resort facilities.
These are spread across the globe, easily
accessed through various high-speed
transportation modes. Industrial centers
are kept well away, often on remote
islands or even polar regions {where
thermai poliution is easily controlied). All
farms of poliution are carefully monitored
on inhabited worids and violators can
receive stiff fines from the Empire. There
ars exceptions, of course — where the
ideal has broken down, laws ignored, and
the planet is being stripped of resources
without mercy. in these cases either the
government is unaware, or is pointedly
looking the other way. Every building or
cluster of buildings in the city has at ieast
one air traffic pad or port. Spaceports are
located a few kilometers from larger cities:
convenient but not intrusive, alowing the
¢ity o be a lone jewel on the iandscape.

On many plansts, however, there is the
tendency to utilize the solid, grandiose
architecturat style of earlier eras (often
stone or gther ponderous material) and
tarefully infuse the advantages of high-
tech refinements. The Empire, in an
apparent attempt to emulate ancient
Terra's Renaissance period, has en-
couraged such fashions and trappings in
the Imperial Court. Many new buildings
on Terra and Venus (heme of the mperial
Senate) also reflect this style. All this, the
Emperor hopes, will promote a feeling of
enlightenment and forward momentum —

that the Stellar Empire is entering a new
age. Few are fooled by this ruse, however;
under the precision-ground marble

fagades of the new tmperial Palace

building remains a foundation of crysteel
Supporting one of the most corrupt,
Power-mengering governments ever to
exist. And it continues to flourish.

8.2 I
TRAVEL AND
COMMUNICATION

The Terran Empire operates ina
manner strikingly simitar to pre-technoi-
ogy feudal systems on Terra and similar
worlds, mainly because of the limitations
of communication and travel, The nearest
star systems are days away, and sven the
shuttle from Terra to the Imperial Senate
On Venus can take over five hours.
Personal travel is an important part of
Imperial politics, and interprovingial trade
has never been 50 vigorous, Several
private corporations provide the mainstay
of inter-province passenger and cargo
transport, while the Provincial subcorpora-
tions dominate intraprovincial travel.

The fastest method of sending an inter-
sietlar message is via the Dia Khovaria
T8D (Tachyon Beam Dictor) Datanet, and
that requires up to several hours {mainly
because of the necessary relays). Because
of the somewnhat insecure and restrictive
nature of TBD communication, many
prefer to utilize couriers when the mes-
sage is sensitive and/or complex in nature.
Thus, news travels siowly and in frag-
ments. A Duke could be assassinated and
the other planets of the province might not
learn the news for hours, days for those
without TBD stations. Distant provincial
leaders might not learn the news for
months. Itis largely because of this delay
that the Empire exists as it does. A decen-
trafized rule is necessary to maintain
control over a far-flung populace where
distant communication is less than
instantaneous.

8.21 PERSONAL TRAVEL

Travel in the Terran Empire can be
broken down into three basic divisions:
Intraplanetary (destination being on the
same planet as departure point), Inter-
planetary (within the same stellar system),
and Interstellar (from one stellar system to
another}. ;

INTRAPLANETARY TRAVEL

Travel between any two points on a
single geasphere is a relatively simple
operation on any civilized world in the
Empire. Such waorlds often have a variety
of transportation modes available,
depending on the urgency and wealth of
the travelier. A few options are listed
below — though not alt options would be
available on any given worid. Most such
transportation is monitored and directed
by a planetary computer system which
flawlessly {in most cases) directs all

traffic, and constantly monitors the travel
lanes to be sure that vehicles are comply-
ing with directions. Such a system is
atways backed up by a ready police force
of aircraft to ensure proper travel conduct
(this is rarely a problem as most advanced
vehicles are computer controiled as well),
However, should an aircraft disobey flight
instructions and prove to be a hazard, it
could be disabied — or even destroyed —
by interceptor patrols in the interest of air
safety.

Suborbital Shuttle: Only practicat for
transcontinental trips, the Suborbital
shuttle lifts from a port, ¢limbs almost
vertically to a high aititude to reduce
atmospheric friction, and proceeds at high
speed 1o its destination. The shuttle often
spends more than haif of the trip ascend-
ing and descending, and is the most
expensive mode of commercial planetary
transpon. _
Hypersound Transport: Simply an atmo-
spheric vshicle which cruises at faster
than the speed of sound (normally three or
four times sound, actually) able to
circumnavigate an average geosphere in
less than twelve hours, this is the pre-
ferred mode of travel on most developed
worlds. Such transports come in a wide
variety of sizes and designs, from large
commercial carriers to smail, sleek private
craft. Most are powered by clsan fusion
jets. , L
Conventional Aircraft: Much slower than
hypersound, these aircraft are neverthe-
less practical for shorter journeys (up to
5000 kilometers). Efficient prop engines
(electrically powered) are quiet and
maneuverable, though some utifize fusion
jets as well. Virtuaily all advanced air
vehicles have vertical takeotflanding
capabilities, whether it be via rotating
propeliers or gravitic Hft. This allows such
vehicles to depast from the roofs of
buildings and other restricted spaces
rather than the large port facilities, greatly
reducing defays. '

Subterrangan Shuttle: A more unusual
form of transport, it has some advantages
over air travel and is popular on worlds of
medium technology levels, itis of
necessity 2 commercial mode, requiring a
network of underground tunnels, kept at
near-vacuum ta reduce air drag. Stream-
lined trains, often luxuriously appointed
inside, travel these tubes monitored by a
computer. Such trains are held sus-
pended by superconductor webs and can
thus accelerate to considerable speeds.
The best of these are nearly as fast as the
hypersound transports; even more safe,
and less expensive,




Gravitic Car: Definitely a short-trip vehicle,
the gravitic car is a catch-att phrase for a
vast array of vehicles which utilize a
gravitic nullification effect to make them
essentially weightless. There are two
basic varieties: fixed and variabie attitude,

Fixed altitude cars hover at a fairly con-
stant level above the ground (usually
about 70cm) and keep to predetermined
highways. Variable altitude cars are just
that; they can rise to atmost any height (a
thousand meters is a standard legal limit,
though this varies in metropofitan areas)
angd are much more maneuverable ang
often capable of greater speeds — up to
500 kph. Although their main power is
gravitic, all have emergency braking
thrusters and other safety features to
prevent disaster, since gravitics are not
effective for abrupt stops or tight maneu-
vers, Gravitic cars come in every imagin-
able size, shape and design. There are
also a variety of open-air scooters which
function similarly. :

INTERPLANETARY TRAVEL

Nearly all commercial interplanetary
travel involves a three-step process. The
first is ground-to-orbit, where the traveller
boards an orbital shuttle (either commer-
cial at a port or a private craft) and is taken
to an orbiting space station. For the
second phase the traveller transfers to an
interplanetary craft, which makes the
journey from one orbital station to another
at the destination. Finally, the passenger
debarks at the station orbiting the destina-
tion planet, transfers again to an orbit
shuttle and descends to the planet surface.

Interplanetary traveilers are subjected
to some security measures, usually at the
Orbital Station of departure. ldent Discs
are checked, and !uggage is scanned to
prevent transport of illegal or controlled
materials.

Wealthier travellers in a hurry have the
alternative of taking a multi-use craft,
which is capable of making atmospheric
takeoffs and landings, and can thus take
them from their home port directly te the
planetary port of destination. These
vehicles are usually smaller (and more
expensive) since there is a smaller .
clientele for any given trip from paint X to
point Y, whereas the transfer system
allows a larger number of people to be
transported more effectively. Those who
select this mode of travel also suffer the
security measures, but are checked at the
planetary port. There are exceptions:
corporate and/or government officials who
have standing security clearances and

private ports. -

INTERSTELLAR TRAVEL
Interstellar travel is actually not very
different from interplanetary travel in some

ways. H usually requires the same three-
part process, and a rigorous security
check. If one is travelling to a foreign
Province, there is a very thorough check at
the destination port of entry .

Commercial Interstetlar vessels are
almaost invariably large affairs with variable
accommodations depending on the length
of the journey and — of course — the
depth of your Elmonit reserves. Since
long Hyperspace trips can take decadays,
mos? ships have suitable ‘cabin’ iodgings,
which inciude berths, sanitary facifities
and media services. In addition, passen-
ger liners are outfitted with any ntmber of
the following: swimming pool, bar,
restaurant {usually several}, athietic fa-
cilities, holorecreation lounge, gameroonm,
etc. These ships are mobile cities devoted
to their passengers’ comfort during the
voyage.

Of course, for many the hyperspace
journey can be a days-long nightmare.
Everyone experiences a certain dizziness
and vertigo when entering and leaving
hyperspace, but many humanoids — for
no reason yet determined by Imperial
medicing — suffer hallucinations, inner-
ear balance problems, and a general
malaise which lasts as long as they remain
in hyperspace. There are drugs which
minimize this malady, but none yet to
compietely prevent the worst effects,

It one is wealthy enough to own a
Hyperspace-capable ship, then interstellar
travel is actually rather simple. Such pri-
vately-owned ‘vachis’ are atmospheric and
interplanetary travei-capable, allowing cne
1o go directly from home port to destina-
tion. There are still the usual security
checks however, and {ravelling on one’s
own can be a dangerous business.

Following are a few pointers for the
adventurous interstellar travelfer to keep
in mind, Excerpted from Muldaak’s
Handboaok for the Independent Touris!
{The Unabridged Underground Edition);

—lt

. Never make a hyperspace jump 100
close to a major gravity source. A
refatively safe distance to hypershunt
out of or into a system is 500 celestial
body diameters from an influential
gravity well. Of course, denser bodies
generate @ much more substantial well
then the more commaon, less dense
bodies. Safety-minded ship captains get
at jeast 1000 diameters away from a

star.
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5.

2, Transmit the proper "Passage Code’

when approaching an inhabited wort
Space Station. These codes are
standard for each province, including

. imperial Territories. The code inglug

among other things, the ship’s regist
tion, point of origin, and business,
Bored and trigger-happy planetary

. garrisons or police forces get their ki

from blowing away unidentified ship:
entering their jurisdictions, rather th:
waiting around for the trespasser to

think up some pititul excuse for why
is in their space. {Extra hint: don't tr
"“The passage code tape was acciden
taily erased!” They've all heard it,)

3. Always have a good reason for being

a foreign province. In the politically ¢
economically aggressive society of tf
Empire, no one trusts anyone if they
want to live 10 see the next eclipse. 1
is especially true at this time, conside
ing all of the cloning, genetic manipul
tions, mind control , and cybernizatio
that are going on. Provincial Trooper
would just as soon throw a foreigner
into detention and impound his ship
than let him go about his business wi
only a cursory examination,

4. Don't go anywhere without a legitima

Ident Disc, Every citizen of a Provinc
{and the tmperiurn) carries an identifi
tion disc which tells the security
personnel that the owner is a real
person (or whatever}. It follows that |
traveller lacks proper identification, h
not a citizen and is more likely an
escaped slave or spy. Protesting this
assumption is normally met with a jes
than sympathetic ear. Escaped slaves
ang foolish spies seldom receive a
preliminary hearing before their
summary execution. 't is possible, he
ever, with a lenient security officer, to
caught without an Ident Disc and mern
be sold into Slavery or handed over to
biological research group for experi-
mentation.

Never leave home withaut your Elmon
Card. Hardly less critical (and some-
times more important) than your iden!
Dis¢ is your Elmoait card. This lovely
rectangle of compusite semiconductol
and other shiny materials is your key t
the Capitalist Empire {assuming you
have a positive balance or at lgast a
credit line). With encugh Eimonits yot
can buy your way out of almost any
misunderstanding or misfortune. As
they say in the Senate: "Everyone has
his price.”

—_____——/___I
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8.22 COMMUNICATION
Sitence is the virtue of 100/s.

Francis Bacon

De Dignitate et Augmentis
Scientiarum

Terra Pretmp ¢. 10050

The Tachyon Beam Dictor, though the
swittest mode of interstetlar communica-
tion known, has its drawbacks, Direct
links over more than 50 light-years {and
sometimes considerably fess) can take
several minutes and sometimes even
hours due {0 message backiog. In
addition, TBD communication requires a
very largé receptiontransmission antenna
array (roughly 1 kilometer in diameter is
required for each 10 LY of clear transmis-
sion at a comparably sized receptor). The
grid panel material is expensive and it
requires considerable skiil to align the grid
correctly. Any given relay is usually
‘down’ (inoperative for one reason or
another) as much as 10% of the time,
though the 0.K. net is sophisticated
enough so that communication can be re-
routed with very little delay.

T8D transmission limits are crude by
modem standards: visual and even audio
transmission is only possible via certain
finkups (as well as quite expensive);
normaliy TBDs are in the form of a
prepared message sent in a quick burst,
translated back and delivered as written
communication. Far from perfect, it is still
the best setup available,

The only single network which spans
the entire Empire is the one operated by
the Dia Khovaria, which has at least one
uplink station on every civilized planet and
imperial Qutstation. in addition, the D.X.
maintains nearly all of the hundreds of
relay stations positioned throughout
lmperial Space which make long-distance
tommunication possibie. There are a few
Provinces who maintain their own relay
stations (mainly out of pride or a hatred of
the D.K.) including Houses Colos and
Hutugu, but for the most part the feudal
governments have grudgingly signed the
Chapterhouse leasing agreements and ac-

@ Cepted the self-righteous presence of the

Haly Church of the Word on their home-
worlds. The most reliable TBD technoiogy

® coupied with the largest archival database
@ ' human history is hard to turn down out

of pride or prejudice.

tn eddition to the D.X. network, there
are a handful of competing TBD corpora-
tions, usually covering no more than one
or twe Inner Provinces. They manage to
squeeze out a small profit, but it is an
open secret that the DK, intends to
squash them one at a time — at its own
teisure. The relationship between the
Emperor and the D.K. is an interesting
one, each depending on the other to
maintain an optimum powerbase. His
Imperial Majesty is historicafly suspicious
of the motives of this arcane group,
however, and one of the earlier Emperors
dectared it High Treason to withhold from
either his agents or the agents of Vega
(MERLOGH, the GCH, and VegaPol) free

-access 1o the net on demand.

The TBD network has five major
functions: '

1. MERLOGH Eimonit adjustment and
banking updates. This is the most
important purpose of the TBD net on a
day-to-day basis; it allows interprovin-
ciai finance to proceed smoothly.

2. News Service. This transmits important
announcements in text form to the
various downlink stations throughout
the Entpire.

3. imperial Communication. The lmperial
Government is the only TBD customer
able to afford regular visual communica-
tion, and high officials — being bureau-
crats — employ it more frequently than
they shouid.

4. Personal communication. As described
above, most Citizens cannot realistically
atford TBD communication any more
sophisticated than the transcribed docu-
ment version.

8. The D.K. itself uses the network as
much as any other group. Interdepari-
mental communication, archive updates,
and other data transmissions are a daily
part of D.K. utifization of the system,

8.23 LANGUAGE

Time that is intolerant

Of the brave and innocent,

And indifferent in a2 week

To a beautitul physique,
Worships language and forgives
Everyone by whom it fives.

W.H. Auden
Terra Prelmp ¢. 9700

As can be expected, there are a huge
number of fanguages spoken throughout
the Terran Empire, and an interstellar
travetler must be careful of not only what
he says, but how he says it; dialect and
inflection has evolved into a very major
aspect of speech. ' '

CommonLy Known TONGUES

The official language of all citizens of
the Empire and Provinces is Imperial
Standard, also known as Anglaman. Itis a
distant bastardization of Terran English
with a vast supplemental vocabulary. The
key to Anglaman’s supremacy lies in the
dim past of civilization. In the early 88th
Pretmp century the English-speaking
peoples economically dominated Earth,
torcing all other world market populations
to learn the language in order to deal with
them.

In addition to Standard, each Inner
Province has an official tongue, normaily
refated to the culturat roots of the Prov-
ince. It is common practice for most
educated people to know not only Imperial
Standard and their home tongus, but also
the languages of the-neighboring prov-
inces.

There are also of course the alien races
and their 'tongues’ (foosely speaking).
Some are within man’s abiiity to imitate,
while others require sophisticated transia-
tion equipment.

SpeEciaL LANGUAGES

Beyond the normal spoken languages,
many groups have their own private
methods of communication. A few of
particular interest are noted here.
Dia Khovaria: The church teaches its
members a complex ianguage of hand and
body signals which defies analysis.by even
Imperial analysts. Many of the motions
are so subtle that they are not even
noticed by the casual observer.

League of Merchants: Members of the
League hierarchy know an abbreviated an-
guage — more iike a communications
code — which they use amongst them-
selves.

Truthsibyls of the GCH: These women
also apparently have a sign language
which they teach to no one but trusted
members of their elite order.
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ComPUTER LANGUAGES

The following languages, applicable for
_ computer interface purposes, can be

learned in the same manner as normal

languages {written only). Languages

marked with an asterisk {*} are restricted

and can only be learned by certain

persons.

Tablet — General research.

ForA — Seli-monitoring weapon systems.

Forh Xl — Self-monitoring weapon
systems (sateilites).

Mechrun - industria robotics.

MedIC — Medical diagnostic and monitor-
ing systems.

CMT scram — Communication interpreta-
tion systems (T8D).

€3 iv— Communications (specialized
security adaptation). *

SEN 67 — Self-contained sensor buoys.

Mer Lanex Tau — Space vessel comput-
ers {Devon: Astro). :

Z Weda — Space vessel computers
(Devon: Sys. Maintenance).

Nav 4a — Low security military
operations. _

Nav 20 — Medium security operations. "

imp Nav 1D (alpha - epsilon) — High
security fleet systems, *

SPS — Black market computers {monitor
systems). _ :

SPSn — Black market computers (space
vesse! systems),

DoDEC — Black market computers (space
vessel systems).

Edic — Education systems.

Visig — Holographic graphics generation.

VERAD — VegaPol Research and Data-
base. *

MerC — Merlogh Eimonit adjustment
Control, *

In addition, there are considered to be
{for game purposes) five basic levels of
computer security, with Level  being
minimal security, and Level V being the
most difficult to gain access to.

8.3 I
ENTERTAINMENT

imperial Citizens — especially the
upper classes — have a never-ending
thirst for new diversions. Included in this
section are a few examples of the sorts of
activities which Imperiat society indulges
in regulariy,

8.31 SPORTS

In the area of sports, the concentration
is on tests of physical prowess. In
addition, there has been a trend over the
last few decades towards “low-tech”
games spotlighting danger and violence.

A variety of individual competitive activi-
ties exist, as weli as myriad team spectator

sports. Soms of the more popular team
sports have leagues which span the
Empire, though most are only Province-
wide, if that. Since instantaneous cover-
age of events beyond a single planet is not
yet possible, truly Empire-wide fame for a
sports team or personality does not exist.
However, several sports have gained
significant followings, and in some cases
teams pltay tournament-like schedules
culminating in championship games on
Terra itself,
MeTa-BaLL Hockey

A favorite throughout the Empire, Meta-
ball Hockey is distantly related to the
ancient sports of [acrosse and hogkey.
Two teams of twelve men (including a
goalie) face off in a three-dimensional n

_grav arena, armegd with 2 meter long

magneto-sticks and equipped with small
thruster-packs for maneuvering. They
attempt to control 2 metallic sphere about
10 cm in diameter with the magnetic fields
produced by their sticks, guiding the ball
into the opponents’ goal. The sticks are
able to produce a field up to 5 meters
beyond the stick, manipulated by the
handgrips — but naturalty the field is
weaker the longer it is extended. The
sticks are also often used as clubs against
opponents, who wear only minimal shock
padding. Players also accelerate with their
thruster-packs and body-slam opponents.
Injuries are frequent, and though each
team has six backup players, the end of
the game will often find the teams short of
men. Gurrent medical technology and the
financial backing of Meta-ball teams
allows most injuries to be repaired by the
next meet.

Meta-Ball game arenas are 50 meter
transparent plasteel cubes with full
surround grandstands {spectators seated
on all sides, bottom and top, possible
because of artificiat gravity). Because of
their popularity, they invariably have global
vid coverage, high ratings and powerful
Sponsors.

NuLL-Grav FORCEHOOPS

Though playable in the same null-
gravity arenas as Meta-ball, Nul-grav
Forcenoops is a completely different sport
with a different following and philosophy
of play. Players wear gravitic belts with
speciai wrist and ankle bands. These
generate magnetic and gravitic repulsor
fietds which prevent one player from
touching another. To attempt o grab or
hit another player is like trying to grasp a
frictionless surface: they easily slide away.
Without the thruster packs used in Meta-
bali, acceleration is severely limited.
These factors make Null-grav Forcehoops
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a game of finesse and agility rather than
one of brute strength. Ring-shaped
goals, 36 cm in diameter, are placed at
opposite ends of the arena, and play is
conducted using an inflated ball with a
flexible metallic coating about 25 centime-
fers in giameter. The balt is gently
repelled at all times by the walls of the
arena {so, if feft to itself, it would eventu-
ally find itself in the center of the play
area} but the fietd is not so strong that a
firm throw cannot overcome the effect —
thus the ball can be bounced off the wails,
Unlike the ball, the players are gently
drawn to the nearest surface, though it is
easy, once contact is made, 10 jump away
again, even 10 the far side of the arena.

The game is played by two teams of
five men {or women) who try o get the
ball through the opponent’s goal. The
team with the most goals at the end of the
time period is the winner.

There is a lot of passing in the game,
since once a player has grabbed the ball,
s/he is probably going in a direction
unsuitable for scoring a goal. There are
also elaborate strategies and tactics
involved, and several specialized rules
assure a fair, active and exciting sport

. Power Raking

A sport even more violent than Meta- .
ball, Power Raking {or simply “Raking” as
it is sometimes called) is also less well
known on a wide scale, and historians
believe that it (like many of the current
athletic competitions) is based on a much
older sport from Terra’s pre-spaceflight
centuries involving contestants on ‘roller
skates’ on an oval track. The sport
involves two teams of four men, and is
played in a concrete, bowl-shaped arena
up to about 30 meters across. Alf players
move about the arez standing on small
platforms about 50 cm long, equipped
with a small motor and four wheels. This
powerboard is controlled via a handheld
throttle cable-connected to the motor
{braking and steering is handied by
dexterous weight-shifting and twisting the
board). All movement in the arena must
be on the boards — no walking or
running. Each player wears a colored
scarf at his waist, and the object of the
game is to coltect all the scarves of the
opponents before the other team does the
same, and reach the upper lip at the
perimeter of the arena. i is a special coup
te achieve this and manage to keep {or
recover) ait of a team’s own scarves. A
trend in this spont is towards younger
players {who are quicker and more agile);
in fact many planetary ieagues require that
all of the players be between the age of

sixteen and twenty.
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Where the gruesome aspect of this
game comes in is the special gloves worn
by the contestants: reinforced hand-
sheathes with 15 cm long claws, used not
only to snatch the scarf, but to ‘rake’ the
opponent (usually across the exposed
stomach or thigh), injuring him enough to
take his scarf and also keep him from
taking yours, Players go at each other in
strafes from one edge of the the arenato
the other (there i a narrow lip of level
area around the bowl, just above which the
spectators are stacked in tail grand-
stands). Hurtling downward in a crouch to
minimatize vuinerable areas, they attack
and hopefuily sweep past each other,
snatching the opponent’s scarf. Players
are not permitted to stop for more than a
few seconds on the lip during play, but
must continue to sweep across the arena
until one team has secured afl of an
opponent's scarves,

Contestants are allowed to wear armor,
including elbow, knee and shoulder pads
and a lightweight helmet, but protective
clothing beyond that is considered
cowardly. Therefore, players often wear
® shorts and no shirt, soft shoes with good
@ !raction, exaggerated shoulder pads and
® little else. Helmets are open-faced and

provide only minimal head protection.
@ (injuries are inevitable, and the abdominal
@ Wounds are sometimes serious. Play does
P not stop when a man goes down, though it
15 nat permitted to hit a2 down man (this
doesn't mean it doesn't happen). Whena
@ Player appears to be badly hurt, the coach
and medics enter and remove him. His
® scarf(s) are given to a teammate.
It is not considered honorable to take a
® down man's scarf; one is supposed 1o wait
@ for him to get up or be removed. Nor is it

in goed taste 10 win by killing or com-
pletely incapacitating your entire 0pposing
team; the honorable (and more exciting)
win occurs when the fosers are aif stilf on
their powerboards and able to maneuver
— glthough the end of a match sometimes
finds the losers bloody, bruised, and
unable to walk for days. Since Power
Raking is more of a low-budget gutter
sport, teams rarely have the funds for
more than basic medical attention.
Owners replace an injured player rather
than spend monits to heal a current one.

As noted, Raking has become im-
mensely popular in some circles in the fast
five years, centered mostly on the lower-
technotogy planets. it is one of the more
exploitive sports, as the preference is for
underage players — often orphans or
black-market slave youths owned by
wealthy promoters — angd meets are
frequently a center for gambling and other
controlled activities. Poor youths on
backwater industrial planets desperately
compete to be on Raking teams, sesing it
as a way to get out of their environment.
in some areas Power Raking is illega,
though it flourishes nevertheless under-
ground — sometimes promoted by
League of Merchants operatives.

8.32 MEDIA

The history and nature of any saciety is
often best understood not by studying the
dry ‘factual’ accounts of its past, or the
‘factual’ news reports of its present, but by
observing the literature and other arts cre-
ated through that culture's growth and
maturity. The arts of the Fifth Century
Terran Star Empire say much about
imperial society.

The single most complete source of
any kind of reference information,
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historical records, Jiterature and the arts is
a D.K. Chapterhouse database. The Dia
Khovaria maintains at least one Archival
Library on every completely settled planet
in the Empire, and each library contains
the “sum total of human knowledge” (so
the D.K. claims). Thase archives can be
accessed {for a fee) by any Planetary
Computer network, including sophisticated
computer or human aid. Those with a
shipboard Mk {10 or higher) computer can
even accass the database from orbit.
Many other libraries exist, especially on
the older Core worlds, and at corporate
headquarters, and some are gquite '
extensive. None, however, can compare in
cempleteness with the D.K. collections.

Music

Music in the Fifth Century of the Empire
is more varied and diverse than can be
imagined. Although the Imperlal and most
Provincial Courts stilf enjoy authentic
ancient music performed on genuing
acoustic instruments, the rest of Imperial
society has tastes ranging from semi-
sonic flow resonances to resynthesized
conceptual reharmonizations. Qccasion-
ally, a musical trend will become so
pervasive as to sweep an entire province
for a few decadays, but it will pass just as
quickly,

LrGLasses

Available for purchase or rental at many
locations, these are ‘books’ optically
stored on small crystal squares about 5 x
5 x 1cm. The data cannot be altered once
encoded {they can hoid up o about 200
megabytes of data, though most have
considerably less) and the ‘glasses’ aré
almost indestructible. They are readable
with portable viewers ar consoles.
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HoLoVips

Also stored in glass squares, these vids
can either be repreductions of ancient 2-D
- videos or three dimensional holographic
videos. Either can be viewed with a
porfable viewer, though a console modal
is suggested for the full effect of a holovid,

The more sophisticated ones are
interactive setups in which the viewer is
connected to a computer/interactor, and
‘enters’ the video, allowing him to interact
with the characters and seem to move
about 2 three-dimensional, very realistic
satting without ever leaving his autocon-
tour chair, The difference between
interactive vids and the DREAMgame
below is that someone viewing an
interactive vid is always cognizant of his
immediate surroundings (chair, vid
controls, headset) and though the sounds
and holographic display are very realistic,
itisn't ‘real’, being externally created.

8.33 MIND ALTERANTS

A variety of mind-aitering substances
and devices are available, from the mild
stimulants tike Jirolene to the
DREAMgame (Direct Response Environ-
ment Actuator Matrix}, which is illegal but
still widely used on the biack market. A
few are discussed here.

ELecTRONICS

In the year Imp. 461, an unnamed
biotech corporation developed a device as
unique to history as the role it was
destined to play — the {Direct Response
Environment Actuator Matrix) or
DREAMgame. In layman's terms, the
DREAMgame “places” the user in a
hallucinatory reality (the parameters of
which are programmad into the matrix)
and creates sensory input (via electrodes
connected to the temporal lobes and
fingertips} which corresponds to the
user's own responses. in addition, the
matrix can dull or sharpen neural compe-
tence in specific areas of the brain, al-
lowing alien “mind-sets” to be temporarily
superimposed. The result is a otal
sensory haliucination in which the user
may consciously interact. For two years
DREAMgames were manufactured in
abundance (carefully monitored by the

Technology Ministry of course). Not only
popular for recreation, the uses they
presented for training put them in high de-
mand. Eventually pirated version and then
entirely new innovations, appeared. This
boom period ended in Imp. 463, when
imperial researchers informed His Majesty
of two recently discovered facts: one, that
severe psychologicat dependence fre-
quently occurs amongst DREAMgame
users, occasionally accompanied by even
more serious neuroses; and two, that an
as yet small but slowly rising percentage
of regular users were showing signs of
increased psionic ability. This increase
was first and most easily spotted in
registerad Telepaths, but psionic research
soon showed that even non-Telepathic
gamers developed an increased ability to
defend themselves against psionic
intrusion. As a result, production,
maintenance, distribution and ownership
of DREAMgame systems was declared
illegal for alf but authorized imperial
researchers. Needless to say, this legal
action had littie effect on the already
established biack market, now dominated
by League of Merchants operatives.

There are numergus variations on the
DREAMgame, and other electronic sense
altering devices too numerous to mention
here, most are unreliable, and many are
very dangerous.

Drucs

A faw of the more popular recreational
drugs are mentioned here; a more
complete drug list can be found in the
Techrology Book. All such drugs are
produced in ‘tabs’, 1om diameter discs
which adhere to the skin and slowly infuse
the drug inte the biood stream at the
correct rate. When infusion is complete,
the tab drops off. Tabs are adhered by a
Medtab applicator, available in a variety of
designs.
Jirolene: A milg stimulant that aids in
wakefulness and alertness.

Gorteline: {Sold by one company as
Hyperdrive) Lasting about an hour,
Gorteline produces a somewhat euphoric,
energetic effect. it is psychologically
addictive and restricted.

Rebillis: Reputedily allows a character to
“see a few minutes into his future”. The
drug is not addictive, but is also very
unreliable.

Mirandil: (Marketed by one company as

Musalof) a depressant, it creates a mellow,

refiective moog for about five hours.

Teludrine: . A difficult drug to obtain and
totally illegal in many provinces, Teledrine
increases the effectiveness of psionic
endeavors by Telepaths and Semi-
Telepaths. 1t is sometimes used by
Truthsibyls of the GCH.
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THE IMPERIAL GOVERNMENT

“t iar]” spat Sibyl Oivana Giovanyn, her long-nailed finger stabbing through the
air. The eiderly target of her accusation, Cardinal Aurelis Nogia, showed no
reaction but 3 tiny smife at the corner of his thin lips. Both stood bathed in the
monochrome light of Terra’s large moon, motionless for a frozen moment on the
jarge paface baicony, though the Truthsibyl's diaphanous robes biflowed hypnoti-
cally in the evening breeze. Insige through the huge rmted -glass doors mur-

mured a reception of several hundred people.

Cardinal Nogia clasped wrinkied hands under his embroidered vestment
syrcoal. Grinning lines fanned around his blue eyes as he licked his lips. “My
dear Oivana, perhaps your lalent has escaped you! Or is it your sanity? You dare
accuse a Supreme Cardinal of the Dia Khovaria of speaking faisely?” he smiled
then, the way he always smiled: a humoriess, calculated, taunting parody of
geniality. Cardinal Nogia never did or saitl anything uncalculated to the !asf
percent of probabie reaction.

Sibyl Olvana Helene Gigvanyn, High Truthsayer of the Galactic Court, curled
her trembling finger to join the others in a tight fist, Although she appeared to be
of early middie-age, she was in fact well over one hundred solar years oid, owing
her longevily to her Psionic body mastery (and more than one rejuvenation
treatment). Her sable hair, pulled back from elegant features, remained mostly
concealed beneath the white hood of her robes. The Psip-prismalic jewels in her
earrings glittered with a Iife of their own, answering to the energy of her mind. “I
accuse you indeed, Aurelis, you dotard! Don't you think that we in the Order can
pierce your little schemes?” Her words were couched 1o prick at him like annoy-
ing insects — Psionically barbed.

Nogia stepped back and held out his Integrated Circuit amulet as if it would de-
fend him. When he spoke, however, his tone was mocking and unafraid. *Sor-
cery! Don't try your Mentalist tricks on my mind, Truthsibyl! | have been
conditioned against Vocal Control.”

“ needn’t use Psionics on you, old man.” She reforted, swesping around
Nogia on the marble-tited balcony. | don't need Telepathy to perceive your pretly
plan for House Moskava. You weave your schemes with as little skill as the nets of
your damned Tachyon Relays! | understand the Aurigae Sector conduit is down
again, by the way.”

“Sabolage, as you well know, crone.” Nogia snaried,

“Sabotage! Always the cry when your precious communication net fails! How
convenient.” She allowed herself a victorious smile.

“And well do you understand the convenient excuse, Olvana. Your witchly
powers seem to evade you with predictable regularily: when your provincial
cronies are on the stand!” The Cardinal’s full sleeves furled as his hands punctu-
ated the remark.

Then the balcony door swung open and the discussion was severed. A tail
man in glittering robes stood framed in the entryway as light and music poured
from the chamber within. His Imperial Majesty smiled. “Ah! My two favorite
Ministers! | shoutd have known by the shouting. Please try not to murder each
other until after the reception.” Then he was gone, and they were alone again.

“He is a fool.” Nogia muttered.

“On that we agree.” Olvana Giovanyn nodded.

D.K. Datafile 3487 Beta Zed4 Restricted Access

From a conversation in the Imperial Palace
Recorded secretly by Cardinal Nogia

Three branches make up the government of the Terran Star Empire, and though His
Majesty wields considerabie persenal power, the other two groups serve to temper His
Will, and assure some semblance of continuity in governing the hundreds of bilions to
whom He is responsible.

9.1 I
EXECUTIVE (IMPERIAL)
BRANCH

Locatlon: Sof ill: Terra

While His Imperial Majesty is :ndeed
the Absolute Ruler of the Galaxy, he
requires a vast administration to execute
his reign. The Imperial Cabinet of
Ministers and a number of Directorates
with far-flung offices ensure that His
Imperial Will is made known and followed,
even to the very Frontier.

9.11 IMPERIAL DYNASTY
THRONE

The Absolute Lord of the Galaxy,
Supreme Master of the Terran Star
Empire, rules his vast realm from Old
Earth. His Imperial palace is situated in an
area once known as Constantinople, the
complex and grounds covering nearly
1000 square kilometers, Twelve other
palaces dot the globe, situated in various
climates, and visited by His Majesty when
He desires a change of scens. Terra's
environment has been revitalized since the
wanton destruction of the 19th-21st cen-
turies, and much of the planet is parkland
or natural wildlife habitat (one of Emperor
Typhon 1V's few really socially responsible
moves).
 The Emperor and his family are
protected by the Imperial Police Force,
each member of the family having a
number of personal bodyguards as well as
a military unit which accompanies them
should they leave Terra or the Sof system.

9.12 IMPERIAL CABINET

All appointed by His Imperial Majesty,
these advisory positions actually carry
significant power and political clout. Ina
realm as vast and far-flung as the Empire,
a high-ranking government official of
necessity is granted considerable author-
ity. To back up this fine theory, the
imperial ministers never travel far from
Sol without a sizeable Imperial Starmada
task force.

information Ministry: The Minister of
Information happens to be Cardinal Aurelis
Nogia of the Dia Khovaria. AD.X.
administrator is actually a logical choice
considering their unequalled database and
communication netwark.

Defenss Ministry: This administrator is
responsible for maintaining the Imperial
Fieet, supervising new designs and, in
general, keeping aif threats to His Majesty
at bay. The D.M. assigns imperial
abservers to the inner Houses and Minor
Clans to monitor their military strength.




Provincial Relations Ministry: Always ap-
peasing the hotheaded Provincial leaders,
the P.R.M. must keep friction from igniting
inta Rebellion,
Justice Ministry: The Emperor’s liaison
with the GCH, the Justice Minister
monitors Court activities. Interestingly,
the current Justice Minister is Sibyl Olvana
Helene Giovanyn, a high-ranking member
of the Order of Truthsibyls. She rarely
leaves His Majesty’s side, and he has
become almost compulsively dependent
on her skills. She and Cardinal Nogia
nurture a mutual dislike of legendary
proportions.
Treasury Ministry: Keeps His Majesty
abreast of the status of the Imperial Monit,
as well as monitors Imperial investments,
shares in MERLOGH, etc. He has a strong
voige in the Merchantile League of Great
Houses.
Technelogy Ministry: The Minister of
technology is responsible for monitoring
all technic advances within Terran Space.
Since it is in the Emperor’s best interest to
control technology, it is widely expected
that many developments {and their
developers) have met with unfortunate
accidents. The Technology Minister is

_ also director of the IS (see below).
Inteiligence Ministry: Exactfy what it
sounds like, the Intelligence Ministry spies
on virtually everyone else in the Empire,
including the other Ministries. The LLM. is
head of the tmperial intelligence Director-
ate (The "ID’).

9.13 IMPERIAL AGENCIES

These agencies, all headquartered in
the Sol System, are subject to His
Majesty’s directives, though administrated
on a day-to-day basis by Imperial Minis-
ters or Directors,

Imperial Science Institute: The 151 is not
as harmiess an organization as it might
sound. Although there is an innocuous
R&D division and extensive Survey fieet,
the ISl is rumored to have a ‘Police’ arm
which arranges ‘accidents’ for those
unwilling to have their technic develop-
ments ‘managed’ by the ISL. A {primarily
legitimate) division of the ISl is the
imperial Archaeological Institute, whose
purpose is largely to investigate Sianetic
Harbinger ruins.
imperial Intelligence Directorate: Quite
simply the most feared agency in the
entire galaxy. The realization that the 11D
is after you is tantamount to an announce-
ment of execution {or worse). At least
with VegaPol, one has a slim hope of
justice and due process. The 1D does not
_bother with such trivialities.

Imperial Fleet of Starmadas: The largest
fleet of starships in the known galaxy; it is
the iron fist which holds the Provinces in
line, Various task groups and Starmadas
patrel the Inner Provinces at all times.
Actual ship locations are kept secret,
though at least two Starmadas are
constantly maintained in orbit around
Terra.

Imperial Police (known in some circles as
the ‘imps’): Not as large or complex an
organization as VepaPol, the Imps are little
more than an elaborate Praetorian Guard,
acting to prevent treason and to maintain
the Emperor’s personal safety. His
Majesty hand-picks and personally
supervises this group to assure their
unwavering loyalty. They are as a rule
large of stature and not too smart, but
would give their lives for the Emperor.
Rumor has it that most of the Imperial
Police corps is made up of Androigds and
Transhuman 1.V, and VII's. {It’s true).

9.2 I
JUDICIAL BRANCH

“it is the customary fate of new truths o
begin as heresies and to end as super-

T. X. Huxley

From The Corning of Age
of the Origin of Species
Terra, Prelmp c. 9775

Location: Vega IV (Vathalla)

This division is technicaliy independent
from Imperial control except on the
occasion when His Majesty personally
intervenes to pardon an accused (this
occurs very infrequently). The Vega
system was chosen for these essential
services because there are a plethora of
natural obstacles within the system,
namely asteroids, and a close and very
dense Oort Cloud, which togsther make it
easily defensible through military force.
The hazard-rich system renders large scale
naval invasions impractical, since hyper-
shunts too close to the system itself are
extremely dangerous to the incoming ship.
VegaPol has aiso set up an unrivaled
defensive network in the system utilizing
the abundant natural firing platforms and
sensor stations. Only Terra is better
defended, and only because of an over-
whelming military presence. Vega's pro-
tection is less ostentatious and yet
completely unrelenting.

9.21 GALACTIC COURT OF
HUMANITY

it is the Court’s function to investigate
and adjudicate matters of dipiomatic, eco-
nomic, and criminal dispute between the
Empire's territories. Note that, when
possible, most Provinces seek their own
“out of court” settlements when inter-
family disputes arise.

The Galactic Court of Humanity (GCH)
and its policing component are located in
the Vega system on Vega [V (Valhalia) —
thus the name VegaPol, getit? To
facilitate fair decisions on the part of the
court {which are often dependent on the
adjudications of the not wholly trusted
Truthsibyls), all evidence to be presented
in a given case must be independently
confirmed by VegaPol. This is why it is
common to find VegaPol detective-moni-
tors permanently attached to the security
offices of many Empire territories,

The GCH hears all Imperial crimes
{crimes against the Emperor) by individu-
als, corporations and governments. They
will also arbitrate interprovincial disputes
at the request of one factional power or
the Emperor. Most of the GCH staff is
made up of legal experts and clerical
assistants who manage the huge volume
of reference material which seems
inevitable whenever the law is concerned.
The GCH main computer is a Cognitive
Archiv IV (Devon Electronics); memory
systems by Wyrm Modus (Clan Yung).

9.22 VEGAPOL

The Vega Police is an ‘independent’ en-
forcement organization, linked to the
Galactic Court of Humanity and MER-
LOGH. Vega Police Investigators wark
closely with the Truthsibyls, who are very
helpful in the information gathering
process. Just the presence of a Truthsibyl
will usually scare truth from an inter-
rogatee, rarely do the mysterious women
even have to utter a word, Most of the
time, however, Vega Agents are in the
field, working undercover throughout the
Empire and nearby territories, gathering
information and maintaining vigilance.
Supporting these agents is a bevy of
support operatives on Vathalla providing
research information from the infamous
VegaPol files (said to be the most com-
plete and potentially incriminating
collection of personal dossiers since the
[.K. assembled material to blackmail its
way into power during the Imperial
Consalidation). VegaPol is a little more
discrete with its files, however, and rarely
employs them except in the rarest of
circumstances. Access to VegaPol
databanks is jealously guarded.
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They are known to be terrifyingly
efficient and sometimes brutal — yet they
are considered fair and impartial com-
pared to the 1iD. Their areas of enforce-
ment (and some penalties):

1) Elmonit faisification (actuat iliega! tam-
pering with Elmonit balances): Sefective
mentory wipe or even termination,

2) Smuggling drugs/munitions/general
contraband across provincial territories;
less severe, but stiff penalties.

3} Conspiracy to overthrow MERLOGH,
the Gatactic Court of Humanity,
VegaPol, or any institution of the
imperium. Any of these crimes is
considerad High Treason, punishable by
termination only.

9.23 MERLOGH

MERLOGH {MERchantile League Of
Great Houses) includes the Central Boarg
of Trade, and is the third arm of the Vega
triumvirate. MERLOGH is the Galactic
Stock Exchange and much more, As the
Imperial Mint, MERLOGH also sets the
value of the standard Eimonit - the
glectronic currency in use throughout the
Empirs. [t also rates each Province's
Monit {hard currency) against competing
currencies, MERLOGH local offices
technically own all Eimonit cards, and the
MERLQGH Network adjusts balances and
maintains the economy of the Imperium.
Although technically independent from
the GCH and the Judicial branch, MER-
LOGH shares the services of VegaPol with
the Courts, and locating the Central
Banking headquarters on the very secure
planet of Vega IV seemed a naturai choice,
The GCH and MERLOGH are located on
separate continents, and do remain fairly
detached from each other. The main
MERLOGH computer is in fact located on
Thor, Valhatia's largest moon — along
with a massive TBD uplink/downlink
system.

2.3 I
LEGISLATIVE BRANCH

Location: Sof II; Venus

The Imperial Senate is made up of the
Qreat Houses, each given votes relative to
SiZe and pawer within the Imperium. Inner
Provinces, and those which have been
allied with the Empire longer, have
correspondingly more votes in the
Senate. Frontier delegates usuaily have ne
voling power at alt, but are permitted to
attend and speak on matters directly
affecting their region.

The Senate (with the Emperor's
cooperation} makes the faws that the GEH
and VegaPol enforce. Although the Senate
has some administrative power, it is very
restricted and fimited only to general
pelicy legislation, [t has some veto power,
but the majority required is almost
impossible to assembie; what votes the
Emperor does not have from aflies he can
usually acquire through blackmail, bribery,
or gutright threats. Thus, the Emperor
maintains nearly compiete pofitical contrgl
of his feudal government {not to mention
packing the military clout of the imperial
Fleet). The main function of the Senate is
to debate minor legai problems and to
supervise the operation of MERLOGH and
the GCH. The Senate meets once each
tmperial Year for a 20-day session.

Provincial titles are a holdaver from an-
cient terminology. and are outlined below:

Duke: The highest grade of Imperial
Nobility, hetd by only a handful of the
Inner Provinces.

Count: Second only to Duke, this title
reflects a holding of considerable power
and scope,

Viscount: Relativety rare, the term
Viscount indicates a sizeable holding,
theugh lacks the prestige of Count or

Duke. More recent additions to the
imperial fold have sometimes heen
assigned this title,

Baron: The lowest ‘landed’ Major House
title, baronies proliferate along the Inner
Province fringes.

Lord: Somewhat indistinct, this title is
often used to designate Frontier Province
rulers. One prominent exception is Devon,
whose leader Antikythera H chose the
name in defiance of the Emperor, The
Devonian family head had been Duke for
some time, until the Emperor downgraded
their status to lowly Thain in punishment
for an unsuccesstul power play. ltis
presumed to be only a matter of time
before the Devon leadertully retakes his
originai titte, from Lord to Duke.

Thain; A catch-all title usually applied to
leaders of Minar Clans.

Forms oF ADDRESS

The Emperor is addressed as “Your
Imperial Majesty”; and Imperial Heir
{Prince or Princess) is “Your Imperiai
Highness™. A Duke is addressed as “Your
Grace”; Counts, Barons, Viscounts and
Lords are “Your Lordship™ or "My Lord.”
A Thain is merely referred to as “Your
Honor"
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PROVINCES OF THE IMPERIUM |

The Provinces o be found within, or bordering on, Imperial Space are called inner
Provinces, each of which is ruled by a Royai Family whose roots harken back to the first
teaders of the Province in question, The remaining “outer™ territories are called Frontier
Provinces, the rulers of which are often Minor Clans who wield much less power than
the Roval Families. Under the terms of the Empire’s Liege Lord agreement, each Royal
Family is entitled to field its own Provincial Defense Fleet, train and keep its own sol-
diery, and mint its own hard currency. Buf because the Emperor charges regutar tithes
in proportion to the economic and military strength of a given Province, there is little in-
centive for a province to become very poweriul and a great incentive to hide one's true
strength — which is of course a capital crime.

On the other hand, the Minor Clans are outlawed from maintaining private armies and
must use the imperial Monit for interprovincial commerce when needed. Each Minor
Clan territory is granted a garrison force of imperial troops for defense purposes and the
Clan is aliowed to maintain their own exploration vessels. These expeditionary flests
seidom lack Imperial “observers” or “advisors” to keep an eye on the resource wealth of
star systems newly discovered in the Frontier. With the advent of the Province, Family
and Clan have created a vehicle for somewhat autonomous states. it is quite apparent
that this feudal structure has efficiently extended the reaim of the Imperium without the
corresponding expenses. _

Some of the more praminent inner Provinces are briefly touched on below. They by
no means represent alt of the inner Provinces, but are given as examples and for
reference purposes. Dates provided next to a given ruler indicate the period of reign.

“The motives and atlegiances of these Families are mutable and are never absolutes.
They are not even necessarily accurate, being only the generally perceived attitudes.

AUGUSTUS-HAYES
CURRENT RULER: Count Brandon Kothus way to take advantage of them. How-
Tyreus Hayes VI (Imp. 463 — ) ever, the Carlisles — while honest —
HOMEWORLD: Alpha Virginis are not stupid. Their intelligence
[-23X-40Y-552] divisions are as good as anyone's, and
POLITICAL ALLIES:; Carlisle they have foiled a number of attempted
OPEN ENEMIES: 7 overthrows, assassinations, and other,
GENERAL COMMENTS: Considered by mare subtle attacks. The Carlisle
some to be a relatively ‘backwater’ citizenry is larpely of western Europen
province, Augustus-Hayes is indeed far decent. )
below the galactic plane, and in a sparse - COLOS
quadrant. This is fine for Gount | CURRENT RULER: Lord Kibakee Colos !

Brandon, who works to maintain a low (Imp.469 — 471)

profile for his houss. Being a neighbor
to Countess Alana, he sees anonymity Lo(rtdm»gix?rd_er) Telax Colos IV

as preferable to becoming an unwllling HOMEWORLD: Gamma Vulpeculae IV

acquisition. (Orpheus) [+4X+40Y+14Z]
CARLISLE POLITICAL ALLIES: ?
CURRENT RULER: Duke Preston Toren OPEN ENEMIES: Devon
Carliste IV (imp. 458 — ) GENERAL COMMENTS::Colosians have a
HOMEWORLD: Aldebaran V {Oreign) well deserved reputation for unsubtie
[+6X+12Y-392Z] aggression against their enemigs; they
POLITICAL ALLIES: Devon, Jade London, are not known to be nice guys.  they
Augustus-Hayes could, they would pult every sneaky,
OPEN ENEMIES: None underhanded trick possible to thwart
(GENERAL COMMENTS: The Carlisle family their opponents. Unfortunately (for the
has a centuries-old reputation in the Colosians) they aren't that clever;
imperium for being “a bunch of reaily usually their plots end in embarrassing™
nice guys.” As such, they have earned failure. While varied, the peaples of
the disdain of many other houses. House Colos are mostly of Slavic

Devon, and Jade-London especially stay origins.
on outwardly friendly terms with Carlisie
while remaining always on the alert for a

DEVON

CURRENT RULER: Lord Yama Pythagor |
Devon (Imp.460 — )

HOMEWORLD: Deita Cassiopeiae VI
{Karofine) [+32X+30Y+11Z}

POLITICAL ALLIES: Jade-London, some-
times Carlisle

OPEN ENEMIES: Colos

GENERAL COMMENTS: Aithough certain}
not altruists, the Devonians are probab
among the least corrupt of the Maijor
Families. Recently, House Devon has
suffered a number of sethacks and Lon
Yama is fighting to put down saveral
minor uprisings. His imperia! Majesty
walching these proceedings carefully,
perhaps with an eye towards restoring
the house’s Ducal status. Devon lost it
rank in imp. 302 when Duke Butara |
made an unsuccessful coup attempt.
Since then, House Devon has recoverer
nearly alf of its privileges and is one of
the most powerful Inner Provinces.
Should Lord Yama manage to put dow:
these troublesome uprisings, he is like
1o regain his royal titte.

HULUGU

CURRENT RULER: Baron Teril Langdon
Sircod Hulugu | {imp. 441 —)

HOMEWORLD: Regulus V (Repula)
[-48x+31y+272]

POLITICAL ALLIES: Moskava

OPEN ENEMIES: Kubischev-Lioyd, Jade-
London

GENERAL COMMENTS: One of the origin:
inner Provinces, Hulugu has declined it
prominence somewhat since its
inauguration. The House still maintains
a respectable MERLOGH stock, how-
ever, primarity due to its massive
minerat wealth. Hulugu maintains ties
with Family Maskava, but Baron Hulugt
(and perhaps too many of his predeces
sors}) is willful and independent,
somstimes to the point of recklessness
Hutugu is frequently antagonized into
foolish aggressions by the Jadists {wh¢
never tire of taunting a dumb animal),
and is considered by many to be the
only House to exceed Colos in sheer
political siupidity.

JADE-LONDON

CURRENT RULER: Count Matthew Daniel
Jade-London Vi {Imp. 463 — )

HOMEWORLD: Alpha Volantis I {L.ama-
raine) [+45x-19y+3z)

POLITICAL ALLIES: Deven, Carlisle,
Kubischev-Lloyd

OPEN ENEMIES: Colos




GENERAL COMMENTS: Like the
Colosians, the Jadists frequently stoop
to underhanded means to get what they
want. Unlike the Colosians, the Jade-
London operatives are frequently
inteffigent, clever, and creatively devious
individuals. Their hands are aiways
ctean. Jadists are generalty loyal to their
friends (space help their enemies). Not
surprisingly, {from the name) the Jade-
London citizensy is for the most part
Anglic in descent.
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KASHMERE

CURRENT RULER: Duke Caitlin Pliny
Bently Kashmere Il {Imp. 462 —)

HOMEWORLD: Astra { (Otympus)
[+47x+9y-497]

POLITICAL ALLIES: ?

OPEN ENEMIES: Colos

GENERAL COMMENTS: A relatively new '
force in the Empire, Kashmere has
recently attained Major House status
and is quickly consolidating its political
and miiitary position. They have a
much higher percentage of Telepaths
than the Imperial average, apparently
due to their protracted isolation and
mutation. Kashmere is actualty a
Coalition of six system-clans which —
because of their mutual heritage and
common interests — have united to
create a single, formidable political unit.
The Kashmerian origins are mixed, but
were griginally dominated by Nordic and
Middle-European peoples.

KUBISCHEV-LLOYD
CURRENT RULER: Baron Kevin Hianovich
Skakis Kubischev-Lloyd {imp. 463 —)
HOMEWORLD: Eta Pavonis IV (Urkusk)
[-10x+58y-13z]
POLITICAL ALLIES: House Jade-London
QOPEN ENEMIES: Houses Hulugu,
Moskava, occasionally Devon.
GENERAL COMMENTS: One of the less
prominent of the Houses Major,
Kubischev-Lioyd owes its continuing
existence to an alliance with Jade
London, The families have a. common
heritage and Count Matthew and Baron
Kevin are personai friends. The Jadists
and Lloyds often cooperate in schemes
1o thwart House Bulugu plots.

LeGRANGE

CURRENT RULER: Marquis Nicholas
Hishitir LeGrange {imp 439 —)

HOMEWORLD: 117 Phoenisis
{New Charon)} [21x-40y127]

POLITICAL ALLIES: Thaan

QOPEN ENEMIES: Jade-London, Carlisle,
Devon,

GENERAL COMMENTS: LeGrange is
somewhat of a bumbler; a lesser heir to

- what was once a pre-eminent house.
Only by his association with the
powerful ThaanComgp Corporation (of
House Thaan) has he held on at all.
There are rumors of his alliance with the
League of Merchants, but he has so far
escaped prosecution. :

MOSKAVA

CURRENT RULER: Countess Alana
Channing Circe-Leanova Moskava 1l
{imp. 435 —}

HOMEWORLD: 61 trsa Majoris Hi
(Aldomaine) [-24x+2y+32z]

POLITICAL ALLIES: Hulugu _

OPEN ENEMIES: Kubischev-Lioyd, Jade-
tonden -

GENERAL COMMENTS: If anyone is more
wily and clever than the Jade-London
Intelligence corps, it is Countess Alana
Moskava. The venerabie matriarch for
nearly 40 years, Countess Alana has
masterminded innumerable schemes
against her political rivals, and has
precipitated the fall of more than one
Provincial government. She has
survived dozens of assassination
attempts and punished the (suspected)
perpetrators with brutal retribution. The

. Moskaviart Intelligence Ministry has

Geds

amassed considerable ‘personal’ data on

virtually every significant personage in
the Empire, and Countess Alana is not
afraid to use it. The Emperor spends
considerable time manitoring her
activities — wary of her powerbase and
concerned that Alana Moskava might
have designs on the tmperial throne.
The Moskavan pepulation is almost
entirely made up of Slavic peoples.
STRUIN
CURRENT RULER: Count Alistair Jordan
Struin (Imp 455 — ) :
HOMEWORLD: Arcturus 11} (Kowloon)
[-25x-17y-112]
POLITICAL ALLIES: Carlisle, Augustus-
Hayes —
OPEN.ENEMIES; Moskava
GENERAL COMMENTS: Count Alistair
came into power rather abruptly at the
assassination of his father. He has,
however, pulled his once-powerful
province together, and is in the process
of rebuilding what was once one of the
- pre-eminent trade empires in spacs.
House Struin is a mixture of Oriental
and Anglic origins.
THAAN
CURRENT RULER: Duchess Zirina Ophesia
Thaan (Imp 445 — )
HOMEWORLD: Theta Herculis Il {Osara)
[-6x-40y+24z}
POLITICAL ALLIES: LeGrange, Colos
OPEN ENEMIES; Carlisle, Devon
GENERAL COMMENTS: Zirina Thaan is a
clever and powerful wornan, having
bargained her way into a position which
elevated her from Countess to Duchess
just four years ago. She is ruthless and
has destroyed many an enemy on the
way up. The Thaan citizens are largely
of Qriental origin. -

TITANIA

CURRENT RULER: Baron Foeg Huronak
Titania {Imp 385 — ) .

HOMEWORLD: Omicron Lacertae |V
{Titan} [27x-47y452] :

POLITICAL ALLIES: Colos

OPEN ENEMIES: Jade-London, Moskava

GENERAL COMMENTS: An obscure Inner
Province, Titania has aiways been on the
periphery of political power in this
Empire, while mzintaining a certain
stabifity. Titania's current advantage is
the marriage of Baron Foeg's daughter
to Emperor Modestinus Il
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OTHER ORGANIZATIONS

“They [corporations] cannot commit treason, nor be outlawed, nor excommuni-
cale, for they have no souls”

Sir Edward Coke
¢, Prelmp 10,015

When the Empire formed nearly five centuries ago, most of the megacerporations
were already pseudo-palitical bodies, controlling entire solar systems and populations.
Many represented themselves in the ill-fated Terran Federated Democracy. With the
Consecration of the Imperium, they were transtormed into ‘legitimate’ governments.
However, there are a few groups which exist as pure corporate entities. They either
came to prominence after the Consecration, were too small to ciaim Provinciat status, or
simply wished to remain alcof from the politics of the situation.

11. 1
DIA KHOVARIA

Tuming and turning in the widening gyre
The faicon cannot hear the falconer;
Things fall apart; the centre cannot hold.

W. B, Yeats
Terra, Prelmp ¢. 9730

Location: Hanaan {V {Hannan) [33x0y-10z]

Otherwise known as The Church of the
Word, the Holy Tabernacle of the Word, or
simply The Church, the Dia Khovaria is
one of the fargest independent organiza-
tions in the Empire, and is officially
sanctioned by the Emperor.

The D.K. was at one time & religious
organization which traced its roots to pre-
technology Terra. During the dark times
before machines (according to the
Khovarian claims), humans actually
manually copied information from speech,
writing with their hands, The houses of
the Tabernacle held the only reat data
archives anywhere, and it was to those
libraries that anyone seeking information
would go. Even there the prefates of the
Church jealously controlied the dispensa-
tion of data, and they released only
information which would further the power
and authority of their religion (and so also,
themselves).

‘With the coming of certain technic ad-
vancements, though, the usefulness of
this aspect of the Church was on the
wane. They went through a2 number of
revitalizations, but never enjoyed the
political sway they held during the Dark
Ages of Terra. One such time was the
Universal Technotogical Recession, when
D.K. archives were among the few data
storehouses to survive.
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Within a few hundred years after the
development of the Hyperdrive engine,
however, the Church had all but collapsed
— the victim of humanity’s diversity and
headlong rush to the stars.

In Preimp 1076 all this changed. The
Tachyon Beam Dictor, a nearly instantane-
ous sublight communications system, was
invented. With a range of only about 50
light-years, it required an extensive
network in order {0 be truly effective, The
Church was a party {o the coalition which
devetoped the device, and recognizing the
potential significance of combining an
instantaneous communications system
with their vast data sterehouses, moved
quickly to consolidate a leading position.
Calling in their debts from the many who
depended on D.K. data after the Techno-
logical Recessions, they bargained their
way to a decisive edge in TBD develop-
ment. Though they could not secure a
monopoly, they had considerable lead time
on a!l competition, and risked all of their
resources 1o set up the most complete
Datanet possibie.

Ge46

The hierarchy of the Tabernacle was
ambitious, and more clever than most
would have thought. For several hundred
years they played one faction off of
another, regaining power and authority.
Now they have evolved into a vitually
secular group, dealing in information as a
religion and commaodity, while developing
their own massive database.

To this day Access Tachyon Technol-
ogy — a division of the sprawling Church
organization — is recognized as the leade
in communications and data commodities
The Imperial Executive Division uses them
exclusively. The GCH utilizes local groups
and independents in what some consider;
calculated snub of the D.K. This isn't
surprising considering the cool relation-
ship between the Truthsibyis and the
Church.

The organization is also frightfully effi-
cient and politically powerful. Their
‘research’ agents reguiarly make fools of
Provincial and Imperial operatives by their
expertise. The D.K. denies fervently that
they even have an intelligence arm, or that
the fabled “Tabernacle Police”™ really exist.

11.11 DIVISIONS OF THE D.K.

The Church is divided into several
components, all controtled by the Khovar-
ian Curia,

Curia Headquanrters: located on Hanaan
IV, it is the home of His Holiness the
Reidyr {the Chairman of the parent
company and supreme head of the
Church). it is also the meeting piace of
the Cardinals (company presidents and
directors).

Access Tachyon Technology (ATT): The
group responsible for operation of the
Tabernacle Datanet, the Imperial Tachyon
Beam relay instaliations which connect the
Empire in a faster-than-light communica-
tions system. They aiso operate the
related courier/paging system which
allows TBD messages be carried from
terminal to final destination. The acronym
was deliberately chosen in tribute to a
semi-mythical group which reputedly
pioneered the tenets of the D.K, in the
Dawn Ages of Technology.

Tabernacle Central Archives: The branch
which administrates the databases and
‘libraries’ of informaticon, found on all
Provincial Homeworlds. Archives are
usually supervised by a Bishop or Arch-
bishop in conjunction with a Chureh
Diocese.
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1abernacie Police: This group really does
gxist, though it is not the terror it i made
put to be. Tabernacle Police sp'end most
of their time investigating TBD interference
and other attempts to defraud or defame
the D.K. Their enforcement powers are
very limited, but they are said to work in
cooperation with the IID. They do not get
along well with VegaPol.
Tabernacle Research Agency: A much
more secretive and formidabie group than
the Tabernacle Police, TARA is ostensibly
a benign investigative division, their sole
urpose — the acquisition of new data for
the Church files. Strictly speaking, this is
true. However, TARA operatives are
possibly the most highly trained and best
gquipped intelligence agents in the_ Emp_are.
Many are Telepaths, and afl are trained in
such unusual skills as unarmed combat,
trickery, and propaganda. Their purpose
@ isindeed to gather information of all kinds,
although sometimes the desired informa-
tion — as well as the gathering method —
® s highly uausual.
® ¢hurch Dincese: The Church has divided
@ Human Space into administrative areas
(often corresponding to current political
units such as Provinces) which it calls
diccese; larger or more important ones are
@ archdiocese. Diocese Chapterhouses are
regional headquarters which frequently
house databases and TBD relay admini-
1l stration as well. A Bishop controls the
@ (database and all D.X. operations within his
@ diccese, and has free access to the ATT
® network. Nary a Provincial Lord has
turned down a Chorch request to place a
@ Chapterhouse on their Homeworld, though
@ some barely conceal their dislike for the
powerful organization. Some Provinces
~— and of course the Emperor — work
@ ciosely with the Church and have benefited
@ from D.K. information-gathering facilities.

® 11,12 SYMBOLS OF THE D. K.

The Dia Khovaria remains —— at least
@ outwardly — a very arcane organization.
@ They retain the omate vestments and
® rituals of their distant origins — though
some rituais have been adapted to suit
@ their current organization.
@ The uniforms of the Church are briefly
@ Summarized below. In general, they are
® full, flowing robes which sweep the floor.
Mank's robes are hooded and tied at the
@ waist by a simple tool belt, while the upper
@ tchelons often wear small skuilcaps of a
® color to match the robes, which are more
fitted than the loose monk garment.
The Reidyr: Wears only white with silver
@ or gold trim. He carries a staff of pure
@ Siivery alioy.

Cardinal: A Cardinal wears scarlet robes
and a small red skullcap. Each Cardinal
has a unique, large, arnate amulet which
indicates his division in the Church. Most
Cardinals reside on Hanaan or their
Division Homewaorld.

Archbishop: This most powerful regional
authority has robes which are primarily
purple, but the style varies with the
Archdiocese. They also wear skulicaps
and have distinctive amulets. Their area of
authority is usually an entire province or
imperial Sector,

Bishop: Men of this rank wear pale blue,
They administrate a planet or Minor Clan.

Mansignor: Monsignors are often per-
sonal aides to Cardinals or Archbishops.
They wear black trimmed with scarlet or
purple {depending on which prelate they
serve).

Priest: Wear black robes trimmed in white
and decorated with a colored Surcoat
which indicates their division. They wear
no cap or hood, and their function is
essentially support and lower bureaucracy.
Highest ranking priests are in charge of
T8BD relay stations.

Monks: The vast majority of this ali-male
institution is made up of Monks (and
monks in training. Movitiates). The
standard color is a featureless black habit
with a duil grey web belt. The robes are
voluminous and flowing, has full sleeves
and a deep hood, and is designed to he
unencumbering but capable of concealing
a number of devices. Novitiates wear
white, while TARA monks have grey
habits.

Church officiats are properly addressed
in the following manner: The Reidyrr:
“Your Holiness”, Cardinals: “Your Emi-
nence”, Archbishaps and Bishops: “Your
Grace” or “Excellency,” Priests: "Rever-
end Father” or “Father”, Monsignor:
“Father”, Monks are addrassed as
“Brother”. :

Every member of the Church has an
integrated Signetring, This device is a
means of identity verification (sort of an
ident disc for internal Church purposes),
and gvery ring is keyed to its wearer, Each
is encoded with appropriate security
clearance bath for entry into certain
facilities (in this capacity it functions as a
sophisticated efectronic key) as well as
access to the various classified levels of
data.

The rings of the upper hierarchy
(Bishops and above) have an additional
feature not known to outsiders. Eachisa
combination microcomputer/brain pattern
scanner, Through the ages the Church
has insisted upon maintaining the ritual in
which, when one meets a prelate, the
prelate’s ring is touched to the forehead.
With the sophisticated rings, a church
member can record the brain wave
patterns of officials they deal with reg-
ularly and so covertly confirm that
official’s identity at every meeting.




11.2
APl (Andrium Producers
of the Imperium)

Location: Sol IV [0x0y0z]

Formerly the Andrium for Science
League, the APl owes its continuing
existence to one thing: 2 monopoly on
Andrium production, Without this
material, interstellar travel would come to
a complete standstill. APt is a production
cartel and distribution company, protected
and monitored by the Emperor but in
many ways, an independent corporation.
They have thwarted countless plots to
undermine their monopoly, both through
theft of the secret and outright destruction
of their production plants.

The question arises: i Andrium is
necessary to FTL travel, how can API really
have a monopoly on Andrium production
while other races known o the Empire are
atso capable of FTL travel? Where did
they get their fuel to perform the neces-
sary protracted research, and how do they
continue to power their craft?

The answer is muitifold. The actual,
closely-guarded truth is that Andrium does
occur naturally in very specific environ-
ments. Such material is very rare and
requires pracessing before it can be used
In most starship reactors. Additionatly, it
is clear that horne sapiens were not the
first to create Andrium {or a correspond-
ing material). There is nothing to stop
another technically advanced race from
developing the materiat. Pirates also
haunt system perimeters, haping to snare
an unwary merchant vessel and take its
Andrium supply. Also, the APl will sell to
just about anyone with viable cash,
whether they are allied with the Imperial
government or not.

11.3 I
'VIRTUAL

HUMANATRONICS

Location: Jym-beb 77 VI [+8x-54y-45z}

One of few interstellar corporations still
in existence, V.H. is similar in many ways
to a small Inner House, though they shun
any such comparisons. The company
director has always politely declined the
oftered Imperial Senate seat, choosing to
operate exclusively on economic power.

“Indeed, Virtual Humanatronics has
produced android molecutronics of
unequalied quality for over six thousand
years. Of course, current technology,
even with the numerous setbacks and
near-disasters of the Technological
Recessions, bears little resemblance to
what existed then. Androids were crude
and unwisldy machines, subject to bizarre
and unpredictable psychological problems.
By all evidence, the imperial Era models
are reliable and efficient. '

Operating from their remote headquar-
ters on Jym-bob 77 VI, V.H. maintains a
stable niche in the Imperial economy. The
uninitiated will undoubtedly find the name
of the system amusing, but when the
Company decided to move from their
original headquarters among the Core
Worlds and selected a system near the
frontier, the reigning director named the
star after one of their most reliable early
models whose main function was agricul-
tural supervision and machine mainte-
nance. Jym-bob modesls i through VI
were essential to Virtual's economic
success. {Modsl | was not entirely
successful). o

V.H. produces some high-quality
memaory storage systems {mostly for the
Dia Khovaria and the Emperor, who can
afford their prices) but most production
and R&D is focused on androids. Several
Houses — including Devon, one of V.H.'s
biggest electronics competitors — would
like nothing better than to see the com-
pany vanish. They fear that one day

Virtual will decide to apply their abilities to
mainstream electronics, dramatically in-
crease production and possibly destroy
the market. Recently V.H. tock House
Kashmere to the Galactic Court of Human-
ity, charging that Kashmere's
subcorporation Humanadyne stoie
molecutronic secrets from V.H. employ-
ees' minds. The case was eventually
disrissed due to lack of evidence.

-guarters: Titan, the largest moon of Satum

11.4 I
INTRACOM (Interstellar
Trade Combine)

Location: Sol Vin (Titan) [0x0y0z]

Each province, while capable of
surviving on its own if suddenly cut off
from its neighbors, would undoubtedly
suffer certain hardships. £ach of the Inner
Houses has developed a reputation for
producing the very best of some product
or products, and eagerly exports such
products to the rest of the Empire. While
most of these Houses have their own
fleets of commercial vessels, it is often
profitable to use an independent carrier
and wholesaler. Since the consecration of
the Imperium, a number of these Inter-
provincial carriers have sprung up, and a
few have gained megacorporation status,

INTRACOM is also an extremely old
organization, dating some millenia into

Prelmp days. Because of this, it was able

to secure a prime territory for its head-

in the Sol system. (Titan was terraformed
during the initial Human expansion, and, in
addition to a few elite corporate headquar-
ters it supports a number of exclusive
resorts.)

One of the largest interprovincial trade
corporations in the Empire, INTRACOM
serves all of the Inner Provinces as well as
the tmperium itself. Because of its nature
and scope, INTRACOM is forhidden to
have political affiliations — a tack more
than compensated for in its economic
strength. INTRACOM deals mainly in
nonmilitary technic equipment {as
opposed to clothing, food, or rare com-
modities).

11.5 I
DeBARTON ENTERPRISES

Location:Beta Hydri 1} {4x-1y+12z)

Another Empire-spanning trade
corporation, DeBarton's deals exclusively
in rare and expensive merchandise. Their
fast, light trade vessels sometimes are
dispatched to transport a single item for a
specific client. Scents, jewelry, rare spices
and liguors are among their primary
cargoes. DeBarton's has officiatly denied
charges that they deal in Sianetic Harbin-
ger artifacts, yet they have been linked to 2
number of mysterious appearances of
such items,
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Many of these traders are allied in a The location of the headquarters of

E

b 1.6 I

\EAGUE OF MERCHANTS

Location: Omega Agenus Va (Starhaven)
;.24x-5y+10z]

—
A Secret Report to League
Council, Starhaven

SUBJECT: Imperial Archaeological Insti-
nite Survey 29776759045-ZH-745
SUMMARY: it has come to the attention of
the Council that the IAl has discovered a
Sianetic Harbinger installation of surpass-
ing importance in Sector Omega Serpen-
iis. Investigation has revealed that a find
has indeed been made and the 1Al is in the
process of exploring the main site on
pianet 1! of system Delta Cuitho. Further
study of 1Al files was not feasible at the
time of this report; however, interviews of
some IAl operatives has revealed that an
pperational installation has apparently
been antered, and that several intact tech-
nic artifacts as well as functional cryo-
genic units have been discovered.
RECOMMENDATION: Send a League Ac-
quisition Force immediately to Della

and nullify IA] staff on-site.

in any capitalistic society there are not
only the huge corporate trade networks
competing with each other in-the large,
high-profit fields, but also the independent
merchantmen, scavenging a subsistent
living on the cargoes too small to be worth
a megacorp's trouble. These ‘free traders’
often engage in marginally legal {or
indisputably illegal) runs in order to turn a
profit, and as such, find themseives
always dodging mperiat and Provincial
security troops — not to mention
VegaPol.

Cultho 111, seize all records and artifacts, |

lonse association which bears the name
League of Merchants. A number of the
upper echelons of the League are located
on the independent world of Hyperion 1X
in Devon Province, as well as Palengue IV
(Tikal). Others are scaftered throughout
the Empire. The League coordinates a
number of illegal activities, inchuding drug
smuggling, gunrunning, interprovincial
espionage and sabotage.

There are myriad legends surrounding
the League; its origins predate the Empire,
and some say it existed even before the
entrance of Terran Man into space
{although its present membership is
dominated by Humanoid species). The
League has even inspired countless
sensationalist Holovids, most of which
paint the Mythical League as a powerful,
evil organization bent on the downfall of
the Good and Just Empire. (Of course, the
Empire is not painted as evil, for fear of
censorship and/or arrest of the writers and
producers.) His Majesty is usually not
amused by what can only be considered
treasonous propaganda. in truth, the
League is not as evil as it is somstimes
portrayed, but neither is it a righteous
band of do-gooders rebelling against an
oppressive empire. The League of
Merchants is essentially a parasite
{(keeping in mind that some parasites are
actually somewhat beneficial to their host)
and, like any parasits, it is not in its best
interest to kil the host outright.

At the center of the League of Mer-
chants is the LeagueCouncil, a body of
semi-attonomous heads of illegai
empires, most of whom are also leaders in
legitimate corporations or clans. Although
sach LeagueMaster or Mistress operates
independently, they meet to coordinate an
occasional large effort, and to avoid
getting in each others’ way. (Of course, 2
LeagueMaster might decide on his own
that another Leagueman is “in his way”
and dispose of the obstacle.) The
meeting-place of the LeagueCouncil and

the center of League activities is the place

known only as Starhaven.

the League of Merchants is one of the
best-kept secrets in Human Space. Just
mentioning the name is enough to evoke
fantastic tales from Independent Traders
who claim to have been there at some dark
point in their careers. Not situated ona
planet at all, Starhaven is actually a large
and very ancient space station, a huge
artifact of one of the younger Sianetic
Harbinger races, orbiting a white dwarf in
a dead solar system. This alone has
helped to confuse any search, and it is
only the beginning,

Apparently, not so long ago (in stelflar
terms} the dying sun Omega Agenus
novaed. The explosion threw off much of
the star’s mass and collapsed the remain-
der into a white dwari. Starhaven was in
the shadow of the planet it orbits and was
spared the full fury of the destruction.
That, combined with its still-operational
deflectors, spared the already long-
abandoned station. The expelled stellar
materidi created a nebula about the
system, clouding the star and its six
pianetary children (now all blasted
cinders) from accurate analysis.

The secret of Starhaven’s location
continues to be protected via the use of
code-lecked coursetapes, which cannot be
duplicated or read. The tapeisfedintoa
ship's navigational computer and the trip
is completely automated — including two
or three out of the way jumps to mislead
passengers about the distance and
location of the base. Once visitors have
arrived at the Omega Agenus system, they
are within the dense, hazy nebula where
very few stars can be made out through
the beautifut violet cloud without careful
study. Before a thorough analysis can be
made, any unwanted intruders are

| invartably dispatched.

Starhaven is itseif — as previously
noted — an ancient space station,

-apparently intended to function in a

manner similar to current Imperial
Instations. in design, however, it differs
radically, being torus-shaped with a
spherical core which holds the main
docking bays.
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RENEGADE HOUSES

“We thank His Imperial Majesty for his kind offer of membership in the august
imperial Feflowship. Unfortunately, however, the Aquataine Government is forced 1o
decline. We do not befieve that such membership would serve the best interests of our
people, for the empire clearly does not serve the interests of its own citizenry. ..

“As with a realm on Earth itself fong ago, it has become apparent that the Empire has
always been disinclined to recognize human nature.”

Excerpts from
“The Provinciat House Refusal Speech,”
Aguataing President Kaliv Duram i

Aithough the Terran Empire is clearly the dominant force in this corner of the galaxy,
other political entities do exist. There are a handful of Renegade Houses — groups
which refused to cooperate in the Imperial Drive — which the Emperor has not gotten

arpund to sguashing.

While there are no doubt countless humanoid groups scattered throughout space,
{records of their journeys lost in the Recessions of mankind) there are a few cor-
porations which have more recently fled the fold. When the Terran Federated Demog-
racy began to disintegrate they soon saw the way things were going. Realizing that their
political and economic strength was not up to tinagling positions in the new Empire, the
corporations fled the tyranny of the Imperial Flest.

Since that time a few Houses, initially consecrated with the Empire, have also
seceded. Most of these organizations have been liquidated; a few survive, either through
subtsrfuge or enough military power to dissuade what would prove to be a long,

profitless campaign by an Imperial Starmada.

12.1 I,
AQUATAINE
COMMONWEALTH

GOVERNMENT {RULER}: Republic
{President Leland larius)

HOME SYSTEM {PLANET): Cera, +201z,

Frontier Zone 9 (Aquataing)

A contingent of the shattered Terran
Federated Demaocracy was unwilling to
cooperate with the Imperial drive, and,
seeing that their only alternative was exile,
fied 1o the northern tringes of the galactic
plane. There they focated a suitable
Homeworld and set up a representative
government, determined 10 prove 10 the
"damned Imperialists” that a democratic
government would work on a targe scale.

The Commonwealth has not fared as
well as the Imperium in the last several
hundred years, primarily dug to a lack of
manpower and avaitable habitable worlds.
In technglogy they rival most Imperial
Provinces, and it is rumored that the
guality of life in the Aquataine Common-
wealth is actually significantty better than
the average in the Empire. 1t is also sug-
gested in some circles that Aquataine

. bwes most of their technical knowledge 1o
House Jade-London, which is near the .
Commonwealth border and is said to trade

- with them (an activity declared illegal by

the Emperor). There is no proof of course;
the Jadist’s hands are always clean.
Despite their hardships, however, the
Commaonweaith has spread to encompass
a dozen star systems and their star fleet,
though small, is not 10 be taken lightly,
Aquataine is a basically peaceful nation,
though fiercely independent. Once, in
Imp. 154 the Emperor sent a task force to
Aguataine and "offered” the President
membership in the Imperium as an Inner
Province, The task force was destroyed
but for one ship, which the President sent
back with a message, reporiediy telling the
Emperor what he could do with his
Provinces. The offer has not been
renewed, and the Emperor awaits a time of
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relative peace in which he can afford to
send a real fleet to Agquataine and teach
them a lesson.

12.2 I
TAELONS

GOVERNMENT (RULER): Monarchy
(Tarius IV)

HOME SYSTEM (PLANET): Gamma
Arietus, +113Z, Frontier Zone 3
(Taetalus)

Very litite is known of the Taelons,
though tmperial Intelligence suspects that
they are capable of progducing very high
quality Alterant Replicants. In fact, one
theory is that the entire race is composed
of "renegade replicants”, warped genetic
descendants of the original colonists.
Most reasonable people dismiss this as an
overly paranoid and romanticized theory.
The few documented contacts with Tae-
lons describe them as very charismatic,
attractive beings, though they have refus-
ed to accept Imperial Sovereignty, Their
remaote location, strong planetary defenses
and small, stealthy ships have ai-lowed
thern to remain independent thus far.

12.3 I
ATHION

GOVERNMENT (RULER): Oligarchy
(Five Planetary Governors)

HOME SYSTEM (PLANET): Athys, +41z,
Frontier Zone 6 {(Aurelin)

The Athion Confederation is considera:
bly smaller than the Aquataine Cammeon-
wealth, and is in reai danger of being
absorbed by the Empire. In fact, if the
Colosians had not bungied the takeover so
badly, they probably would have been
subjupated long ago. The Emperor has
become impatient and may soon give the
Jadists or Devonians a crack at it.

Made up of five systems, the Athions
are descendants of an Earth coiony
faunched thousands of years age. Their
original Homeworlg was Athys IV, ang
they have since spread o four other stars.
Being stubborn and independent, the
Athions quarreled amongst themselves

and eventually broke into the five inde-
pendent states. They remained aloof from
the Federated Democracy, and would
prefer to avoid the questionable overtures
of the Empire. i

Various Athion worlds have been linked |
1o the League of Merchants; some even
believe that Aurelin is the League head-
quarters. This remains to be proven, (It ¥
in fact untrue, of course. See the section
on League of Merchants. )




NON-HUMAN RACES

Although Mankind has effectively dominated his little corner of the galaxy (for the
fime being), other intelligent species exist besides Homo Sapiens. Here is a selection of

pthers.

13.1 Although Telepathy is not unheard-of in

HOMINOIDS the imperium, it is still a rare gift pos-
Hominoids are beings who resemble sessed by only one citizen in 100 — and

humanking either superficially or geneti- 90% of the known Telepaths have only

gally. Some are simply further along the rudimentary skills. Ali children are tested
evolutionary scale by random selection atan early age, and if they showan
and environment (Neohumans), or via aptitude, are offered admission to special
scientifically directed breeding (Transhu- | training classes, at their parents’ discre-
mans). Others are mutations (Telepaths tion. Telepaths who publicize their

and Humanoids) or manufactured apilities {e.0., by psing thejr skills profes-
artificiatly intelligent ‘synthetic persons’ sionally, such as in a special Provincial

{Androids). Some are the product of agency) are treated with a ml)iture of awe
direct gene alteration and adjustment and suspicion. “Professional” Telepaths

(Aterant Repiicants), and others — who | are almost invariably members of a guild
have turned up on planets other than Terra | of other reputable agency with a code of
~—are clearly the result of seeding by the behavior; no abuse of powers for personal

Sianetic Harbingers. Two mentioned gain , no in\_tasion of another citizen's
below may indeed be more closely refated | personal privacy, etc. This parallels other
to the "0ld Race’ than man. professions, such as medicine, As always,

though, there are renegades, using
Telepathy as a weapon, and a tool for
Harbingers, it becomes increasingly clear | Profit. The League of Merchants is

that mgy were humanoid to a high?jeg ree, | Suspected of exploiting Telepaths in many
and that they not only ‘seeded’ humanoids | capacities.

As archaeological work progresses on
various former homeworlds of the

on many planets, but engaged in a variety _ A branch of the imperial Inteiligence
of genetic and psycho-environmental Directorate (IID) has agents always on the
experiments with many of their seedling lookout for Telepathic crimes. Punish-
cultures. Thus the resulting plethora of ment for abuses of Teiepathy are severe:
humanoid-inhabited planets in various usually a selective mind-wipe which either
stages of development. dulls or obliterates the offender’s powers.
in general, any Telepathic act which
13.11 TELEPATHS, NEO- probes into or affects another sentient’s
HUMANS AND HUMANOIDS mind, or has a physical effect on another’s
Civilized Man, now about twenty person or property is considered criminal.
thousand years old, has changed little, This includes use of Voice Psions except
physically, throughout his history. True, in self-defence. Telgpathic communication
he is a little taller, more physically fit, lives | is not iltegal, nor is Psionic transportation.
aiittle longer, and can have children Psions for personal enhancement or
somewhat later in life, but these changes healing are also permitted. All Telepaths
are minor when compared to how his are legally bound to be “licensed” through

ming has developed. The average manis | an Imperial or Provincial agency, and their
now capable of retaining a greater amount | |dent Disc carries the data. Practicing any
of what he learns due to the spontaneous | act of Telepathy while knowingly unli-
mutations which have affected the evo- censed is also a crime.

lution of the formation of the brain. There Many imperial and Provincial special
are now, on average, a greater number of | forces teams employ Telepaths, and it is
Convolutions in the cortex and an increase | widely rumored that those team members
in the quantity of neural support celis to be | are permitted and even trained to utilize
found thergin. In a few individuals, these offensive Psionic powers,

thanges have sparked guantum leaps in
mental facility resulting in the Telepathic
phenomenon.

One of the most renowned Telepath
organizations in the Imperium is the Order
of Truthsayers (also known as “Truthsib-
yls”). Invariably women, they have
established an order and training center on
Alpha Mensae IV. Since their first
introduction to the Galactic Court of
Humanity in Prelmp 27, the Qrder of
Truthsibyls has acquired a mystical, quasi-
religious stature. Although they are
technically a part of the Vega group
{including VegaPof, the GGH, and MER-
LOGH) they remain pointedly aloof from alt
political and social alliances. This only
enhances their image as absolute mis-
tresses of Truth. Inimp. 79 the Order
made members available to Inner Provin-
cial Courts (for a substantiai fee, of
course), greatly relieving a backlog of
cases at the GCH.

Membership in the Order is by invita-
tion from the Truthsayer's Council, based
on review of Telepathic testing. Truthsib-
yls undergo rigorous training before being
accredited, ten years of mental prepara-
tion in an ascetic environment. Members
of the Order wear a gown of pure white
under an open, hooded black robe. Their
only jewelry is an elaborate golden earring
of their office. The earring serves another
purpose, the settings being crystalline
Psion Prisms. Truthsibyls do not marry
{though they are known to bear children,
mainly to further their Telepathic genes)
and are forbidden any but the most
superficial ties with anyone outside of the
Order. In the history of the organization's
existence, never (as far as is generaily
known) has a member been found to be
incorrect at judging truth, nor has a Sibyl
tallen to-bribery or other corruption.

There have been some changes to
man’s physical makeup as a result of his
colonization of the stars. In additiontoa
variety of Humanoid variations, there has
gvolved a “new man”: the Nechumans.
This term does not imply a ‘master race’
or other artificially created species; rather
this is just a siightly improved version of
Homo Sapiens which has developed over
the past several thousand years.

The various Humanoid subspecies are
all the result of environment inducing
minor changes in physiology. Bones are
shorter and more dense on planets with
high gravity; ears, nose and fungs are
larger on planets with a thin atmosphere;

eyes and skin develop defenses against
radiation on planets with bright and/or
close suns, These are just a few of the
myriad variances which have siowiy
evolved.
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13.12 TRANSHUMANS
Transhumans, being by their very
nature ‘natural’ humanoids, are often
indistinguishable from the average citizen,
Only the types bred for certain very
specific physical attributes (e.g., superior
overall strength: huge skelston and
musculature; superior dexterity: long
fingers, or additional digits; superior
endurance; greater lung and heart ca-
pacity) show obvious signs of their
specialized breeding. Depending on their
genetic history, they possess aptitudes tor
certain mental or physical tasks, and are
invariably guided into that field. Applied
Eugenics is not a widespread phenome-
non, limited to certain ‘clubs’ and a
handful of Minor Clans where it can be
enforced. Transhumans — like Telepaths
~— rarely advertise their background, for
when they do, they are frequently greeted
with jealousy and suspicion by their
“peers”. Only the Transhuman V's consis-
tently flaunt their breeding. Of course, the
Transfives are the overall “supermen”
7ifted in all aspects — including ego.
“ransfives tend 1o take the attitude of
"veah, I'm a Transhuman, prag “(slang for
Product of RAndom Genetics: an insult
often heard in Kashmere), “you gota
arpblem with that?”

P S A

.| heat units to warm the skin and pseudo-

| actually treated as equals by all humans,

House Kashmere is the most prominent
example of a Jarge-scale Eugenics
program, and any Kashmerian citizen is
avtomatically assumed (accurately so) to
be a product of controlied breeding.

13.13 ANDROIDS
First let us draw the distinction between
Android and Robot: an Android is built to
closely resemble a humanoid (or other
racial) being. Androids by the time of the
Fifth Imperial Century are so well con-
structed that a mulliscanner (or similar
probe device) is required to differentiate
their presence from that of a living being.
Advances in synthetic materials and
molecutronics allow for such luxuries as

vascuigs to pump fluids simuiating blood
flow. An Angdroid’s eyes and mouth are
moist, his body hair is articulated, ete.
Robots, on the other hand, are more
specialized, less flexible, and do not
resemble living beings in the least.
Robots are produced in a number of
forms, and their only defining features are
that they are usually mobile and possess
manipulative limbs,
The best Androids are sentient, and
granted full citizen status by Imperial
decree. These intelligent machines are
allowed such freedom because of the very
special nature of their molecutronic brain.
A unique, quasi-living organ, the unit
functions just like 2 human brain. When
the android is first activated, the cerebel-
lum has been programmed with the
necessary autonomic functions, but the
cerebral corlex is essentially "blank.’ Basic
traits can be programmed, just as genes
and early childhood ‘program’ humans,
but beyond these basic tendencies, the
brain is seif-programming, independent,
and seif-aware. A requirement of full
citizen status for any android is certifica-
tion of the instalation of the morality
program. This is a standard controli,
composed of basic Imperiai Law and a set
of priorities, setting up severe prohibitions
against High Crimes (e.g., murder) and
mild anxieties against lesser infractions.
Such controfs are necessary to prevent the
creation of Android assassins — a truly
terrifying concept. Android production is
carefully monitored by imperial agencies
to prevent black market models.
Equal status under Imperial law does
not necessarity mean that Androids are

Normal humanoids are often insecure
when dealing with an Android who they
know is potentially much more intelligent,
and definitely more physically powerful
than themselves. This prejudice is similar

13.14 HUMANOID
REPLICATIONS

These beings are the result of direct,
artificial gene alteration, “created” beings
rather than refinements of a natural
process. Genetic material is altered in the
laboratory, and the cells are grown (at an
accelerated rate) in tanks, creating
numerous duplications of the same being
{like cloning). Gene alteration is much
taster and more certain than Eugenics, ang
problems can be suppressed, such as toa
much intelligence, ambition, etc. The
original cells are living human tissue, but
the genetic memary of the celfs has been
tampered with.

‘This possibly subtle distinction is a
crucial one in Imperial society. Beplicants
are generally considered subhuman — at
the absolute bottorn of humanity’s social
fadder. The reputation has stemmed from
their prime function, which is to do every
dirty, disgusting, and immoral job that
must be done in a typical human society
which humans themselves refuse to do.
Most Replicants are laborers, created for
menial and personnel-expendable tasks,
but the mass Replication centers also
churn out armies, recreational harems,
and technical worker pools. Replicants
are grown ‘blank’ like Androids, but since

their human brain is not as fully under-

.| stood as artificial Android brains, there isa

limit to the complexity of the program-
ming. They are given very strang, specific
conditioning, depending on their intended
function, and there is very little left after
the conditioning process.

Replicant oppression is repugnant;
their imaginative facilities are suppressed
and atrophied, their speech centers often
remgved, and the penalties for killing a
Replicant are usually trivial. The entire
concept is inhuman but the profit and
pleasure seekers of the Empire do not
maintain a moral viewpoint on the subject
because there is too much to gain by
using Replicants instead of real people for
many practical applications.

Nearly all Replicants have a noticeabie
“duli” expression (the result of their condi-
tioning) which brands them as effectively
as the small tattoo which is required to be
imprinted on the left temple of all Repii-
cants. Replication science is advancing
rapidly, and it is feared that black-market,
unbranded Alterant Replicants are being
produced, indistinguishable from normal
humangids. These new “smart” Repli-
cants could be living time bombs because
of the possibility of elaborately concealed
violent programrming.

to that encountered by Transhumans.
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13.15 CHURG

The humanoid sub-race known as the
gchurg has evoived from what was
apparently a Sianetic Harbinger experi-
ment. To all appearances, these beings
are completely human, yet they harbor
some significant emotional and inteliectual
ditterences. Churg brains are conditioned
so as to be far more organized than
Human brains, and have the capability of
near-total recall. Coupled with this is a
mental discipline allowing a williul
screening of the recall process. As so
often conjectured in the past, it has been
astablished that all humans retain full
memory of their experiences, but recall is
fitered to prevent a paralyzing ‘lock’ on all
negative memories, preventing growth.
The Churg mind has overcome the
problem.

Not very technically advanced them-
selves, the Churg have an egalitarian
social structure and generally shiow very
iittle drive or ambition. They are excelient
schotars and many have proven them-
sejves as pre-eminent authorities in the
social sciences. The Churg have only
recently begun to leave their home planet
in any numbers, accepting positions as
teachers in schools of higher education
throughout the Empire,

The Churg reside on a pianet in
Imperial Space under the direct political
control of the Imperium, though Churg
internal affairs are self-governed. They
have been granted Minor Clan status.

13.16 IDORIANS

Racially the Idorians are so similar to
Homo Sapiens that few would dispute
their common heritage. Clearly they are
another “seeding” experiment by the
Sianetic Harbingers.

However, these beings refuse to have
anything to do with Terran government.
They denounced the Terran Federated
Democracy, and now take every opportu-
nity to antagonize the Empire. Although
currently only inhabiting a few systems,
the idorians are aggressive and possess
technology on a par with the best the
Empire has. They are notoricusly xeno-
phobic, detesting especially other human-
0id races (all of which they consider to be
inferior). The current Lord of Idor has
made it quite clear that he intends to
destroy all other peoples in this section of
the galaxy within his lifetime. Imperiat
Intelligence reports indicate that this threat
1§ somewhat overblown, aithough an afi-

out war with idor could be expensive and
draining for the Empire. The Emperor is

considering a preemptive strike to
eliminate the problem permanently. 1n the
meantime, the lderians are forced to sate
their bloodiust by raiding Imperial vessels
which stray too close to Idorian Space.

13.17 ALTHA

The exact location of the Altha planet is
one of the best-kept secrets of the Empire,
Discovered only a few years ago, itis a
very likely candidate as home planet of the
predominant Sianetic Harbinger Race.
Thus the name: Altha, after one of the Oid
Races. One of the favorite tales recount-
ing the discovery of the planet Aftha
claims that an imperial Survey team
discovered it on a routing mapping trip in
Frontier Zone (take your pick) and was
drawn to a particular planet by unusual
long-range sensor readings. Once in orbit,
they detected trace levals of radiation,
along with massive readings which
indicated the presence of Ordium Il. Life-
form scans revealed vast jungle-like flora
along the temperate zones, with scattered
fauna. The poles were quite frozen and
the equatorial regions an uninhabitable
desert. Ocean covered about three-
quarters of the globe.

Landing along the temperate/desert
borderlands, the Survey team quickly
discovered one of the causes of the bizarre
Ordium scans: a huge spaceship derelict, a
nutking black saucer three kilometers in
diameter. Analysis revealed that the
craft's hullmetal was an unheard-of
Ordium alioy, considerably superior to
Ordium H. Despite the fabulous material
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— which the crew was unable to even
scratch to obtain 2 sample — the craft
was clearly damaged, holed in several
places. Further scans picked up dozens of
the ships in the immediate area, most
completely buried. The planet apparently
sported many other such ‘graveyards’.

An encounter with the inhabitants was
no less incredible. Within a few hours of
landing, the crew was met by a group of
Altha: three men and a woman, all of late-
adolescent age (apparently). They wore
only short kilt-like garments and carried
spears and what fooked like small knives.
All had skin like deeply tanned caucasians,
with straight blue-black hair no more than
four centimeters long. They were human-
oid to a very high degree — a bit smaller
than average. They were also Telepathic.

The apparent leader of the group, a boy
with bi-colored eyes (one biue, one violet;
both with slitted irises) stepped forward
and touched one of the crewmen —a
supposed greeting and method of estab-
lishing communication. The natives
appeared quite friendly, and the crew soon
learned that the Altha society was a simple
tribal organization, hunter-gatherers with a
very basic agricuiture. While they seemed

‘very bright and learned quickly, the Altha

were clearly uncivilized, almost childfike
— with a few strange exceptions. Their
tools were fashioned of extremely high-
tech alloys which showed absolutely no
wear. The Altha seemed surprised at the
team's fascination with their tools and
were reluctant to part with them or even
discuss where they came from.
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Of the huge starship wrecks they refused
0 say anything. However, they displayed
m intense curipsity about the Survey team
ind their ship. While they would not go
nside the craft, they ‘hung around’ for
.everal days, camping just outside under
he trees. When asked about most as-
rects of their society, they were very open
nd informative.

The ship captain of course realized the
remendous potential of this find, and in
/hat is supposedly typical imperial policy,
ecided 10 take a sample Altha back with
im. However, the moment one of his
rewmen laid a hand on one of the boys,
e crewman screamed and collapsed —
uite dead. The tribe leader coldly
formed the captain that he was not
relcome and they must leave immediately
r afl die. They departed. Followup
urngys have no doubt taken place, with
1suits yet to be revealed.

3.18 K'TA'VIIRI
Aithough these rare and reclusive hu-
1anoids are said to refer to themselves as
18 K'ta'viiri, the recent discoveries seem
1 confirm what Sociohistorians have
Jspected for some time: they are the
:mnant of one of the Sianetic Harbinger
‘oups: the Imperial Race of Luar: the
igh 01d Ones who ruled the galaxy
Indreds of centuries ago. Very similar to
¢ Altha in appearance, the K'ta'viiri are
lid to have lighter skin and ail have the
-colored eyes {one blug, one dark viplet)
i have six fingers on each hand, six
es on each foot. The fingers are slender
id the presence of the extra digit is
nost unnoticeable. . :
How did they survive? Where did they
'me from? These questions are among
e many being asked in secret confer-
ces on Old Earth. These beings may
ve recently been awakened from a
plonged cryogenic freeze, and are
sinuating themselves into Human space.
The location of the K'ta'viiri home
inet is bnknown, if indeed they possess
1at could be called a ‘home planet’ — or
t still exists. No more than a handful of
a'viiri are even widely rumored to exist,
d those individuals have an annoying
idency to disappear, despite the best
orts of Imperial agencies and VegaPol
track them. It is possible in fact that
're are no more than a hatf-dozen of
'se beings. Some seem to have ties to
+ murkier divisions of the Leajue of
rehants and other underworld groups.
2 Emperor desperately seeks more data
these beings, partty out of lust for
wer through the knowledge they might

13.2 NN
ALIEN RACES

Most non-humanoid races are so
different (both physically and technologi-
cally) from man that there is no common
ground and therefore little or no cultural
interface. They are aware of humans, but
see no need to deal with them. A few,
such as the Trilopters and Acemarans,
enjoy humanoid company, but this seems
to be more the exception than the rule.

Finally, here are also a few radically dif-
ferent races which evolved independently
on their home planets. Some have been
integrated into the Terran Empire, while
others lie beyond the Imperial “borders”,
having either proven to be xenophobic or
outright hostile.

13.21 SNEE

The Snee are by far the most gruesome
and hated of all races that humankind has
ever encountered. Few have even seen the
Snee, but they are reportedly the stuff of
nightmares. Large, hulking creatures with
black, glistening skin, they are carnivorous
and reputedly consider Homo Sapiens a
rare treat.

Communication with the Snee has been
sporadic and inconclusive, and recent
contact has consisted entirely of Snee
raids on Terran Starships. Even the
borders of the Snee Empire were only
learned through the Aoemarans — the
only race capable of dealing with the Snee
on any level other than predator and prey
{the Snee found them indigestible).
imperial Intelligence believes that their
empire consists of no more than a handful
of stars, but Snee ships are powerful and
able to hold their own against a Terran
ship of comparable size. Their plasma
guns are especially devastating.

15.22 WIHR-KOHL

Little is known of the Wihr-kohl beyond
the fact of their existence (and some
dispute even that). These beings are
amorphous in form, naturaliy existing as
gaseous creatures of variable density.
They are highly intelligent and Telepathic,
and seem able to travel through space
(even Hyperspace!} freely without need of
craft or propulsion system. '
The Imperial Inteiligence Ministry
believes that the Wihr-kohl originated on a
gas giant in the Gamma Doradus system
{Frontier Zone 19} and from there spread
to inhabit a number of systems throughout
the Empire, but that is pure speculation. It
is clear, however, that this is a race of
sophisticated creatures capable of feats

35858, partly from fear. Perhaps the
ir wish to rule again.

beyond imagining. They almost never
involve themselves in the politics of the
tmpire. However, there are strange taies
of the Wihr-koh! transporting the crews of
disabled ships to safety (much like a
human might save a beached fish ar other
animal in need) but otherwise this elusive,
advanced race is not encountered,

13.23 KLAKYTHERIS ADANAK

A race of bipedat, hydrocarbon based
sentients. They are exceptionaliy strong,
intelligent, and long lived. They are one
of the few starfaring cultures the Terrans
have encountered and been able to
communicate with, but the Adanak remain
somewhat aloof from man because of the
Terran presceupation with conquest and
exploitation. The Adanak civilization
predates humanity by several million
years, and they are not so concerned
with interstellar  colonization as with
phitosophy of being and individualism. it
is therefore not surprising that the Adanak
no langer maintain a central government
for law generating purposes; rather, each
individual is ultimately responsible for his
own actions. There are three major
sexual distinctions between Adanakees. A
few distinct male and female types exist,
but they are cutnumbered by the quasi-
male contingent. The Quasi-males are
capable of procreating with any Adanakes.

Adanakee starships are exclusively sub-
light and carry a form of deflective
shieiding to protect them from space
debris. They bear no armament. The -
Adanakee have settled a few worlds, but
mostly pass their time in conversation (in
a language which few humans can master
because of its complexity of innuendo).
The Adanakee se¢ humans in general as
an annoying intrusion into their laid-back
lifestyle, but the younger ones like human
company for the excitement they generate.

Unfortunatety for these young
Adanakee, few humans can stand the sight
of them. Adanakee are faintly amphibian
in configuration and have no noticeable
sensory receptors on the surface their
skin. This lack of reference points on their
bodies makes them appear malevolent and
mysterious ta humans. Adanakee
“perceive” through highly adapted
electromagnetic and chemical interpreters
in their pores. Adanakee rarely carry
offensive armaments,
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13.24 OLZE ALIRRA-

MUKARRAM

The Oizes are tremendously large (5 —
10 cubic meters in volume) creatures who
at some point in their long history were
able to achieve a symbiotic relationship
with virtually inert crystal lattice struc-
wres. Able to extend their lives by virtue
of the symbiosis and manipulate the
structures that they were joined to, the
Qlze have been able to create unimagined
iechnological feats, of which any individual
may be an integral part. Neediess to say,
no two Olze are alike,

Humans do not interact well with the
Olze because they are just too alien, Qlze
motivations and personal communication
techniques are beyond human (and
human-built computers’) understanding.

13.25 PEARTA GHED

Researchers believe the Pearta Ghed to
be a race of very advanced Androids,
Their cellular replicative technique ¢ould
have been an induced fabrication in the
race’s infancy. Needless to say, DNA has
very little to do with these interesting
creatures, as living metallic molecules are
involved in their basic biochemical
makeup. If they are androids, their
creators have not made themselves avail-
able for comment.

The Ghedians appear as man-sized
bipedal fetines covered with a great deal of
fur. They are intelligent and integrate well
into htrman societies. Excelient mimics,
they have been able to pick up human
tongues with ease. They rarely procreate
{or it is rarely successful) but they are
nearly immortal by human standards.
However, they are reckless and don't have
a firm concept of self-worth. As a result,
Ghedians often get themselves killed.

13.26 AOEMARANS
The Aoemarans, while physicaily

bearing absolutely no resemblance 1o

manking, have a mental outlook surpris-

ingly similar, To all appearances the

average Aoemaran is a biob of protoplasm

about two kilos in mass, semitransparent

@ and bluish. Aoemarans themselves, while

somewhat mobile, possess virtually no

° manipulative abilities and would certainly
never have progressed to their current

@ evolutionary levet without their unique

@ Parasitic/symbiotic abilities. Long ago the
Aoemarans evolved into creatures which
could infuse themselves into a “host” body
(preferably one with manipulative abili-

@ ties}, take control of the host and utilize its
form. The resident Aoemaran gained

® nourishment from the the host's blood-
Stream, ang in return was able to effec-

tively fight infections, heal wounds, and
provide a number of other helpful com-
pensations. This was originally done with
nonintelligent creatures on the Acemaran
Homeworld, but as the race developed
starflight and met with other beings, they
learned that the same results could be
achieved with intelligent humanoids, while
maintairing a cooperative rather than
dominating relationship. Some humans
find the whole idea disgusting and
revolting, while others welcoms the
intellectual intimacy — not to mention the
physiological benefits. :

13.27 TRILOPTERS

These peculiar beings are among the
few radically different races who find
humanoids tolerable (and in some cases
even interesting) companions. Trilopters
were first encountered in Preimp ¢. 500 by
a Jade-London Corporate Survey expedi-
tion, who entered the Pulwarin system
[-13,62,91) only to find it already fully
developed by the indigenous race.
Aithough the Trilopters had not yet de-

veloped the Hypershunt Drive, their fusion

and gravitic technglogy was quite ad-
vanced (including effective weaponry).
The Jadists opted for an alliance rather
than conquest. Since that time the
Trilopters have achieved Minor Clan status
in the Empire, maintaining their mutually
profitabie relationship with the Jadists.

Trilopters earned their anglicized name
from their trinary-based evolution. in ap-
pearance they have a vaguely peanut-  ©
shaped torso, with three ‘ieg” appendages
sprouting from the bottom of the lower
swelling. Three equidistant ‘mouths’ ring
the upper half, and above each is a
tentacular trunk, above that is an eye on a
shorter stalk. The trunks split into three
long, highly-dexterous, tentacular fingers
at the end, forming the basis of the ‘Lopter
manipulative ability. Trilopters can also
balance on two legs and utilize the more
stubby {and very strong) three-toed free
leg as a manipulator when necessary.
Trilopters have three basic modes of
Jocomotion on their flaxible legs: one is
relatively clumsy and rarely used in which
they walk on only two legs ‘like the
bipeds’. The effect is a comical swinging
gait like a fat hominid and is only used
when carrying something in the third foot.
Another is the usual method, aiternating
between the 'lead’ leg and the other twa,
the body always oriented in one direction,
The third js a bizarre motion only used
when jn a great hurry where the ‘Lopter
whirls forward, only one leg on the ground
at a time in a headlong spinning motion.
They can move very fast in this mode but
tire quickly. :

G55

Each of the three mouths has a long
tongue, and is connected to lungs, vocal
cords and digestive system, so the ‘Lopter
may speak, sat and comfortably breathe all
simultaneously (or sing in three part
harmony, or eat with three mouths...).

The Trilopter has three iungs (one for each
mouth} but ong stomach/digestive system,
The manipulative trunks are long enough
so that all three may work on the same
project at once, though the eye stalks are
only long enough for two to see the same
close-up object — unless it is directly
overhead. it is almost impossible to sneak
up on a Trilopter.

Perhaps the most interesting aspect of

the Trilopters is their trinary brain configu-

ration.. it is conceptually similar to the
dualistic humanoid configuration, but in
three parts. Additionally, the ‘Lopter can
almost completely sever inter-lobe
interference, and operate each trunk/eye/
mouth as an independent subentity, thus
performing up to three functions inde-
pendently. They claim to find this
somewhat unnerving after long periods of
time, howaever, and avoid doing it. Almost
invariably ane lobe becomes dominant
during adolescent development, and the
other two become ‘secondary’. They can
route a thought preblem (such as an
equation or other logic process) to one of
the secondary lobes for independant
analysis. An analogy to this would be 2
computer with only one processor {the
human “conscious”) while the ‘Lopters
have up to three “processors”.
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On the other side of the Monit, thouph,
is the Trilopters’ infamously short atten-
tion span. They are easily bored, and
though they might be ahie to shift work
from one lobe to another, the central
consciousness is still there, and it is
childiike by comparison to humans in
many ways. “You've got the patience of a
‘Lopter” is a frequent derogatory comment
among Jadists.

Trilopters are superb technicians and
engineers — skills partially attributable to
their superior manipulative and analytical
abilities. Their short attention span
explains why they had not progressed any
further than they had when encountered
by mankind (the Trilopter race is - in fact
-— much older than man).

REFERENCE

14. 1 IR
IMPORTANT NPCs

Included below is a selection of
important NPCs with an eye towards
“figshing-out” their personalities in the
course of a campaign. An NPG chart at
the end of the section summarizes their
combat abilities.

14.11 THE EMPEROR AND HIS
FAMILY -

Akthoes Modestinus Il is the twenty-
seventh Emperor of the Known Universe.
‘(This is according to the imperium, of
course; there are several known govern-
ments and alien races do not recognize
His Imperial Majesty’s universal ¢laim.)
Modestinus Il is the absolute ruler of vast
resources, however, and he and his family
are worthy of some attention here,

Modestinus wears the traditional crown
of the empire: a platinum-iridium circlet
skillfully fashioned to resemble a laurel
garfand, studded with diamaonds, emeralds
and yellow tiraq gems. The circlet
generates a continuous halo about the
emperor's body, adding to his appearance
of power. In addition, he bears the
primary symbo} of the Empire: the Galactic
Scepter. A beautiful Sianetic Harbinger
artifact, the scepter is a 50cm long,
ornately decorated rod of an indeterminate
Ordium alloy, white Ardinium, gold and
platinum. Set on one end is a perfect
sphere of clear diamond 5 cm in diameter,
and on the other is a shallow bowl of
some black material. Whenever the
scepter is heid, the bowl generates & globe
of darkness 20 cm across, within which
spins a fabulous hologram of the Milky
Way. The scepter is also a x10 Psion
Prism.

Izdmna and Imperious, the Emperor's
sons, wear a simpler version of the
platinum laurel garland at court functions.
The Empress-consort wears a glittering
platinum angd diamond tiara. Ali members
of the Imperial Family also wear a ring
imprinted with the Imperial Digital Seal,
which allows access to security areas and
datafiles, monitors brain-wave patterns (to

verify the wearer's identity) and ‘seals’

official imperial ‘documents’ with its

distinctive code.
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This section is designed o provide the GM with some back'gruund on specific
individuals in the Imperial milieu, as well as general information on the personnel and
equipment of various organizations who might interact with Player-characters.

Akthoes Modestinus il

Supreme ruler of the Terran Star
Empire since Imp. 441, Modestinus is
fairly moderate as Emperors go; he isn't
one of the liberal rulers who tend to allow
the Pravinces substantial Home Rule; ntor
is he an imperialist [deologue constantly
trying to suppress growth. His critics
alternately accuse him of being too lenient
and too overbearing. He once said to his
wife, “As long as | am accused of being
both a tyrant and a spineless puppet, |
know that | am serving my people well.”

This is not to say that Modestinus is a
kindty gentleman whase only goal is to
protect the rights of all his subjects. He
has sent thousands to their death with a
wave of his hand; the Imperial fleet has
laid waste to entire planets in his name; he
has ordered the destruction of many a
promising young culture with the imprint
of his Imperial Digital Seal. It is widely
believed (but never mentioned) that he
murdered his father and alder brother to
expedite his ascension to the Throne. All
part of survival in the Imperial Gourt.

Modestinus has noted with some
concern his Empress-consort's marked
preference for the younger of their two
sons. And while the elder, Itzdmna, shows
no signs of being impatient for the Thrane,
he has noticed the ambitious tendencies ¢f
his younger son Imperious and remains
alert for trouble. It would not be paranoid
to suspect a conspiracy between Consort
Philippina and Imperious to arrange an
accident far the Emperor and his heir
{after all, how did Modestinus come to
power at the young age of 217).

In appearance, Maodestinus is an
impressive man: 180 ¢m tall, massing a
muscular 90 kg {he keeps himself in
excellent physical condition) with silver
hair and dark grey eyes. He wears white,
trimmed with gold, and his persenal
barrier shield is an ornate goid belt.
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philippina T°spanus

The Empress-consort is the wife of
Modestinus and the mother of his two
sons. She is the sister of Baron Foeg
Huronak of House Titania, a relatively
gbscure lnner Province, yet with a
considerable history. Phifippina accepts
her role as Consert with no political
power, yet rules ali domestic affairs as a
true Empress. She is tafl, with golden-
nlonde hair and sapphire eyes. Her figure
is the envy of many a younger maid at the
Coutt. :

Philippina, while aiways outwardly
deferring to her husband in any decision,
ralentiessly uses her considerable skilis of
manipulaticn and disinformation to
influence his decisions to her advantage.
Though her methods are not aiways
successful, Phifippina’s labors frequently
pear fruit. - One area in which she has
repeatedly failed is with the upbringing of
izémna, -She would prefer him to take a
greater interest in Court functions and
what she calls 'Emperor-track activities’.
She was devastated when Hzdmna left the
Service after his required tenure was up,
and is vexed by his predilection for study
and scholarship. She has always disliked
the D.K. (Her suspicion of being con-
stantly monitored by them borders on the
paranoid — or it would, except that they
are menitoring her), On the gther hand,
she goes out of her way to protect her
younger son from the wrath of the
Emperor, and sometimes the arm of the
Law. While an Imperia Prince can get
away with just about anything, tmperious
still manages to push his Iuck

itzdmna Augustus -

The Emperor's eldest son and heir to
the Throne, [izdmna is a quiet'young man,
horn:in Imp. 447, 'White more scholarly
than his father, Itzdmna does ftot neglect
the call of martial training, and served the
required term in an imperial Starmada. He
is sald to be a master of the Changramai
techniques of unarmed combat. At 194
cm, ltzdmpa is tal iike his father, but
more slender (80kg), with black hair and
dark eyes. ‘Less than polite court gossip
labels the imperial Crown Prince as “sullen
and itl-mannered.” Truthfully, he is an
intellectual who would prefer not to have
the imperial Scepter thrust upon him any
time soon (which is fine with His Majesty}.
He spends considerable time in the D. K.
Archives; more than his mother would like.
Itzémna's titles include Imperiat Crown
Prince, Grand Duke of Centauri, Lord of
Jovia {the Jupiter planetary/lunar systemy.

Imperious Culthos

The Emperor’s second son - born in
imp. 453 — ls nearly the opposite of his
eldest, imperious is shorter (barely 175
cm at full growth) and is definitely a2 more
action-oriented youth, already massing
over 80 kg's. Joining the imperial Fleet at
16, he quickly distinguished himseif as a
skifled warrior and fightar pilot. Imperious
is blend and blue-gyed, and never hesi-
tates to use his phenomenal good looks
and confident charm (not to mention his
status) to further his lustful desires. His
various exploits while on leave have so far
been tactfully overiooked by the Court, but
his appetites are becoming less acceptable
and his improprieties more flagrant,

kmperious' titte is Impertal Prince, and
in Imp. 470 was granted the title Duke of
Mars.

14.12 THE IMPERIAL CABINET

Ali of the members of the imperial
Cabinet have an imteresting history, some
whose origins are clouded in a dark mist
of political intrigue; others who hava risen
through the ranks of the Imperial Services
and earned His Majesty’s recognition; stil
others are courtiers whose.families have
gained tavor with the Imperia! House -
through the centuries. Al have secrets to
hide; ail are ever at work hatching new

schemes to further their own.interests angd
swell their Elmonit accounts.

Cardinai Aurelis Nogla

A tall, white-haired man with pale,
wrinkled skin who lacks fike he could be.
over 100 standard years old, Cardinal
Nogia sports a noticeable paunch. He -
stands very straight and unbent with age, -
however, and seems to have no Jack of -
energy — especially when sparring with
the Justice Minister, Truthsibyl Olvana
Giovanyn. Cardinal Nogia always wears
the red, flowing robes and skulicap of his
Dia Khovaria office, and over them the
appropriate embroideréd vestments,
Draped acrass his shoulders is the heavy,
thickly jeweled platinum-iridium necklace
of the Minister of information;

Nogia fraquently tries any number of
tricks to get the Emperor’s ear, but His
Majesty has shown a prefersnce tor the
advice of Sibyl Olvana in recent years.
Considering Nogia's dislike for the Sibyis
of the Galactic Court, and the Chirch’'s
well-known distrust of the Telepathic~
“truthsaying”™ powers of the women, it is
not surprisirig that he finds the Emperer's

prefarences distasteful. He has been
known to refer to Clvana's powers as .
w;tchcraft' _
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Sibyt Oivana Helene Giovanyn

Although Sibyl Olvana Giovanyn is a
member of the Imperial cabinet, her first
loyalty is to the Ordar of Truthsibyls. The
objectivity of the Order must remain above
gdisputs, or their power and authority in the
Imparial government would be shattered.
Sibyl Giovanyn is a member of the
Truthsayer's Council, and is revered
throughout the Order,

Qlvana reports to His Majesty regarding
the status of the GCH, but also serves as
his personal Truthsayer. She is rarely
away from his side, her Telepathic powers
always at his disposal. Just her presence
Is enough to enforce truthfuiness from
anyone in audience with His Majesty.

As a Sibyl, Clvana wears the shimmer-
ing white gown and full, diaphanous biack
hooded cloak of the Order. Her single
farge earring holds a cluster of glittering
Psion prisms, She also bears the necklace
of her Imperiat office. She is a small, frail-
looking woman, her black hair shot with
grey. Though Olvana appears to be about
50 standard years of age, she is actually
considerably ofger. - :

Minister Huel Gosangda

Gosangda is quite nearly the exact
opposite of what one might expect for
head of the Intelligenca Ministry. In his
mid-thirties, he jooks even younger than
his years. Though he wears a simple
steel-grey uniform over his slender form,
his brown hair is cut in a fashionabie style
and he wears a non-regulatlon diamond
stud earring {as a civilian, he isnot
techaically bound by |mper1al Military
uniform reguiations). Huel always looks
vaguely confused and distracted when in
public and even at Imperial Cabinet
meetings. He atways has a holoclipboard
under his arm, but never seems to use it

| It is generally assumed that the man is

gither an Idiot or in a2 permanent drug-
induced stupor.

- It’s ail a ruse, however, Gosangda isa
brilfiant man ar_lc_t consummate actor. He
has a holographic memory and runs the
intelligence Ministry with frightening
efficiency. Only a few trusted aldes know
his real mental abifities, and he essentially
runs the operation through them. Only
these aides, the Emparor Himself, and
perhaps Qivana-and Nogia know of
Gosangda's dissembly. The JliD (Imperial
Intelligence Directorate) division of the
.M. is Gosangda’s pride and joy, an
information gathering force without equal
in the Empire.
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14.13 LEAGUE PERSONALITIES
The hierarchy of the League of Mer-
chants is a murky, secretive lot, known to
few beyond the LeagueCouncil itself, and

the members of that august body take
great pains to maintain the image of
upstanding imperiat ¢ltizens to cover for
their darker occupations. Below are '
profiled three members of the
LeagueCouncil.

Nakira Anastasia T'sraang _

Nakira is a Kashmerian Admiral, in
charge of security on the Planet Oberon.
Slender, tan, mahogany maned and brown
gyed, Nakira is a dark beauty not to he
underestimated. Her rank gives her the
freedom to travel as she wills without
being questioned, and access to informa-
tion which she uses 10 her advantage as a
member of the League.

Never far from her side are her “boys” .

(as she calis them): Android bodyguards
Lars and Fredrik, both a muscular 200
centimeters tall with white-blond hair, pale
skin and blue eyes. They are Genturions
of the Ducal fleet, assigned to her division.

As a planetary commander, Nakira
wears the regulation uniform: white
leggings of the skin-hugging material
velaise and loose silver-grey tunic with
epauleties.

Jaison Menzies-Lioyd

A smirking youth of 26 years, Viscount
Jaison is the nephew of Baron Kevin
Skakis Kubischev-Lioyd. Though his
actual political power is very limited, he
has many friends and contacts at the
tmperiat Court — enough to make him a
useful voice at LeagueCouncils despite his

.
-

vanity, overblown sense of self-impor-
tance and his unrepentant disdain for
anyone not of royal blood. When not
decked out in the latest Coreworid
fashions, he wears a simple, loose grey
coverall over his siender form, open at the
neck and adorned only with the sitver
triangle of his family on the left breast.
Dark-haired with green eyes, he is
strikingly handsome and doesn't hesitate
10 use his charms when they can get him
his way. .

His personal guard, an imposing young
man named Kaal, is at his side constantly
and watches him with an aimost posses-
sive intensity.

Sorls

The LeagueMaster is a slightly-built
man of 170 ¢entimeters, his hair short,
straight and snow white (except where an
azure streak colors it from left temple to”
nape). Soris' skin is a natural chocolate
brown. He likes to wear flowing garments
of silk, sometimes long, sometimes &
short tunic, but always in bright colors like
orangs, yellow or blue. He also is never
without a pair of polished irulon noop
earrings. -Even his feet are usually bare.

Soris commands a considerable fleet of
small, unregistered ‘trade’ vessels, weli-
equipped for smuggling and ‘tactical
strike’ missions such as frontier raids. He
is also the officiat commander of

- Starhaven, the League headquarters, and

is responsibie for its security.

Om, his bodyguard, is a giant of a man
who wears only loose black truesilk pants.
0Om can crush a man in the crook of each
arm with seemingly little effort.
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14.2 M
EXAMPLE GROUPS AND
EQUIPMENT ‘

The GM may find this section handy in
developing and equipping NPCs for the
campaign. inevitably, the PCs will come
into contact with any number of govern-
mental and corporate officiats, and a few
of the more interesting types of those are
touched on below.

14.21 IMPERIAL AGENTS

Vast indeed is the array of operatives at
the Emperor's dispesal. The network of
miiitary, paramilitary and intelfigence
forces at His Imperial Majesty's commang
numbers in the hundreds of millions and
is scattered throughout the imperium,
Provinces and the Frontier.

InrERIAL POLICE

The “imps” as they are not-too-fondly
referred, are His Majesty's personal guard
{all 10,000 of them). In addition to
providing protection for the Imperial
Family, they are entrusted with errands of
special interest to the Emperor.

Division: Elite Personal Family Guard.
Recroitment Source; imperial Services,
Training: 3 Years: Martial Arts, Adrenal

Moves, Strategy, Tactics, Perception.
Equipment; Armored Exoskeleton with

Batrier Shield, +20 Assault Blaster,

Power Sword.

Unitorm: Golden Armor.
Symbol: A Golden Fist outlined in biack
holding a Lightning Bolt.

INTELLIGENCE MINtSTRY

The HID is a ruthless, insidious spy
organization with state of the art techniol-
ogy and a highly trained staft of agents.
Subdivision: Imperial inteligence Direc-
torate

Position {Rank): Field Information Agent
{Lieutenant)

Recruitment Source: Imperiat Starmadas,
othar services.

i Tralning: 5 years: {can vary) Surveillance

skills, Weapons, Crime Technics,
Interrogation, Seduction, Acting, Comp
Technics.

Equipment: Tier Four Security Scanner,
Putse Laser, Belt Barrier Shield,
Personal Sensor Cioak, Compact Repair
Scanner with special Security systam
detection/disable capabilities; Special
tools.

Unltorm: Varies (under cover),

Symbol: The All-seeing Eve,
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IMPERALAL SCIENCE INSTITUTE
The Empire’s Investigative division for
all archaeological artifacts.
subdivision: Imperial Archaeclogical
Institute
pasition (Rank): Fieid Archaeologist
(Team Assoctate)
Recruitment Source: Imperial Starmada,
other services.
Training Period: 1 year (in addition to

Equipment: Varies with assignment.

Uniform: Varies with assignment; normally
a khaki coverall with wlility pouches.

Symbol: A planet with relief tand masses.

iMpeERIAL SHOCK TROOPS

These troops accompany Starmada
ships and are primarily used as ground
assault forces and boarding parties,
Subdivision: Starmada Assault Marines
Positlon {Rank): Strike Leader (Corporai)
Recruitment Source; varies -

Training: 3 ysars: Various combat skills,
Survival, First Aid, Martiat Arts.

tquipmant; kevtar or duralicy armor
(sometimes better for special units),
assault weapon, headset communicator,
basic survival gear, distance and infra-
goggles, combat knife, grenades.

tnitorm:; Grey coveral! with black and
silver trim. \

Symbol: Varies with division, but always
incorporates the Starburst.

14.22 VEGA OPERATIVES
Next to Old Earth, Vega IV (Valhalla) is

- the most well-protected planet in the

fmperium. As the core of the Empire's
economic and judicial systems, Vega is
2iso somewhat of a mysterious place to
those who are not closely associated with
its operations. Unlike Sol I, visitors to
Vega are discouraged and security
measuras — gven for individuals — are
extremely tight, (Itis nota stop on the
poputar Imperial tour routes.)

VEGAPoL AGENTS
The Vega Police is a relatively low-
nrofile organization, a stance they cultivate
for a humber of reasons. First, VegaPol
agents are usually called in only on
matters of financial improprieties, or to
invastigate matters brought before the
Gafactic Court of Humanity.
The vast majority of VegaPol agents are
undercover operatives, reputedly thou-
sands spread through the Empire and
surrounding Frontier, Although not
thought of as masters of gadgets and

schooling) Appropriate applied sciences.

secret technoiogy (like the O.K.'s Taber-

nacle Pelice, the League of Merchants or

the iS1), Vega agents have fairly sophisti- -

cated surveillance equipment. Masters of

disguise, their specialty is infittration and

information gathering.

Subdivision: Field Research Agent

Position {Rank): Regional Supervisor
{Major)

Recruitment Suurce: Varles

Training: 10 years: surveillance, computer
skills, physical trainir.g, psychology.

Equipment: varies with assignment:
usuaily a sophisticated personal
computer, communications gear,
special edition weapons.

Unitorm: Sea-blue coveralt (unless
operating under cover).

Symbol: A Shield with scales on it

14.23 TRUTHSIBYLS

Although actually a small minority in
the support structure of the Galactic Court
of Humanity (GCH), the Truthsibyls are
probably the most interesting. The rest of
the GCH is primarily lawyers and clerks,
the vast bureaucracy required to support
an interstellar lagal system. Technically,
the Truthsibyls are not even under the
jurisdiction of the GCH, being an inde-
pendent organization,

Subdivision: Court Truthsayer

Position (Rank): Rank Four

Recruitment Source; Truthsibyl Agents

Trainlng: 12 Years: various Psionic
techniques.

Equipment: Psion Prism,

Unitarm: White gown under long, hooded,
black tlowing robes/ '

Symbaol; Abstracted Scales with an
Egyptian Eve over it.

14.24 DIA KHOVAR'A
The division mentioned below °s TARA,

ths Tabernacle Research Agency, an elite
group cf highly trained intefligence agants.
Divisten: TARA Investigations

Posittan (Rank):Monk (Rank Five)
Recruitmant Source: D.K. Chapterhouses.
Training: 10 years; Martial Arts, Adrenal

Gontrel, Weapens, Crime Technics,
Tricksrv, Falsification, Propaganda,
sometimes Telepathy.

Equipment: Compact Multiscannar,

computer, sense-enhancement and
stealth gear, various-weapons, comm
implants.

Unitorm; Black, hooded, full-length

fiowing habit,

Symbol: Printed circuit overlaid with an

open hand.
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14.3
TRANSPORTATION & |
COMMUNICATION
COSTS

The following formulae are highly
subjective yet will serve as a convenient
base tor determining the cost {in Imperial
Monits) of standardized services.

14.31 TRAVEL

This section Is designed to give some
very basic cost guidelines for the appropri-
ate sarvices, Intraplanetary is so varied
depending on speed, comfert and sophis-
tication of the transport that it Is practi-
cally impossible to give any really heipful
information; the GM is on his own.

Interplanetary travel is also variable,
but we can give soms general guidelines
and muitipliers, Assume 100 Monits per
A.U. (Astronomical Unit; the distance from
Terra to Sol, about 150 million kilome-
ters). A chartered shuttle (capacity 4-10
persons plus luggage) would cost 1,000 to
2,000 Monits per AU,

Travel along transport route is:

Frequent; x0.2
Reguiar: x0.5
intermittent: x 1 .
Resticted: x 10 or more

{(ncte: If fravel frequency along route
Is mixed, figure secttons sepa-
rately.)

Type of Passago:
Executive; x3
First Class: X2
Coach: x]
Bargain: X5
(note: some types may be uncvoliable
across Intermittent routes)

Most interstellar travel is eitheron

‘board mititary transport {in which case the

ride Is free, but the destination may not
have been what you had In mind) or by
commerciat star tiner. The wealthy can
charter a flight, and the very wealthy have
thelr own hyperyachts. ‘We'll assume liner
rates, howgver, As a base cost, use 20
Monits per Light-year, modifled as shown:

Cryogenic Bertty x0.1
Bargain Stateroom: x0.5
Mid-range Stoteroom: x1
High Quality Stateroom:  x 2

Travei along fransport route {s:
Frequent: x 0.5
Regular, x1
Intermittent; x2
Restdcted: x 10 ormore

{note: if travel frequency along rpute
Is mixad, figure sections sepa-
rately.)

o o o "o
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For intersteftar transportation of cargo,
assume a base cost of 10 Monits plus one
Monit per kilo, regardiess of distancs, .
within a Province or Imperial Sec’or;
defivery within a Decaday. For transporta-
tion of goods outside of the Province,

apply a multiplier of x 2 to x 10, depending |

upon the political/economic fac'ors
involved. Modify as shown below:

Type of Cargo:
Perishable Goods :
(speciat handling): xS
Fraglle Goods: X2
legal Goods: x 1080
{Assumss pilct is willing to take the
rlsk.)
Trave! along transpert route Is:.
Freguent: x.25
Regular: x1
intermittent: x5 .
Restricted:  x 10-80
14.32 COMMUNICATION

Below are listed the basic efectronic
communication modes in Space Master.
These are all the more advanced forms,
and 5o do not include low-tech broadcast
transmission types, infra-red, etc.

PLANETARY

All civilized planets have a worldwide
computer-controlled communications
network, either satellite or cable con-
nected. Intercomp, a private corporation,
has instatled most of the planetary optical
and microfreq communications nets on
Imperiat Worlds, Tie-ing to planetary -
comm nets usually costs between 50 and
300 Monits annuaily, depending on
location and sophistication of hookup. -

MicRoFREQ ANC LasER

Two of the primary modes of in<System
communication, both of these utilize light-
speed wave transmissions. Lasers have a
longer range, but require more bulky and
sophisticated equipment. Microfreg is
used in smater vehicles. This type of
communication is limited cnly by the cost
of the equipment.

TacHvox Beawm Dictor

The base cost of 2 TBD t-arsrrission is
5 Monits per Light-Year to destination,
Long transmissions (greater thar *hirty
words) add 0.1 Monit per word over thirty
words. All TBDs are sent in Anglaman —
the official Imperial language.

The length of fime required for a civilian
TBD transmission to reach its destination
is about one day plus one hour per every
ten Light-Years traveiled. {the actual
transmission is instantaneous from one
station to. another, but there are transfer
delays, and the physical delivery.

High Priority D.K. and governmental
transmissions will trave! up {0 ten times as
fast, as will Civilian Express transmissions
{at Two to Five times the cost). Two
persons may converse instantaneousty
while simultaneously at keyboards and if
linked by a top-priority TBD network
linkup. The cost for this service fora
private citizen is prehibitive. Most fairly
wealthy citizens and members of the
nobility have terminals in their homes
connected to a planetary computer net,
allowing a TBD transmission 10 be routed
directly to their terminal. Thisis a
considerable time saver, but a D.K, online
TBD account is very expensive (as is
almost everything having to do with the
Dia Khovaria). '

Even more expensive are TBD audio or
Holotransmissions, Either of these
requires some setup and a dedicated TBD
channel. I refays are required (and they
usually are) the cost is greater *or each
relay involved ~This communication is
always instantaneous, though it Is subject
to interference and there is often some
breakup of the sound and/or iriage

ryy |
POLICE/SECURITY
PROCEDURES

Throughout the course of the Cam-
paign, PCs will doubtiess have many
char ces to ru into various ‘aw officers,
peccekeepers and security guards (not {o
mention the passibility of PC lawmen).
Altheugh the vast array of cultures and

technologies present in the Empire
precludes any in-depth anaiysis, GMs and
Players afike should have a good idea as to
what general procedures can usually be
expected as regards law enforcement, This
section includes a discussion of local
Security Ratings, and guidelines for Arrest
and Legal proceedings.

14.41 SECURITY RATINGS

One useful tool for the GM is the
designation of focal Security Ratings.
These codes alfow a general Difficulty
Modifier to be applied to any criminal
activity in the effective area without
requiring the actual laws to be drawn up
beforehand. The Security Rating (on a
scale of one to ten) serves to indicate the
Difficulty Level assigned it sny such
attempts. Security Ratings co: respond i
directly to the familiar Difficulty Levels, i
and are shown below: "

—— .

S —

. )

Securlty | Difficuity
Rating  Level

1 ROUTINE (+30}
EASY (+20)
LIGHT {+10) :
MEDIUM {£0)
HARD (-10)
VERY HARD (-20)
EXTREMELY HARD (-30)
SHEER FOLLY (-50)
8 ABSURD {-70).
10 INSANE (-100)

NOTE: These Modifigrs are cumulative
with any other Difficulty Mods inherent
in the mansuver itself (e.g., if the Sec
Rtg on Karoline is 7 (-30), and breaking
into a grav-fiitter is HARD {-10}, then
breaking, .iato a grav-flitter on Karoline
[and getting away with it] would be at a
total of -40).
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PART Hli: ADVENTURE

Following is a brief adventure designed for beginning Space Master Characters. it introduces the piayers to the intrigue of the
Terran Empire, as well as to a little interstellar space flight, some skulking about, and perhaps even some combat.

INTRODUCTION

The backdrop for this adventure is the conflict between two of the Empire’s inner
Provinces. To be specific, the Royal Family of Jade-London is about to economically
devastate the Colosian province, primarily for personal economic gain and as a favor to

one of their Minor Clan supporters.

16.1 M

THE COLOSIAN SCHEME

The Colosians, béfg underharided and
gruel, are in the process of purging the
Minor Clan of Nitio-Jairus, of the Rho
Perclarae system, so that the resouree
installations there may be subseguently
c“l%%;fé‘h‘l'(it is hoped) in the name of Lord
Kibakee Colos |, The Thain (“ruler”) of

itig-Jairys has hecome aware of his
i#p‘ﬁﬁﬂﬁfg‘_dﬁﬁ‘rﬁ‘ nd has approached his
irg%;}lat the Jade-London court for
assistance. Ever seeking an excuse to foil
Colosian plans, Jade-London inteiligence
teams have immediately begun forming
plans to defeat the Colosian coup,

Both Nitio-Jairus and Jade-London are
aware that the %Iosian%gx%be imple-
menting their hemGas sEhgme via Tachyon
Beam Dictor transmissions t¢ ane of their
MERLOGH agents (Their plot must invoive
a fair amount of economic manipulatien.)
in concert with some sly and covert

.activities directly affecting Nitio-Jairus. To
$16H the Colosians, Jade-London has
planned 3yb{tll,sa rrying maneuvers tq
utterly embarrissTord Colos, exposing
his criminal activities for ali to observe.
The Jade-London pian is grandiose in its
fogistic immensity, but it involves the
active participation of relatively few men,
none of whem are Jade-London citizens or
soldiery. The pian requires severat syn-
chronized operations involving sabotage,

The successiul execution of the Jadist
pian wiil invariably Jead to a weakened
Colosian performance in MERLOGH
gircles, so the Jadists have planned a
secondary (but infinitely more satistying)
aspect to their operation. After the
Coiosian design has been exposed, the
value of their Monit should plummet. tn
anticipation of this event, the Jadists have
set-up innumerable third-party brokers to
buy up Colosian Monits when their value
bottoms out. in turn, Jade-London then
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plans to absolve the Colosians of the Nitio-
Jairug takeover.bid by setting-up yet
another Family {a Minor Clan would
suffice) to be the patsy for the whole
sordid scheme, This could be putled off
because the Colosians will be vehemently
denying their embroiiment in the whole
affair, after its failure. Ergo, the Colosian
Monit will rise to its former level and the
Jadists will turn a handsome profit as they
seli-off their now inflated Colosian Monit
reserves. {They are so sneaky.)

16.2 I
A COUNTERPLOT

This particular sample adventure
covers one aspect of the initjal Jadist plan
to prevent the Colosiarf Bid Yo usurp Nitio-
Jairus. As mentioned previously, Jade-
London is aware that Colos' cperation will
begin with Tachyon Beam Dictor (TBD)
transmissions to the MERLOGH organiza-
tion. The Shikr distances intrinsic to such
communiques pFeclide the possibifity of
direct transmission, so refay bases must
be empioyed. Therefore, the first part of
the Jadist plan involves the infiitration of
the initial fine of TBD relay bases likely to
receive the transmissions. (Colos is one
of the few provinces which insists on
operating its own TBD net in defiance of
the Dia Khovaria.} 1f this segment of the
Jadist plot can be piilled off, the Colosian
transmissions could be 're-routed’, and
falsified MERLOGH confirmations and
reports could be sent back to the Colosian
court. Confident that their pretiminary
takeover moves had succeeded, Lord
Colos would invoke the execution of the
rest of hig plan for Nitio-Jairus. At this
point, supplementary Jadist mansuvers
could expose the Colosians, red-faced, in
the act of purging a Minor Clan in a
terribly itlegat fashion,

Fortunately for Jade-London, each of
the tour likely initial TBD reiay bases are
staffed by Colosians, so personal liquida-
tions will not directly affect or infurlate the

Imperium or innocent bystanding territo-
ries. Plans call for the suppianting of the
resident technicians, at the various
candidate relay bases, with stand-ins
capable of operating the base equipment
ang maniputating the T80 transmissions.
Failing that, the receiving, interpretive, and
transmissive efficacy of the given base
should be sabotaged so that the Colosians
would require an alternative route for their
transmissions {hopefully to an infiltrated
base). Failing that, and as an absolutely
last resort, the base in question would
have tc be demolished.

Not wanting to use their own {roops in
the operation, the Jadists have appreached
other families seeking revenge upon the
Colosians (they are not a popular group),
offering exorbitant monetary benefits to
execite various portions of the master
pian. For the purposes of this scenarig,
the Provincial Family acting as the Jadist's
middle-man functionary is the Major
Family of Devon. Devon is an ideal
functionary from the Jadist point of view
because the Deven/Colos rivalry has been
long and bloody, so the Devonians would
stop at nothing to gain an upper hand in
their feud.

Wishing to maintain his superficial
appearance as an upstanding citizen of the
Empire’s power structure, Lord Yama
Pythagor 11l Devon has chosen to wash his
hands of his involvement i the Jade-
London conspiracy by delegating the
execution of the sub-plots to the Free
Traders (read “Smugglers™) of Hyperion.
Hyperion is presently an independent
workd which happens to fall within the
operating jurisdiction of Devon Province.
Being free of an occupational administra-
tive garrison, Hyperion has beceme one of
the gravitating points for the flotsam and
jetsam of the Empire's socisty, Hyperion
is alsa the home for several of the
Empire's more prolific privateersmen. its:
proximity to the Devonian Homeworld of
Karoline is more of 2 boon than a threat to
the Devonian court because of the influx of
high security information which smugglers
and crimelords intrinsically bring with
them. Lord Yama Pythagor Hi Devon has
charged twp of his Hyperion contacts with
arranging and performing three of the
asgigned relay base infiftrations to
coincide with the Jadist's timetable.




GM REFERENCE

19.] M
@ RANDOM EVENTS

@ Ms may wish to introduce variable

@ nctors into their game. Below is a table to
rndomize speciat events which have not

o peen elaborated upon in the sample

@ ,.venture that has been presented here,

@ (aution is advised when using this table
pecause the GM wili be requiredto

rform much more preparatory work in

many cases.

@ ;.10 'Faber is able to infiltrate

® Emerich's inventory controlfers

® and sabotage some or ali of the

o

.

filter masks that will be used by
the party members.
® 4120 One of the EW generation back-
® - packs wilt malfunction at an
® inopportune moment. .
PY 271-30  KURT will be out patroiling the
crater as the players approach.
Any given defense mechanism
may tait .0 functicn 10% of the
time due to a bad state of repair.
The amazons are really in the pay
of the Colosians and will attempt
| .: i to do away with the parly when
i L I8 they are vulnerable.
- @51-60 A Colosian hypershuttle is found
o to be on the Lander fieid just
cutside of the crater.
@65 A Golosian hypershutile can be
found occupying the Lander field
of the deserted TBD base.
Several Techs are retrieving old
equipment from the base there.
The Colosians have found out
- about the Jadist coup and have
set up a surprise weicome for the
players.
The Techs at the base will be
experimenting with recreational
stimulants when the characters
-arrive on the scene, They will by
quite unable to respond coher-
ently to their dilernma.
One of the Techs will be out in
the crater inspecting the some
TBOD panels; so some of the
defense mechanisms will be shut
down.

®3.4
®

o
@130

&5

7-80

1-80

Mo

91-99 The TBD relay base will be
inoperative due to malfunction
when the piayers arrive. They
will probably have no way of
knowing this untit they have an
opportunity to manipulate the
centrai controls themselves.
imperial/Dia Khovaria forces have
taken over the base because the
Colosians defaulted on mainte-
nange requirements. Again, the
players will be unaware of this
interesting tidbit of information.
Although the Celosian transmis-
sion will be just as likely to pass
through this station, the defen-

- sive measures will be much more
thorough under imperial admini-
stration. o

19.2
SPECIAL EQUIPMENT

tn order for the players to have a
chance of successfully completing this

100

difficuit mission, Emerich wili supply the

group with expensive and powerful
equipment from his extensive stores. If the
characters survive to return back to .

Hyperion, Emerich will expect the return of

all loaned equipment regardiess of .
condition.

Stealth Coveralls: These are personal EW
suits capable of foiling many out-dated
scanner security systems. The coveralis
themselves are unencumbering, but the
mini EW generator which powers the suit
is a farge back-slung affair which masses
in at about 20 kilograms. Perception from
within the coveralls is at - 20 because of
the completeness of the covering. The suit
is an unassuming neutral biue-grey color,

Respirators: The COL 72 Prime it atmos-
phere is incapable of sustaining human-
like lifeforms, so the respirators are a
necessity for the players who venture out
onto the landscape. The microbial filters
will protect characters inside the base who
have unieashed the microbial poison = -
Duranaid Complex Theta to neutralize the
resident technisians. This unit is fairly
unencumbering, anly covering the lower
face.

Duranaid Complex Theta: The ultimate
goal of the mission is t0 replace the
Colosian technicians at the base with
Tamora the Android. The cleansst way to
do this without alerting the Colosian
authorities is 1o poison the environment
while the techs are away from the com-
mang stations. Introducing Duranaid
Complex Theta into their ventilation
system is the specific method suggested
by Emerich. The microbial poison, Dur
Comp T, can be transported in a small
metaitic capsule and released at the
appropriate environmental control area
inside the base. Duranaid Complex Theta
has no incubation delay period, attacks at
tevel 15, with the maximum etfect indicat-
ing that the micro-organism digests the
victims lung tissue and alveoli. Death will
ocgur 10 - 20 rounds after inhatation, as
the lungs fill with blood and transpiration
becoemes impossibie. If the victim makes
his RR, this indicates that his lung tissue
has been badly scarred, He takes 10 - 100
hits, and is out for 1 - 10 hours after the
micro- organism insinuates itself into the
victim’s system. -

Metallic Lattice Acid 08b: An aiternate
plan for the sabotage of the station Is the i
neutralization of its TBD rsiay capability. :
By placing the acid on the transmission
cables on the surface of the crater, just
outside of the base, the command center
witl be upable to receive or transmit
Tachyon Dictor beams. if the Colosian
authorities are not alerted to the sabotage
aspect of the transmitting malfunction
they may be inclined to believe that the
base is suffering technical difficulties and
just se another relay base for their
MERLOGH transmissions. Metaliic Lattice
Acid is transported in ceramisynth
contalners, each massing 1 kg, About 10
will be required for an efficient sabotage
attempt on ail of the outside transmission
cables. '

Demotherm Explosives: The biunt way of
going about the job. Demotherm is the -
state of the art in chemical explosives. The
5 kgs supplied to the players {with timers
and detonators) will be enough to uproot
the whole complex and destroy most of
the TBD panels in the crater.

—
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@ Values, not potentials) gives the character

® ing may, be expended |n acqumng skills.

..........................................!—!....{'.

abilities and bonuses with that skiil.

areas are described in Sections 3.4 — 3.5,

3.1 I
SKILL RANK BONUSES

Most skills have a skill rank bonus,
which is generally included as part of a
total skill benus. Different skills use this
ponus in different ways as described in the
skill descriptions and Section 3.3. In '
general, skill ranks modify a character's
chance of succeeding in certain actions.

The standard skill rank bonus is given
in the Skill Rank Bonus Chart, pg.38.
Basically the table follows a standard
progression. The bonus is -25 if the rank
i5s 0 and +5 if the rank is 1. The bonus -
increases. by 5 for each of ranks 20 10, 2
for each of ranks 11-20, 1 foreach of
ranks 21-30, ang 1/2-for each rank above
30. Certain skills do not use this normal
skill rank bonus, as spegified in the skill
descriptions. to

32 _
SKILLRANK
DEVELOPMENT

Skills are presumed to derive from
study and experience. Under.the Space
Master character development guidelines,
“at gach Jevel ot development each charac-
ter has a certain numbér of development
points which he may expend as he wishes
{o beyin learning or improving skills. 1t is
assumed-that he continues the process of
learning thrpughout his adventures and he
theretore receives those skills and the
nenefits dérived from them when he
reaches the next level of experience.
Deveispment Points — Development
points.are derived from one’s characteris-
tics. Each character has 5 Development
Stats (Constitution, Agility, Seif Discipline,
Reasoning, and Memory) which affect his
ability to learn things. (A higher
Constitution lets you éndure more

rigorous training or study longer hours,
etc...) Each of these stats (temporary

a number of development points:(see The
Stat Bonus Chart, pg.45) which are totaled

SKILLS AND SKILL RANKS

As a character advances in levels he develops and trains in certain abilities calfed
skills. His capability in each skill affects his chances of accomplishing certain actions
and activities {e.g., fighting, maneuvering, repairs, etc.). As he develops and improves a
skilt his "skill rank” with that skiil will increase, indicating a corresponding increase in

The skilis fali into 11 different areas; Mansuvering in Armor, Weapon Skills, General
skills, Special Skills, Combat Skills, Astronautic Skills, Technic Skills, Scientific Skills,
Engineering Skills, Telepathic Skills, and Secondary Skilis. The skills in each of these

Development points are received at
each character level, Each time he

receives a number of development points
(determined by his stats as outlined
above). These points must be expended
immediately 10 begin the acquisition or -
improvement of skills. A character may
not accumulate development points trem
fevel to level, nar may they be transferred

| from ong character to another. -(The

expenditure of deveiopment points
represents the effort that the characte. is
putting into attaining that skii!, the am..unt
of time spent on it, etc.). Further they must
be allocated immediately upon their
acquisition — if is a basic premise of ta. .
system thatthe character spends his
entire next level of development practicing
and studying to attain these skills. He - .
does not obtain these skills or skill. -
improvement until the next ievel..

skill is determined by preadolescent
training. The best refiection of this is
profession: an Armsman-ig taught in his
youth some of the basi¢ principles behind -
weapons, either through a formal appren-
ticeship or through watching combats with
the keen interest of one who wantsto ..
foltow that profession. Similarly Telepaths
begin at an early to attune their minds to .
to the acquisition of their.chosen reaim 2¢
Power. His early training is reflected in -
the Character Development Chart pg.8-9,
where the gosts of acquiring various skills
are listed,

it is-a basic premise of Spaca Master
that these early years in which learning
patterns are formed, prejudices estab- -
lished, and attitudes molded are more -
important than a few years of study and
adventuring; thus a character's-skill rank

in an area never affects the cost of
improving that skill. An Engineer who has
hecome 2 near expert with a Plasma.
Repeater Rifle is still an Engineer, with an
Engineer's thought patterns and study -
methods, and must pay more to increase

his skill with a Repeater Rifie than a
beginning Armsman

advances tevel of development, a character

Skill Devefopment Cost——The costofa.

Certain environments of youth may lead
to ditferences from the standard training
received by each profession {character
class}. This will make some skills easier
to acquire while at the same time neces-
sarity making the mind less attuned to
other skills.

Normal Skill Development — Generally a
character expends the points called for on
the character development chart and
improves his skill in that area one rank. A
character is born with rank 0 ability in alf
skills (getting ta skill rank ane may be
termed either “acquiring” or improving it)
and is generally allowed to develop at any
skill he wishes at a rate of one skifl rank
during each experience level at the the
cost { in development points ) given for
his chosen prafession and after having
studied it while attaining another experi-
ence level. Acharacter may generally not,
at any cost,develop a skill at a rate faster
‘than ane skill rank par character. Ievel
{however, see below).

Rapid Skill Development — Preadoies-

‘| went training may allow somc ckills to be

developed at z faster rate than normal,
Armsmen and weapons being a good
-example of such an area. If this Is the

" case, slash */° will appear in the cost

space of the character development char.
if a skill is 1o be raised on rank during an
expenence level, the cost before the slash
is paid in development points. if a skill is

"| to be raised two ranks, the cost before the

slash is paid fo the first and the cost after
the slash is paid for the second. Both skill

- | ranks are received at the same time —

when the character attains the next
experience level, Some skills have three
numbers separated by slashes. -One may
-pick three sklil ranks in ane igvel m this
case. o
- Example: A Filot with Skill Rank 2 in

. Orbital Piloting wants to increase it to
Skili Rank 4. The cost listed is 1/2,
indicating he expends 1 development
point to progress to Skill Rank 3 and 2
more (total 3) for skill Rank 4. He still
pilots in orbital situations at at Skilf Rank
2, but upon attaining the next experience
level, he will have a Skill Rank 4 Orbital
Piloting ability.

if the slash is followed by an * mstead
of a number, that area may be developed
as much as desired during any experience
leve! and each rank of development has
the same cost (the cost before the slash).
These skills are often of a different nature
than those that must be acquired at a
siower rate, See the descriptions of
individual skifls-tor further description.
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I General Physics -~ -{Me/Re) | 1 LR T VAR FARR VR VoG~ S TR B PP ¥/ S |
! Advanced Math (MefRe} | 1 1 12y A apr e 11*‘1 W2 el o2 2
“ Ghemistry o IeRyl2 2 2z 7 2 Y? e owele ottt 303
‘ Flaneinogy f’ie}f 2w | e 2 2112 2 --'_i,r:-__‘.:; OB 24 3 2l
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v Metalurgy mfnf') i3 2133 3| 52 g 502 v . 4 4
‘ ‘Tactiyer Physics . 1nme)| $ 03 333 3fYet3oo2 9 3 P304 3
Medical Practize {Ag/Em); 8 8 8|8 '3 8|6 % °,8 & 7.8 &8 Tt
tieneiics Gn/Re) | 5 5 4 4 4 1ve 2 314 2 5,4 5
_Cyvernetics /e 6 5 £ 13 2 Ay 2 213 2 4 l g 7
.:enerat B;ochemlstrj {EmRe)| 27,2 1 ]2 2 2 1112 PN B2 I SR
PSYC“U'WY [Xena] 3 (nfEm)1 8. 3 2 ° 3,_'.;:_3\‘.'.:.'_.,3.:i 2 2TER2 MR
Medical Diag. [Xeno]" C{nfEmMmy1 8 8 8 [ha 7T L T TR 5Ty | 8 £
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Amhropolcgy{Xenn} fifEm)1 3 3 2 3 10106 2
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Mechanical Engineering  (n/Re) | 5 5 5 1 1 5 w7
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Noles:

Y— The stats for these skilis are:

Agist ... for Projectile Firearms,
A for Energy Firearms,
[ g/8ust ... Tor Melee Weapaons,
Agsst .........5or Tarown Weapons,
AgQISE ... fE. Bow WeZpans,

Ag/SySt ... for Striking Martal Arts,

Stunhed Maneuvers use . D for an additional stat moditier.
— Fach of these skill zreas include several skills that must be develaned ¢ enendently af one another.
T ~— If the weapon of training is sanctioned, costis 1/ {medrcai cests are 3/3;.

Ag/Ag/St............. Tor Sweeps & Throws Martial Arts
8D ... v dor True Telepaths,

L SO ... .for Sersi Telepaths (Base rield of Visions)

11 G— wereeseinanns ior Semi Telapaths (Base Figlcd of Alterations)
Fr oeeeseeeeeeenen F Sami Telupaths (Base Field of Control)

SD s i 0 Sami Tele'-alhs f8a5= Fiehl of Z3if-Mastery)
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-3.,3 I
'RESOLVING ACTIONS
AFFECTED BY SKILLS

Each skill is classified as being appli-
cable to 2 moving maneuver (MM), 2
static maneuver (SM), a Vehicular
Maneuver {VM}, an attack {using an offen-
sive bonus: OB}, or a special purpose(SP).
This section gescribes how these types of
bonuses are used to resolve actions.
Maneuvers — Maneuvers are actions
{other than attacks and Psion casting)
which under normal circumstances have a
chance of failing and usually entail an
element of risk. Thus normal movement
and activities {e.g., walking, climbing
stairs, drawing a weapon, et..) are not
maneuvers, while unusual activities
(swimming, climbing a' rope, rurning up .
or down stairs, driving a venicle, piloting a
ship) and activities performed ungder
stress (running, dodging, statking, hiding,
gtc.) are maneuvers and require rolls. the
GM is the fina! judge astowhat isa -
maneuver and requires a rol, and what is
normal activity and doesn't require a roil.
Maneuvers are further classified as being
Maving Maneuvers, Vehicutar Maneuvers
or Static Maneuvers. Each class of
fmaneuvers is resolved ditferently,

Moving Maneuver Bonuses (MM) —
Moving Maneuvers include ciimbing,
swimming, riding, stalking, and any
compiex or unusual movement {acrobat-
ics, dodging, tumbling, diving, etc.). ifa
character decirles to make a Moving
Maneuver as his action for a turn, the GM
should assign it a difficulty: routing, easy,
light, medium, hard, very hard, extramely
hard, sheer folly, or absurd. The rianeu-
ver must stilt be within the physical °
capabilities of the character, and is {imited
to covering a distance no more tha. half of

*

movement. The GM may also assigh an
additional modification to the maneuver
roil (e.g., an unassisted running teap
across a 40' chasm for a human might be
given a difticulty of “Absurd -70” since the
Galactic record is only around 30').
Assigning difficulty requires a famitiarity
with the Personal Maneuver Chart (18.4}
and a subjective decision by the GM
(practice and experience will help}.

After the difficulty is assigned, the
character may then decide not to attempt
“the maneuver {i.e., he reconsiders and

decides not to do it). inthis case, he
cancels his action and may perform some
other limited action as described below
(under “Canceling Action"). .

If the character decides to proceed with
the maneuver, he makes an open-ended
rolt and adds his appropriate voaus along
with any other applicable modificaiions.
The resuiting total is cross-indexad with
1he difficulty on the Personal Maneuver
Chart (18.4} to obtain the maneuver resuft,
To summarize: _

1) The character states the nature of his
maneuver,

2} The GM assigns a difficuity and any
spcial modifications to the mineuver.
&) The character decides whether or not to

perform the maneuver,

4) If he decides to perform the manguver,
an open-ended rol is made.

8} All applicable modifications are made to
the roll. -

6} The total is applied to the Personal
Mansguver Chart (18.4).

Vehicular Mansuvers (VM) -— Vaticular

raaneuvers-inc.ude driving, spacesip
piloting (both nermally and while in
combat, and each type requires a different
skill) as well as piioting any air or water
craft,

the character's normat {not running)
Ay — <

..
Qe

Static Maneuvers (SM) — Static Maney-
vers include tracking, hiding, picking
locks, astrogation, repairs, perception,

influencing other characters, and any other -

complex or unusual activity not inve.ving
significant movement. If a charactes
chooses a Static Maneuver as his action
for a round, the GM must assign any
applicable modifications from the Static

Action Chart (18.3) ang then the character

must decide whether or not to actually
perform the mangsuver (see below for the
eftects of “Canceling an Action”}, The GM
may require more than one round for
maneuvers which he decidas are very
gifficult or complex. He may also allow a
character to decrgase the difficulty of
appropriate maneuvers by using muitiple
rounds.

if the character decides to proceed with
the maneuver, he makes an open-ended
ro!t and adds his approgpriate bonus atong
with any other applicable medifications. [f
the modified roli is greater than 100, the
action i¢ successful. if not, the action
fails.
To summarize;

1)The character states the nature of his
manetve, . -

2) The GM assigns a difficulty to the
maneuver.

3) The character decides whether or not
perform the maneuver,

4) if he deciges to perform the manetver,
an open-ended roll is made.

5) All applicable modifications are made to
the rolt. -

) Success: if the modified rolt is over
100; Failure: otherwiss.

Dftensive Bonuses (OB} — Gffensive

bonuses are added to certain attack roils.

\\ \"-u-a;’
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gpecial Purpose Bonuses (SP) — Skills
which are not applicable to moving
maneuvers, vehicular maneuvers, static
maneuvers or attacks are classified as
~Special Purpose” skills. The effects of
ponuses varies for each of these skills.
ganceling Action — During a round an
action may be canceled before it would
otherwise be resolved. A character who
has canceled his action may perform one
of the following alternative actions: melee
with half his normal Offensive Bonus OR
move half his normal (nat running)
movement OR make a maneuver modified
by -30. The alternative action chosen
must be performed when the other actions
of that type are normally resolved.

Note: Use Seif Discipline stat bonus for
stunned maneuvers.

3.4 M
SKILLS AND SKILL
DESCRIPTIONS

*What do you mean vou don't have any
piloting skill? You've been flying the ship
for weeks!"

3.41 MANEUVERING IN

ARMOR SKILLS

This is cne of the areas that does not
conform to the general skill bonus pattern.
Each Armar Type (AT) has a maneuver
penalty associated with it for untrained
individuals {See Armor Chart, pg.62). This
panalty modifies Moving Maneuver rolls.
Note that any type of heavy, restricting co-
vering will consiitute an Armor Type other
than AT 1, which implies no encumbrance,

Each skill rank of maneuvering in a
group of armor types reduces the penalty
for maneuver by 5 (even for skilt ranks
aver 10) until the minimum manguver
penalty is reached. (This limit represents
{he fact that the weight and constriction of
the armor will always hinder the character
to some extent.)

The basic armor groups are explained
beiow.

Light Body Armor: Usually made up of
lightweight alloysor balistic cloths such as
Keviar or ablative synthetics. These
coverings provige limited torso protection,
Armored Body Suit: Heavier than a
standard vacuum suit, this armor ingorpo-
rates layers of Kevlar material and light
alloy reinforcement which is then covered
with either pliable armor plates or a light
mesh. Armored body suits usually include
a hetmet so that the wearer ¢an be sealed
from the environment.

Armored Exoskeleton: True armor, the
exoskeletons offer full-hody coverage, the
amount of rigid plating varying with
subtype. Likethe bodysuits, this armor
can be sealed and is equipped with
environmental controls.

Power Armor; The ultimate space armor,
this group embraces fuli-body reinforced,
rigid armor, maneuverable anty with the
heip of servo-mechanisms, and even then
great skill is required to operate it. Some
types are capable of atmospheric and even
interplanetary travel, in addition to being
frequently equipped with a variety of
weapons. Powered Armor is closer to an
armored vehicle than persanal protection,
and will be covered thoroughly in the
upcoming game Space Master: Armored
Assaull. It is mentionegd here mainly for
completeness.

Notes on the Advantages of Armor Types:
Armor types are designed to reflect the
protective capability of one's covering,
Heavier covering (e.g., AT 20) is usually
much more cumbersome than light armor
or mere clothing. 1t is easier to make
contact with {i.e., hit} but resists penetra-
tion better than lower armor types.
Therefore, fewer and Jower severity critical
strikes will be achieved against higher
armor types; frequent but low hit resuits
will also occus. These coverings make the
target easy to hit but hard to damage.
Lower armor types have the advantage
of providing the wearer with mobility.
Fewer attacks will make contact because
the agile defender will literally evade the
attacker. When an attack does make
contact, however, the result is more
severe than that found with higher armor

severg criticafs are the rule.

3.42 WEAPONS SKILLS

These skills determine how effective a
character is when using weapons in
combat {as opposed to Telepathic
attacks). These skills.must be developed
separately for each-weapon. The skili
bonus for-each weapon is part.of the
character's Offensive Bonus with that
weapon. The total Offensive Bonus is
usually added to any “attack rolls” made
with that weapon. _

There are seven skill costs for weapons
listed on the Character Development Chart
{pp 8-9). There are tweive categories of
weapons which these costs must be -
assigned to.

types: more concussion hits and frequent, .

1-handed Projectile
2-handed Projectile
Support Projectile
1-handed Energy
2-handed Energy
Support Energy
Portable Launchers
T-handed Edged Weapons
1-handed Crushing Wecopons
2-handed Weapons
Bows
Throwh Weapons
Pole Arms

It should be noted that there are more
categories than skill costs listed. The cost
in parenthesis must be assigned to each of
the 6 categories that are not assigned one
of the other 6 costs. Armsmen should
assign a cast of 10 to all excess catego-
ries; Exptorers and Pilots should assign
15's; all others should assign a cost of 20.

Note that the fast five categories are
taken irom Arms Law for completeness
and will not be dealt with in detail in Space
Master. Some weapons fit into mare than
one category — an assauft weapon (two-
handed energy) could also be used one-
handed, and skills should be developed
with both methods of using it separately.

During the preadelescent period,
characters will develop an interest in a
weapon {and category), making the type of
weapon in that area easier to develop skill
in. Thus each character may take the six
skill costs listed for his profession in this
area and assign them to the six weapon
categories as he sees fit. An Armsman,
for example, may have 1 category that is
easy to develop {cost: 1/5), one that is a
bit harder (2/4) three more that are still
harder (2/7), and the rest at costs of 5 or
10. Once assigned, these skill costs may
not be switched around later.

Note that because skills with different
weapons are considered separate, one can
develop two weapons simultaneausly
without penalty, provided that the develop-
ment cost of each is paid.

Targeting: (OB) — Bonus is added to an
aftack rolt with given weapon that target-
ing skill has been developed for. However, :
the bonus can only be added when the I
target is unaware of the impending attack, i
and is either stationary or moving slowly |
in a predictable manner. The development |
point cost is the same as the cost for |
|
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developing normal weapon skill with that

weapon, but a character's targeting skill
rank for a given weapon may never exceed
his normal weapon skilf with the same
weapon. Also, the Targeting bonus can be
added to a static action maneuver roll

when the {jrer attempts to hit an inanimate
\r\"‘:—"’f\’ - )

object.




3.43 GENERAL SKILLS

These skills are principally a measure
of the character's ability to tope with his
physical environment. Psion users con-
centrating on things of the Telepathic
realm fing such skilts more difficult 1o
acquire.

Climbing: {MM) — This could range from
the ability to climb sheer faces (absurd),
through mountain climbing (very hard) , to
climbing a ladder (gasy). This ability
includes skil! in going up and down ropes,
rappeliing, using handholds properly, etc.
(use the difficulty chart).

The normal climbing rate for walls with
adeguate handholds is 10'/round as a
“medium” moving maneuver.

Swimming: (MM} — Skili ievet 1 wilt
prevent the character from drowning in
water over his head. Further skill levels
will enable the character to make headway
against a current, to stay afloat for longer
periods of time without touching the
ground, to swim longer distances, to move
faster in the water, and to make maneu-
vers in the water, For this skill armor pen-
alties are tripled. Factors such as treacher-
ous water might increase the difficuity.
Riding: (MM) — A skill rank is nec-essary
to keep from constantly falling off the
animal being ridden, Higher skill ranks
enhance the chance of retaining control of
the anima! when it is startled or hostiie, or
gaining control of an unfamiliar animal (of
the type you have skill with). Like Driving,
skill ranks in Riding must be developed
separately for each animat type.

Risarming Traps: (SM} This skill enables
a character to disarm 2 trap. Traps of
more than moderate difficulty may be
represented by subtractions from this
total (to be assigned by the GM). *
Picking Locks: (SM) As in Disarming
Traps, this skill adds to a character's
ability to pick a fock. Again, extremely
complex locks can be represented by
having the GM assign difficulty subtrac-
tions to all attempts to pick them.

Stalking (MM} & Hiding (SM): (maneu-
ver) Stalking is the ability to move using
camoufiage and shadows to concea! your
presence, while Hiding reflects the skill in
using camouflage, darkness, shadows,
etc., to remain absclutely hidden while
immobile.

Perception:{SM) This skitl is the ability to
natice the right things, to find carelessly
hidden objects, the concealed microphone,
the electronic eye triggering the alarm
system, the nearly invisibie seam around
the secret panel. These are the things that
the GM cannat mention to the PCs without

calling attention to them. A bonus to the
perception rofl shouid be given to PCs
who look in the correct area, or are
seeking the correct fype of thing.
Driving: (VM) Like Riding, skilt ranks in
Driving must be geveloped separately for
different types of vehicies. One skill rank
allows basic understanding of the con-
trols: subsequent ranks refiect increased
ability, and quickness in maneuvers, This
skill is useful only with regard to land
vehictes {though this inctudes ground
effect craft and antigrav vehicles which
cannot rise above hover levet).

Atmaospheric Pilot:{VM) This skill is in
principle identical to Driving, but applies to
all vehictes whoss principie mode of travel
is through the air. Again, like Driving, skill
ranks in Atmospheric Pilot must be
geveloped separately for different types of
vehicles. :

Marine Pliot:(VM) This skill applies to
controfting ail craft which operate on or
below the water, including alt boats,
hydrofoils, and submersibies. {Craft
hovering over the water still fall under
Driving.) Like Driving, skitl ranks in Maring
Pilot must be developed separately for
different types of vehicles.

3.44 SPECIAL SKILLS

Adrenai Defense: (SP) By using this skill,
attacks may be dodged or deflected
{whotly or partiaily). The skill rank boniss
of the Defender is added to his Defensive
Bonus vereus melee attacks. Against
missile attacks the skitl rank is halved
(round up) before the bonus is calcutated
and added to the Defensive bonus.
Apainst Energy and Projectile fire the skill
rank is quartered {round up). To use
Adrenal Defense you must be aware of the
fact that you are under attack. _In addition,
the character must not be wearing any
armor with a2 maneuver penalty and cannot
have a shield or cther large cbject in his
hands.
Nota: Members of certain religious
orders and ultra-elite, highly trained
mifitary units are reputedly able to utilize
their full Adrenal Defense bonus against
missiles, projectiies and energy weapons

while using a power sword weapons kata.

This ability should be only very rarely (if
ever) alfowed 1o a player characler.

Adreral Moves: {varies). These skills
relate to the development of the art of
superhuman effort. Through concentra-
tion and Se!f Discipline, the character

skilled in Adrenal Moves must be prepareg -

in the round before it takes effect. This is

accomplished by taking a 20% penalty na

action in the round of preparation.

Adrenal moves may not be attempted in

consecutive rounds, nor may more than

one be attempted at any one time. Skill
ranks in each Adrenal move must be
developed separately. Each Adrenal Move
counts as a separate area for development
purposes.

= Strength (SM). This ability gives a
character a +10 bonus on his offensive
bonus {with a hand-wie!ded contact
weapon) and doubles the number of
concussion hits that he delivers. Atthe
end of the preparation round, the charag-
ter rolis D100, then agds the bonus for
his skill rank in Strength Adrenal Move.
A rolf of 101+ indicates success and the
above bonuses apply for the next round.
Failure means no bonuses are obtained
for the next round. .

e Speed {SM). This allows a character to
move at twice norma! speed (as if
hasted} and thus increase his activity for
one round as described in the Psion of
the same name. Spesad is prepared just
as Strength and success is determined in
the same way.

+ Balance (MM}. This skifl enhancas the
ability of the character to main-tain his
balance in one maneuver (requiring
balance). The skill bonus is added to any
maneuver rol required for the action
(even if it takes several rounds).

» Leaping (MM). This atlows the charac-
ter to automatically increase the distance
he can successfully ieap from either a
standing or a running start. The Personal
Maneuver Chart (18.4) can be used, with
the skilt rank bonus being added. 100%
would indicate a normaf leap and results
above that a tonger teap.

e Landing (MM). A character may auto-
matically decrease the severity of a fail by
his skill rarnk bonus times .5 meters. For
example, if 2 character's skill rank bonus
was 50, 3 40 meter fatt would be treated
as a 15 meter fall. The severity of a fall
can never be reduced betow thatofa 5
meter fall. For this adrenal move the
penaity of -20% for a preparation round
ts applied the round after the falt {assum-
ing he's alive and conscious). This is the
recuperation round.
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Martial Arts: (OB) In Space Master, the
martial arts rules have been designed t¢
maximize playability while maintaining as
many facets of real martial arts as

possible. Combat capabiiities are de-
scribed in terms of 2 attack tables and 2
critical tables devoted to martial arts.

We suggest that any player character
wishing to run a martial artist be aliowed
ta choose (or be assigned) ane fo the
forms given, "striking” or “sweeps and
throws.”

Martial Arts skills affect the Offensive
Bonuses for unarmed combat. MA skills
consists of 8 different skilis in MA aftacks.
gach of these skills must be developed
separately and is considered 2 separate

area for development purposes:
MA Striking Rank 1
MA Striking Rank 2
‘MA Striking Rank 3
MA Striking Rank 4
MA Sweeps & Throws Rank 1
MA Sweeps & Throws Rank 2
MA Sweeps & Throws Rank 3
MA Sweeps & Throws Rank 4
These “Ranks” should not be confused
with “Skili Ranks™, MA Ranks represent
the complexity and eftectiveness of the
different Martial Arts Attacks. Rank 1is
the simplest {and the least effective}, while
rank 4 is the most complex {and the
deadiiest). The skills are further classified
according to the “type” as being “striking”

(roughly comparable to Karate and
boxing), or “sweeps & throws™ (similar to

Judo or wrestling).

» Effect of Martial Ars Skill: The skili rank
benus for a particular MA Rank is part of
the Offensive Bonus used when a Martial

& Arts attack is made utilizing that MA rank.

Py Normally, a character may choose which
MA Rank he wishes o use in an attack.

* Effect of MA Type and Rank: Oniy one
MA Rank and type may be used to attack
in a given round. The MA rank deter-
mines the maximum possible result that
an attack can obtain, while the MA type
(striking or sweeps & throws) determinas
which attack (and ¢ritical) table is used.

*» Engaging Multiple Foes: Martiat Artists
can engage multiple foes in the same
round of combat, without using special
abilities or aid from spells (e.g., “Speed,”
“Haste,” ete.). If a Martial Artist has at
least a 40 offensive bonus in the Martial
Arts {MA)Rank which he is using, he can
engage 2 or more foes within a S0 degree
combat arc of one another. if his offen-
sive bonus is at least 60 in the Rank
being used, the foes engaged can he
saparated by any arc. The Martial Artist
must be using martial arts (unarmed
combat) and he must subtract 20 from
his OB for each additional fce engaped.
He must also allocate his remaining OB
between attack and parry in the same
manner against a!l foes engaged.

Example: irol has a +65 OB in Rank 1
and is fighting two foes, He can attack
one with his full +65 08 or both with a +
45 0B against each (65 -20). Since he
has better than a +60 0B he can attack
within any arc (e.g., even against one
frontal and one rear attacker).

* Muttipie Attacks apainst the Same Foe:
Certain Martiai artists may make two
attacks against the same foe in ons round
(if "Speeded” or "Hasted™ a Martial Artist
can make 4 attacks), If a Martial Artist
has at least an 80 offensive bonus in the
Rank with which he will fight, he may
make 2 attacks against the same Foe in
the same round with 30 subtracted from
his OB. He must spiit his 0B between
attack and parry the same way for both
attacks and must be using Martiai Arts.
Example: Irof has a +85 08 with MA
Striking Rank 2 attacks and chooses to
aftack Rucley twice in one round.
Because he is striking twice in the same
round, he subtracts 30 from the 08
applied to each atiack (i.e. he makes
two +55 MA Striking Rank 2 attacks).
Of course, he may use part of his 0B
parry, and he still has the option of only
atlacking once at +85.

» Weapon Kata: Only Martial Artists may
use weapon kata, A weapon kata is the

use of a weapon in combination with

urarmed combat techriques. With an OB

!
l
|
Most physica! weapons are considered !
barbaric and ussiess in the Space Master i
universe, however some have effectively '
combined the use of the Power Sword !
with martial arts techniques. |

{

!

{

A weapon kata attack is resolved in the
{ollowing manner:

1) A normal attack is conducted on the
appropriate martial arts attack table
(striking or sweeps and throws). The
0B maoditication of -20 is applied (any
weapen bonus is alse added).

2) The weapon being used may be
fumbled as specified. However, the
tumble range is decreased by 1 for each
increment of 10 that the OB is over 50
(round down and the range can never be
reduced below 2).

3) The numbsr of concussion hits

indicated on the-martial arts attack tabie

is increased by; the difference between
the maximum number of hits the
weapon can give {to the armor type (AT}
being attacked] and the maximum
number of hits that can be given to the

AT being attacked by the martial arts

attack table being used. The result is

the actual number of concussions hits
inflicted by the weapon kata.

4} In addition to the normal {if any critical

strike indicated by the martial arts attack

table, a weapon kata also inflects a

second critical of ane severity leve! less

[e.g. aresult ot C on the martial arts

(m.a.) striking attack table would also

inflict a B slash (or puncture or head) if

a Power Sword or Forceknife kata were

used]. Important: Oniy one die roll is

made to resolve both criticals. The type
of extra critical is always Unbalancing

for sweeps and throw weapon kata;

white, the extra critical type can be

Slash, Pungture, or Krush for striking

weapon kata. H more than oneg type of

critical is appropriate for a given striking
weapon kata, the attacker should choose
which is to be applied — before the
attack roll,

Alternatively, the GM may wish to use
the appropriate weapons criticai(s)
instead of the Martial Arts Critical. This

I——————r— SRS RS
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@ ' Limitaticns and Skili Development;
Skili in @ Martial Arts Rank can not be de-
veloped 10 a skill rank higher than the

o existing skill ranks of the lower MA

@ Ranks of the same type {i.e., either

@ Striking or sweeps & throws). In other

® words, MA Striking Rank 4 can never

have a higher skill rank than MA striking
Rank 3, 2, or 1.

of 50 or more in the MA Rank being
used, a knife kata can be used with MA
Striking cr stick kata with MA Sweeps &
Throws. With an OB of 90 or better other
weapans may be used.

« Effect ot Weapon Kata: Certain martial
artists use weapons as part of their kata
(Kata are patterns of attack and defense
that form the basis for the various forms
of martia! arts). Weapon kata may be
used if a -20 modification is made to the

0B of the particular rank being used.

might be especially appropriate when
using 2 power sword weapons kata,
when slash and burn crits are more
applicable. '

SummManry oF OFrensive Bonus
MODIFICATIONS {CUMULATIVE)

-20 = For each foe over 1 engaped during
a given round.

-30 = For using two attacks versus one
foe in a given round,

-20 =. For using a weapon kata.
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Ambush:(SP) This is the ability to strike
stfectively without first being noticed. To
use his ambush skill a character must
approach his foe undetected and be able
to strike before the fatter can react.

if ihe ambush skilt is successfully used,
the character gains a ‘bonus’ on their
griticai strike rolt. This boaus eonsists of
the ability to adjust the critical strike roll
by any number up fo the ambush skilf
rank (not bonus) of the attacker. This
adjustment may be either up or down.
This {as well as Sniping, below} is the
only adjustment that is ever ailowed on a
Space Master critical strike roll. To use
{his bonus, the attacker must first get a
critical strike resuit on an atack table. If
he doss, however, this ability greatly
increases the chance of a killing blow.

Ambush is only allowed to be used by
combatants using a melee (handheld) one-
handed weapon. It should be allowed for
combatants using contact stunners under -
the above circumstances. Ambush is not
aliowed against targets who are aware of
their attacker, and can only be used at half
value aginst someone already involved in
combat. If using Large or Super Large
Critical fables {available in Arms Law &
Claw Law), the Ambush moditier only
adds to the critical rolt (if desired).
Sniging: {(SP) Similar to Ambush, Sniping
allows an attacker using a singte-shot
projectie or a directed energy weapon
{e.g., lasers or stunners, but not blasters)
to adjust a critical roll against an unaware
target. As with Ambush, Sniping is only
useable if the target is unaware of the
attacker, and the target is basically
stationary. The attacker may modity the
critical resuts rofl {if a critical is achieved)
by a number equal tn the sniping skil
rank. ’
Linguistics: (SP) in Space Masterthere
will of course be many different tongues
with many racial origins. Each Janguage
must be developed individually in steps
from a level at which the language cannot
even be recognized 1o a level of full
ungderstanding (in which one comprehends
inflection and idiom — and the snide jokes
invariably made about off-worlders). See
the Language Skilf Chart on pg 33 for the
communication ability conferred by each
rank of proficiency in a given language.
Body Development: (SP). Each character
starts with the capacity to take a number
of hits equal to his constitution Stat
divided by 10 {round off). Each skill rank
picked in body development entitles the
character to roll one hit die of the type
used by his race and increase the number

of hits the character can take by the
amount of the die roll. The sum of the
starting hit points ana the rolled hit points
are the character’s base hit points. Thus
the maximum number of hits each
character may have is determined by his
race and Constitution bonus, and is in no
way & function of his profession, although
tighter-type characters will develop to this
maximum faster under normat circum-
stances.

Forgery: (SM) the ability 1o reproducs
official documents, identity disks, atc. Use
the ‘construction tabte, with appropriate
modifiers as determined by the GM.
Counterfeiting: (SM) The ability to repro-
duce official currency, as weil as falsify
MERLOGH Bank records, Elmonit Cards
and card data, ete.

Survival; (SM) A successtul roll indicates
that the character has avoided the adverse

1 effects of the environment. One rofl is

usually made every 25 hours, but fre-
quency and bonus can vary with intensity
of environment, number of people in
group, and available equipment. Three
basic environments must be developed
separately: Hot/Maist (Jungle); Hot/Dry
{Desert); Cold (Arctic). Skiil includes
foraging for food-as well as utifizing
shelter.

Scanner analysis: (SM) A bonus whan
atternpting to interpret information
provided by portable scanning devices
{Multiscanners, Medscanners, Repair
Secanners). Skilt must be picked in one of
the three types specifically, This skilt rank
is useabte at half-value when attempting to
utitize one of the other twe scanner types
than it was specifically picked for.

First Aid: (5M) Successful use can reduce
bieeding as much as 5 hits/round, or other
first ajd techniques such as cardio-
puimoenary resuscitation and splinting
broken bones. Skill in First Aid may also
be used (at half of normal bonus, maxi-
mum of 23) when attempting to use basic
medical equipment.

Communications: (SM) This skill grants a
bonus when using any construct commu-
nication devices. However, it must be
developed as gach of three simitar skitls:
TBD {Tachyon Beamn Dictor, used for
interstellar communication), Micrafre-
quency Moduiation and Laser Rig (both
for in-system communication). This skill
rank is useable at half-value when
attempting to utilize one of the other two
communication types than it was specifi-
cally pickeg for,

3.45 COMBALT SKILLS

These skilts are associated with the
environmental and vehicular aspects of
combat. Many are included here as a link
to the Space Mastergames Star Strike
and Armored Assaull,

Combat Pitot: (VM, OB/DB) This skill is
used — as the name implies — only in
Combat situations, it aliows the pitot to
maneuver in combat and increase his
ship's attack OB, and/or the vehicle's OB,
Nole When actually used, the Combat
Pilot Skilt bonus can not exceed the
pifot’s Atmmospheric, Grbital, or N-Space
Piioting, or AFV Driver (whichever is
appropriate} skill rank.
AFV Driver. (VM) This skill bonus is
applied to maneuver rotls when driving/
pitoting Armored Fighting Vehicles. Skil
must be developed separately for different
types of AFVs. Examples of different types
of AFVs are: Tracked Tanks, Hovertanks,
GEVs, MIRCs, etc. The GM may classify
certain AFVs into similar skill categories
for the purposes of this skill,
Alien Environments:{SP) The bonus for
this skil! is taken as the percent of the
character’s offensive, defensive, or
maneuver bonus under the given condi-
tion. Conditions must be devsloped
separately: examples are : Zero-G,
Underwater, Extremely powertul gravity,
gic.
Missiles: (OB} This skill bonus is the
combat OB applied when using missiles
and torpedoes.
Projectile Gunnary: (OB) This skill bonus
is the combat OB applied when using non-
expiosive projectiles, autocannons, and
ground-based artiliery.
Heavy Energy Projectors: (OB) This skill
bonus is part of the combat OB applied
when utitizing an energy cannon of Mk 8
oOr greater.
Maounted Weapons Ambush: (SP) Very
similar in concept to normal Ambush and
Sniping (above), this allows an energy
projector or projectile gunner to strike 2n
opponent more precisely than normal, as
reflected in manipuiation of the critical rolt. -
This is only possible when at least one fo -
the foliowing conditions applies: (1) the

'} target construct ;s completely unaware

that it is about t0 be attacked and s not
empioying evasive tactics; (2) the target
construct's “screens” are inoperative and
it is immobile or drifting predictably.
Electronic Warfare: {SM) Necessary to
actively operate EW/Stealth systems.
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3,46 ASTRONAUTIC SKILLS
n;bilal Pitot: (VM) This skil bonus is

lied to all maneuvers requiring
mgspheric and gravity-field proximity
ing of spacecraft: fouch-down, take-off,
docking, atmospheric entry and exit, efc.
Tne Vehicular Maneuvering Table (22.2)
is ysed- .
N-space Pilot: (VM) This sidll is appfied
when carrying out N-space astrogation )
lots, as well as any “seat-of-your-pants
interplanetary flying. The Vehicular
Maneuvering Table (22.2) is used.
Hyperspace Piiot: (VM) Bonus used when
programming and carrying out Hyper-
space astrogation. The Vehicular Maneu-
vering Table (22.2) is used.
N-space Astrogation: (SP) Bonus is used
to ascertain correct course for all N-space
journeys (usually interplanetary in nature).
The Vehicular Maneuvering Table (22.2}
is used.
Lyperspace Astrogation: (SP) This skill is
applied to program to correct Hyperspace
course from computer data. The Vehicufar
Maneuvering Table (22.2) is used.
Sensor Analysis:(static) A bonus given
when attempting to interpret shipboard

sensor displays. Appropriate computer

programs may further enhance this ability.

3.47 TECHNIC SKILLS

The foilowing are skilts which aid in
actual repairs, construction and modifica-
tion of mechanical, electronic and other
physical constructs. The bonuses are
applicable to the Construction and
Research Chart (Tech Book) and the Mal-
furiction/Repair Chart (Tech Book). Pos-
sessing these skills does not imply skill
with diagnostic devices such as a Repair
Scanner. That skill must be developed
separately.

Mechanical Technics: (SP) All machines
involving maving parts, excluding the
specific other skills mentioned below (ship
ianding gear and doors, for instance, are
mechanical systems).

Weapons Technics: (SP) All weapoas and
weapens systems, including fire control,
gunner interfaces, mounted guns, hand
energy and projectile weapons. This skiil
also encompasses shieid generators and
other defensive systems.
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Electronics Technics: (SP) This skill
encompasses Electronic, Optronic and
simple malecutronic devices which are not
specifically computer brains, weapons,
cybernetic devices or the other technics
mentioned below. Examples are: scanning
or communications equipment, EW,
control consoles, most personal equip-
ment, vehiculer control systems.
Computer Technics: (SP) Skill related
directly to computers and computer sys-
tems. inctudes programming ability in the
following structure: For each skill rank
after the first rank, the character may
choose one programming language with
which he is proficient (e.qg., a character
with ten skill ranks is proficient in nine
computer languages). Note that the char-
acter must have had access to data reiated
to the language chosen during the period
that skill rank is developed. Languages
must be chosen as the picks are made.
Power System Technics: (SF) Includes all
power generation units from batteries to
M/A reactors, various drive systems and
engings, including FTL drives.
Crime Technigs: (SP) Repair, modification
and construction of devices directly
related to forgery and counterfeiting,
surveillance, security, tracking, etc.
Wedicat Technics: (SF) Essentially “field
medicing” and the use of equipment
designed for emergency medical tréatment
and relatively minor field operations.
Cybernetic Technies: (SP) Embraces the
field of Robotics, and includes all aspects
of robot and android repair and construc-
tion {(mechanical, electronic, power and
computer). '
Genetic Technles: (SP) Involves the actual
alteration of existing gene patterns and
abilities as opposed to the breeding
science, detailed beiow. This includes the
ability to create Replicants and Clones.

3.48 SCIENTIFIC SKILLS

When utilizing the research skills below
for design purposes, such as a system or
computer pragram the Construction and
Research Chart (Tech Book) should be
used to determine time required and
success likelihood.

General Physics: (SP) Force, energy,
atomic structure, etc. B
Advanced Math: (SP) Calculus, differential
equations, basic relativity.

Chemistry: (SP)Elemental composition,
reactions, compounds, ete.

Planetology: (SP) A general science ‘
embracing the fields of geclogic, meteoro-
logical and geographic analysis in a
pianet-wide context, concentrating on

sweeping environmental systems. .




Astrenemy; (SP) Steilar analysis and
survey.
Metatiurgy: (SP) Elemental structure
analysis; alloys, etc.
Tachyan Physics: (SP) Hyperspace,
sensor fields, Neutrinos, Photinos, etc.
Medicai Pragtice: (SP) Bonus when
attempting 1o perform cperative proce-
dures, including use of any surgical
medical equipment. The skill also includes
ability to fit cybernetic limbs and organs
and operate most cryogenic and simitar
equipment, The skill rank or benus cannot
exceed the character’s skill rank or bonus
in Medicai Diagnosis. Uniike Diagnosis,
this skill is 'universal’, meaning that
surgical skill for one race is essentially as
good as skill with any other. A skill rank
of + 30 bonus mirimum is required to
purchase and use medical field equipment
and healing drugs. A skill of 50 + is
requived for certification in surgery ang
more powerfui and/or recreational drugs,
Note: These skill ranks for certification
are recommendations; the GM may wish
ta rafse, lower or abolish them as he sees
fit in his game system,
Genetics: (SP) Advanced understanding of
genetic principles. Not simply basic
genetic infiuences, but the ability to
construct breeding patterns and mateh
pairs of entities to achieve specific goals,
reinforce trends, etc. (Eugenics)
Cybernetics: (SP) The design and
devetopment area complementary to the
Technic skill of this type described above.
Generat Blochemistry: (SP) Anailysis,
basic genetics.
Note: all of the “Xeno" skills below
actually represent a myriad of sub-skilfs,
much like the heading "Adrenat Maneu-
vers” (see Section 3.44). A character
wishing to apply his skill bonus based on
knowledge of one planst’s botany to the
botany of anothsr planet gets half-value
of his skill bonus. A character choosing
to develop the ‘general’ sub-skifl is at -20
to all research rolls in that area, but
would have an equal chance of being able
to apply it to any planet/area.
Psycholegy [Xenal: (5P) Analysis of
varigus racial psychologic makeups. As
with History, must be either very general,
or a specific race/culture must be chosen.
Medical Diagnosis [Xenol: (SP/SM)
Understanding of anatemy and overall
physiology of sentient races, as well as
diagnostic ability. Bonus with diagnostic
medical equipment. As with Xeno skills
above, one must pick the skill in either
general diagnosis, or diagnosis of a
specific race. General diagnosis skill of 30
allows certification for simple medical

practice on ali races (use of fisld equip-
ment and heating drugs). Diagnosis skilt
tor a specific race of 30 + is required for
surgical certification {and reasonable
competence),

Botany [Xeng}: (SP) Plant life; either in-
depth of a specific planet or a general
education in botanical trends. Must be
decided when skill picked. Several
different ‘botanies’ may be deveioped
simultaneously, assuming researgh
materials avaitable. :

Zoology [Xenol: {SP) Animal life; either in-
depth of a specific planet or a generat
education in zoological trends. Must be
decided when skitl picked. Several
different 'zoologies’ may be developed
simultanegusly, assuming research
materials avaiable,

History [Xeno]: (SP) Either in-depth of a
specific planet/culture or general trends of
other cultures’ socio-historic back-
grounds. Must be decided when skill
picked. Several different 'Xeno Histories'
may be developed simultaneousty,
assuming research materials available.
Anthropelogy [Xeno]: (SP) Linguistics,
customs, habits and cultural trends of any
known races and cultures. As with
History, must either be very general, ora
specific planst/culture chosen.

3.49 ENGINEERING SKILLS
Mechanical Engineering: (SP) The
design and development area complemen-
fary to the Technic skitl of this type
described above.

Weapon Engineering: (SP} The design
and deveiopment area compiementary to
the Technic skitl of this type described
above.

't Etectronic Enginearing: {SP) The design

and development area complementary to
the Technic skili of this type described
ahove.

Computer Engineering: (SP) Concentra-
tion on program development ang facets
of software engineering, as well as new
jogic and memory systems. '
Power Systems Engineering: {SP) The
design and development area complemen-
tary to the Technic skili of this type
described above.

3.410 TELEPATHIC SKILLS

The skiils avaiiable to Space Master
characters are primarily limited to the
Psion lists. Concepts such as runes and
magic items, commonplace in a fantasy -
environment, are unheard-of in refation to
Telepathic skifls. See Part IV of this book
for rutes for skilt acquisition, casting, and
lists of Telepathic Powers.
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3.5
SECONDARY SKILLS

The Primary Skilis deait with above are
by no means the only factors applicable it
a realistic SFRP game situation. The GM
may discover other skills which have
significant bearing on adventures and maj
wish to permit the PCs to deveiop them at
they would those detailed in Section 3.4.

A sampling of agditional skills is
included below. These Secondary skills
are more specialized than the basic
Primary skills discussed eartier. They are
often tied to, or indicative of a PC's
profession or trade, Still, they add _
considerable detail ang flavor to 2 game.
GMs incorporating some or ail of these
skilts can handle tham exactly as they
would primary Skilis, with the cost of
developing skill ranks keyed to a PCs
profession. alternatively, the GM can
assign a profegsion of the character
involved. Secondary skill bonuses follow
the same progression as primary skills.




SECONDARY SKILL DEVELOPMENT COST CHART
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Seconpary Sxii DescripTions
The skilt descriptions are shown in the
following format: Ability {Related Stats)
Applicable Maneuvers

Acrobatics (Ag/Qu) Bonus for in-air maneuvers
{e.g., flying or levitation or swinging on .
objects). Helps reduce the effects of falls,

Acting {Pr/Em) Bonus for impersenating
others, devising new identities, etc.

Advertlsing (In/Re} Bonus for successfutly
marketing a proguct or service. Must be
developed separately for each culture sncoun-
tered; otherwise bonus is halved for ail but
specific culture researched,

Administration {In/Em} Bonus for functioning
successtully within any entity where record
keaping, personnet interaction, and bureac-
racy is present.

Animai Heaiing (Em/Re) Bonus for administer-
ing medical aid to injured animals. Allows
ane to stabilize or repair light wounds and
ifinesses. Successful static maneuver can
stop {or reduce) up to 3 hits/rd bleeding.

Anlmal Training (Em/In) Bonus for training a
particular type of animal (bird, mammal, or
other type).

Appraisal {In/Ae) Bonus for determining or
estimating the value of an cbject or goods. It
is suggested that the character gain skill in a
specitic area, such as gems and minerals,
Sianetic Harbinger artifacts, jeweiry, equip-
ment from various Prelmperial periods, ete.

Athletic Games (Ag/Qu} Bonus for playing any
one game primarily involving agility, coordina-
tion and motor skills.

Caving {SD/Re} Bonus chance of determining
natural course and lay of & cave or cavern
(passage or chamber), .Bonus when atterpt-
ing an unassisted maneuver in a cave,

Contortions (Ag/SD) Bonus for manipulating
one's bady in order to move through small
openings of absorb sudden crushing impact
{other than falls). Helps in escapes from
bonds, ete.

Danee (Ag/In) Bonus when attempting fo
recreate a dance one witnesses, including
rituals, etc.

Diplemacy (Pr/ln) Bonus for operating sue-
cessfully in a bureaucratic environment, such
as a royal court or any other large govern-
mentat or corporate structure. Tact, negotia-
tion, and deceit are all facets of Diplomacy.

Directad Psion {Ag/S0} Bénus for utitizing
certain Psions which can be ‘aimed’. Skilt may
be directed separately for each such Psion.
Generalty skil! may be developed only for
Psions that are directed against a single
target. A character wishing to develop skill
with such a Psion must be able to cast it at
teast once er day (sither Intrinsically or from
an itemn). This skill is important for it allows
certain Telepaths to specialize in particular
Pslons the same way that Armsmen may
specialize in their weapons,

Disariming (Ag/Qu) Bonus for an attermnpt to
remove an object from from an opponent's
grasp. if the user rofls 101+ {1-100 open-
ended plus skiil bonus}, then the epponent
must make a AR vs the level (# of skill boxss)

of disarming skit! used. User must be within
reach of opponent ang (normally) have
'surprise’}.

Diving (SD/Ag) Borus for controlled fafling
Mmaneuvers.

Drup Tolerance {Co/SD) Bonus for resisting
the effects of any one type of intoxicant,
poison, or other chemical substance, Bonus
is applied directly ta the RR. ‘Skill must he
developed separately for each type of drug
{e.g., 2lcohol, sodium pentathef). One need
not be conscious to have the bonus. .

Falsitication (Re/SD} Bonus for creation of

. false but believable manual writings or ili-
ustrations {e.g., forgery, counterfeiting, etc.).

Feraging (In/Me) Bonus for chance of finding
any locat source of potable water or edible
plants and animals. Inciudes skitl at basic

food acquisitions such as gathering or fishing,

Nota: skill only applicable on user’s Home-
world or where fiora and fauna are identical:
othaerwise Foraging-skill cannot exceed user
Xeno Botany or Xeno Zoology bonus for
ecology in question. Skill success also as- -
sumes availability of food. (Ail the Foraging
skill in the world won't help you on a lifeless
asteroid, buddy.)

Frenzy (Em/SD) Benus to attempt to gointo a
state of single-minted, unpredictable rage
which results in an additional +30 to OB, the
ability to take twice normal concussion
damags, deliver twice normat congussion
damage when using a melee weapon, and
immunity to stuns. (This differs slightly from
Character Law Frenzy). Oncein frenzy,
however, user has no DB bonus other than-
armeor or energy shiefd, and.cannot parry.
Preparation for Frenzy takes one round and
occurs with a 101+ roll. Onge in a frenzied
state, the character may make a static

- maneuver gach round in order to resume 2
‘nermat state,

Gambling (Me/Pr) Bonus when playing any
game with & significant element of tuck or
bluffing.

Intarrogation (In/Em) Bonus for extracting
information from an intelligent source. This
may or may not include causing discomfort to
the target, though a +25 bonus is received if
the target is discomforted (mentally or
physicallyl. If the'target is discomforted,
however, and the net Interrogation rol! is
negative, the target may suffer 2 major mental
or physical injury, or death. In such a case,
the target should rolf 2 RR using SD/Co as a
modifier to determing the extent of the injury.

Nots: Psionic powers such as Firenerves and
Agony are safe and useful for Interrogation
purposes. This skill not only appliss to tor-
ture but also includes the ability to manipu-
late the target’s psyche {i.e., trick him) into
revealing information.

Maditation (Pr/SD) Bonus for entering, jeaving,
and exploiting meditational trancas, Each
hour of meditation equals two hours sleep.
Onge in trance, user is normally oblivious to
outside activity, Physical prodding alfows one
to make a static maneuver to leave trance, as
does a painful strike {modify by +25)|_.
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Music {Ag/Em) Bonus knowledge of any one
instrument, bonus skill in any one written
musical language.

Navigation (Re/ln) Bonus for determining
proper directions and distances when using ;
map in conjunction with some directional aig
such as a compass, a landmark, of the stars,
This includes the concept of arlenting, and is
applicable on tand or water. Skilt must be
developed separately for each planet on whig
itisto be used.

Propaganda (In/Em) influencing others
through indirect means, rather than direct
speech. Includes such ideas as starting
fumors, as well as designing large disinfor-
rnation campaigns.

Pubtic-speaking (Em/Pr) Bonus for impress-
ing, entertaining, or manipuating large
groups. Diplomacy is used to deal with ingi-
viduals.

Quick-Draw (Qu/Ag) Bonus for drawing or
chang-ing weapons. in certain cases a GM
might al-low a character whose roll totals
161+ over an opponent’s rolt to fire an energ,
or pro-jectile weapon and determine results
before oppon-ent can fire ("go ahead, make
my gecaday..."),

Salting (Em/in} Bonus for sailing maneuvers,
2nd 5% per Skill level knowledge of a
particular water-lore {e.g., about hays).

Seduction (Em/Pr) Bonus when attempting to

-emotionally, sensually, or sexualty manipulat
SOMEOone.

Signaling {Me/SD) Baonus when using any for
of signal communication other than language
Signals can be visual (hand motions, ffares)
or audio.

Sinplng (Pr/In) Bonus for atternpts to mimic
tunes and vocalized-notes.

Star-gazing (in/Me) Bonus chance of determin
ing dates, directions, and locations when the
stars are visible. Provides an ideal compie-
ment to one's navigation skill. Must be
developed separately for each planet;
otherwise honus is halved for all but specific
pianet researched.

Subduing (Ag/Qu} Banus for aftempts to
immobilize a foe by applying a sharp, hand-
defivered blow to precise point on the vigtim't
upper body. An attack roli of 101+ results in;
successful attack, aithough the victim still
receives a RR. in order to use this skill, the

character must approach the foe undetected
and be able to strike before the latter can
react. Should the fos be engaged in melee,
the subduer's skilf bonus is halved. Subduring
attacks cannot be made against foes whose
armor is rigid and covers the entirety of thelr
body above the legs (e.g., normally AT's 11,
12, 15, 16, 19, and 20).

Tracking {In/Re) Bonus for tracking maneu-
vers,

Trading (Re/Em) Bonus for transactions involv
ing a bargained exchange of money or goods.

Trickery {Pi/Qu) Bonus for any maneuvers
involving sleight of hand: picking pockets,
confusing sight tricks, and sleight-of-hand
diversions. _ '




umbling (Ag/SD) Bonus for horizontal dives,
relling, or vaulting maneuvers, or swinging on
stationary obfects.

yisual Arts {In/Em) Bonus for creating and
comprehending works of art; Creation must
be developed separately for each medium.

weather-watch (In/Em) Bonus chance of
determining local weather for next Standard

Day.

3.6 IR
SIMILAR SKILLS

Because of their nature, many sKkills are
considered to be similar tc others, thus
allowing a character to in essence have
partial skifl bonuses for skills simifar to
those he has picked skill in.

3.61 WEAPON SKILLS FOR
SIMILAR WEAPONS

Certain weapons require skiits that are
very similar to cther weapons. For
example, the use of a Blast Pistol is very
similar to use of a Laser Pistol. nlhe
basic rules, skiil in every weapon must be
developed separately. _

This optional rule allows for skill in one
weapon to affect the skitl of a character in
a “similar” weapon. The skill rank bonus
with a particular weapon is the skill rank
honus with that weapon or half the skill
rank bonus of any similar weapon —
whichever is higher. The Similar Weapons

~ Chartin the Tech Book shows which
-classes of weapons are similar to one
another. Any weapon not on The Similar
Weapons Chart can be assigned a class by
the GM. The GM might also vary the
degree of “similarity” by varying the
percentage of the bonus applied to similar
WEApOons. =

Example: Ryk has a + 70 skill rank bonus
with a Blaster Rifle and a + 20 bonus with
a Laser Rifle. Since they are “similar
weapons” and 1/2 of 70 (i.e., 35) is
higher than +20, Ryk can use a Laser
Rifle with a +35 skifl rank bonus.

Riternatively, a GM may decide to allow
weapons to be utilized with half the skill
rank of a similar weapon, instead of half of
° the skill rank bonus.

® 3.62 DRIVING SKILLS FOR
® SIMILAR VEHICLES

This rule is identical to 3.61, except it
allows similarity of driving skills for
@ “similar” vehicles. The GM may indicate
® the classes of similarity for the vehicles

that exist in his world system.

{:’xampfe:A group of similar vehicles might

® include gravitic cars and small gravitic
®© trucks, as well as ground-effect cars.

PROFESSIONS

4.1 I
ASTRONAUTS

The following three professions invoive
the front line of adventuring in Space
Master, concentrating on the skills of
combat, and operating the myriad
weapons and ships available.

Armsman: The arms specialists of Space
Master, Armsmen learn most combat
related skills more easily than any other
character profession, Picks in both hand
and mounted weapons are readily acces-
sible, as well as driving and some combat
pilot skills.  In addition to their skill with
weapons, Armsmen receive a bonus of + 3
per tevel on all conventional and energy
weapons attacks, both hand and mounted,
up to and including 20th.level, Prime
Requisites for Armsmen are Strength and
Agility..

Pilot; As the name suggests, Pilots focus
skills relating to the control of vehicles,
from land cars to spacecraft. They also
pick up many Tech skills with relative
ease, as well as shipboard combat
abilities. In addition to their skill with
weapons, Pilots receive a bonus of + 2 per
level on all driving, Phioting, and Astroga-
tion skills, up to and including 20th fevel.

|| The Prime Requisites for a Pilot are

intuition and Agility.

Explorer: A fusion of Armsman and Pilot,
Explorers can gain some skill in both
weapons and piloting. In addition they are
often skilled in Survival skills, First Aid, -
Stalking and Hiding. Explorers receive a
bonus of + 2 per level or all Piloting,
Astrogation and Survival skilis, up to and
including 20th level. The Prime Requisites

for an Explorer are Quickness and Agility.
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Each character must have a profession, sometimes called a “character class”. A
character's profession reflects the fact that his early training and apprenticeship have
moulded his thought patterns, thereby affecting his ability to develop certain skills and
capabilities. A profession dogs not prohibit the development of skills; it merely makes
some skills harder and others easier to develop.

Every profession falls into one of & different categories based upon its area of
concentration; the realm of Astronautics, the realm of Machine Technology, the realm of
Science, the realm of Field Science, the reaim of Communications and the realm of
Telepathy or combinations of Telepathy and one of the other realms.

for each profession, two out of the ten stats are especially important; these two stats
are called the profession’s “prime requisites”. A character is guaranteed of having at  ~
teast 90’s in each of his prime requisites (see Section 10.2).

Let it first be said that the professions given below are suggestions. In the complex
society of Space Master, with so many variabie overlapping skills, dozens of ‘Profes-
sions’ suggest themselves. The profession of Researcher is an excellent example of a
general concept from which dozens of specific professions can spring. Thus the GM
should feel free to create other, custom professions, using these rules as a guide. As
always, though, care should be takén to maintain play balance.

4.2 I

TECHNICIANS

The following professions use skills
relating to the actual repair and construc-
tion of mechanical and electrical devices.
Although they have access to Research/
Design skills, that is not their specialty.

Systems Tech: This profession specializes

in Mechanical and Power systems —
including ship drives and reactors - and
receives a + 2 per ievel {up to and includ-
ing 20th) when engaging in repairs or
construction in those areas. Prime
Requisites for the systems Tech are
Memory and Agility. _

Electrical Yech: Electrical Techs concen-
trate on Computer systems, all non-
weaponry electronics large or small, and
alt Robotics repair and construction.
Eletrical Techs raceive a + 2 per lavel {up

-to and including 20th) when using Elec-

tranics Technics, Computer Technics, and
Cybernetic Technics skills. Prime Regui-
sites for the Electrician are Memory and
Reasoning. = '

Arms Tech: These Technicians have a
special aptitude not only for repairing and
building hand arms, but mounted weap-
onry, fire control systems, and assoclated
gunnery equipment. Arms Techs recelve a
+ 2 bonus per level, up to and including
20th, when using Mechanical Technics,
Electronics Technics, and of course,
Weapons Technics skills. Prime Requi-
sites for the Arms Yech are Memory and
Agility.




4.3 IR
RESEARCH SCIENTISTS

The professions listed below are less

adept at field work than research and
- design skills. They have easigst access to
Scientific Skiils.

Researcher: The general Academicians,
Researchers embrace the full range of
physical and social sciences, with the
exception of Engineering, Medicine and
Computers, which are huge realms in
themselves. Researchers gain + 1 per
level in all Scientific skills except Psychol-
ogy, Medicine, Medical Practice, Genetics
and Cybernetics. The Prime Requisites for
the Researcher are Infuition and Reason- .
ing. _ .
Physician: The roie of the Physician in
Space Master includes more than ever
before. They possess an aptitude not only
surgical and diagnostic skills, but aiso
Cybernetics and Genetics. Physicians gain
+ 2 per level in First Aid, Psychology,
Medicine, Medical Practice, Cybernetics
and Genetics, as well as Medical Technics
and Genetic Technics., Prime Requisites
for the Physician are Empathy and
Reasoning.

Engineer: While Engineers have access to
the Technic skills, their concentration is
more able to analyze and understand new
and unknown items. Engineers gain + 2
per level in all Engineering skilis. Prime
Requisites for the Engineer are /ntuition
and Reasoning.

4.4 N
FIELD SCIENTISTS

The next three professions combine the
abilities of a research scientist with
aptitudes in combat and Astronautic skills.
Criminalogist: Those choosing this
profession can fall on either side of the
Law, being either masters of the technolo-
gies of committing erime (devices to
forge, infiltrate and pick lacks) or to deter
and apprehend criminals. Criminologists
receive + 2 per level in Crime Technics,
Scanner Analysis, Forgery and Counterfeit-
ing, as well as the Secondary skiils of
Drug Telerance, Falsification, Seduction
and Subduing. The Prime Requisites for a
Crime Tech are Agility and Intuition.
Medic: Combining First Aid skills with
those of Medicine, Cybernetics and
Genetics, Medics have basic aptitudes in
the field of Medicine, though they concen-
trate more on field medicine (minor
surgery, emergency medic treatment,
etc.). Medics receive a + 2 per level in
Medical Technics, Cybernetic Technics,
First Aid, and Medscanner analysis. The
Prime requisites for a Med Tech are
Memory and Empathy.

Planetologist; With aptitudes in survival
and other field skills as well as Planetology
and related sciences, Planetologists often
serve with field archaeological teams and
Survey parties. Planetologists receive a +
2 bonus per level in Planetology, Scanner
Analysis and the Xeno Scientific skills of
Biochemistry, Botany, Zoology, History,
and Anthropology. The Prime Requisites
for a Planetologist are Reasoning and
Empathy.

4.5 I
COMMUNICATORS

Communicators are a broad category of
Presence oriented individuals, ranging
from actors to diplomats and politicians.
The category includes three professions. -
Administrators: are well-versed in manag-
erial, diplomatic, and/or political skills. In
addition they are often skilled in various
aspects of research science and psychol-
opy. They receive a bonus of +3 per level
in Administration, Diplemacy, Public
Speaking, and Psychology. Their Prime
Requisites are Presence and Empathy.
Enterfainers: This profession may
specialize in acting, singing, dance, music,
or any other performance art form. They
receive a bonus of +3 per level in the one
art form they choose as their specialty, as
well as any two related skills (as deter-
mined by the GM). Their Prime Requisites
are Presence ang Fmpathy.
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Theologists: These beings are skilled in
evangelism (or their own cultural equiva-
lent), counseling, and theoiogical history,
They receive a bonus of +3 per level in
Religion {their own), +2 per level in
History (General and/or their own),
Psychology (their own), and Public
Speaking, and +1 per level in Seduction
(Emotional only, unless the Religion
encourages otherwise). Their Prime
Requisites are Presence and Intuition.

4.6
TELEPATHS

Telepaths: A special profession, a
Telepathic PC has the option of not only
choosing the profession of True Telepath,
but being a combined profession, such as
Explorer/Telepath. For detaited rules on
these professions, refer to Sections 4.1-
4.5,

True Telepath; This profession is devoted
solely to the powers of the mind those
who are True Telepaths have access to all
Psian lists. Prime Requisites for True
Telepaths are Self-Discipline and Pres-
ence.

Semi-Telepath: When this option is
chaosen, the Semi-Telepath may replace
two categories of Semi-Telepath
devetopment point costs (Maneuvering in
Armor Skills, Weapon Skills, General
Skills, Special Skills, Combat Skills,
Astronautic Skills, Technical Skills,
Scientific Skills, Engineering Skills — or,
GM's discretion — Secondary Skills) with
the development point costs of the ather
profession, reflecting a better aptitude it
those skills. His Prime Requisite is based
upon what Field of Telepathy he chooses.
Part |V should be carefully read before de-
velopment of 4 Telepath or Semi-Tefepath
is attempted. Note that Semi-Telepaths do
nat receive the per-level skill bonuses that
the reqular full professions do.

Base Field  Prime Requisites
Visions  Self-Discipline, Intuition
Alteration  Self-Discipling, Empathy
Contrel  Seli-Discipling, Presence
Self-mastery  Self-Discipline, Presence

Note: Normally Semi-Telepaths use the
Secondary Skill costs for True Telepaths.




“Np pain, no gain.”

explained in Table 5.2,

5.1 I
EXPERIENCE GUIDELINES

The rewards derived from role playing
are many, ang ameng these, experience
point accumulation is probably the most
graphic. 1 is a significant factor under
most SFRFP systems. Unfortunately, the
goal of the adventurer often proves to be
the bane of the GM, especially in cases
where the computation of points is time-
consurming.

These guidelings arg aimed at providing
@ & workable, balanced approach which
P rewards those who have actually derived

the most experience from an agventure

without creating situations where the GM
@ must make too many or overly subjective
® decisions.

PY The suggested experience points
awargs are guidelines; the GM should feel
free to modify them whenever commaon

@ sense indicates that they are out of line.

EXPERIENCE AND ADVANCING LEVELS

Slogan of the Pre-spaceflight
Wellness Philosopher “Soloflex”

Each character in a fantasy rele-playing game has a “levei” that represents how
capatie he is. Characters become more powerful and skiiled by advancing levels as
they gain “experience”. Experience is represented in play by experignce points which
the GM awards to characters for certain activities and achievements. Normally, a
character starts play as & 1st levet character, ang his level increases as he acquires
gxperience points; it increases when his experience point tota reaches certain tetals, as

The GM may totat and reward experience
points at any convenient time, This
ysuatly occurs at the beginning orend of a
session of play.
The Experience Guideline Table — The
basic point values for cerain experiences
are given in-Table 5.2. They are the
normat rewards and ars subject to
maodification as a result of circumstance.
The experience multiptiers reflect the
“Lniqueness” and the learning value of a
given event or gction and may act to
significantly increase or decrease the
norm. They should be applied to all
standard experience values (where
applicabie).

To calculate a player's experience
points, simply fing the number of points
he or she receives from each experience

point category and then (1) apply the rel- .

evant benuses; (2) use the multipliers to
get an adjusted figure in those categories

e
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where the experience was unique or
routine; and (3) add the adjusted totals to
get the experience sum awarded. The GM
may wish to instali his on categories or
benuses if needed {e.g., “quest poinis” or
“miscelaneous points").

A routine experience is one where the
acting character has employed an idea,
maneuver, method, etc. of a nature which
has become “common” to him or her. this
includes situations where the character
has frequently traveled a certain route,
kilts & specific creature on a frequent
basis, always uses a Psion in g given fix,
or has a given religious experience
pericdically,

Experience Polnt Multipliers — All of the
experience point guidelines given in Table
5.2 may be multiptied by 5 if the activity
has never been performed before by the
character, by 2 it the activity has only been
performad once before, and by 1/2 if it has
become routine.

Negative Experisnce Points — Negative
points can be awarded in the GM feels that
the actions of a character demonstrate a
regression in the learning process. These
cases should be rare, if thay exist at all.

In the rare case when negative points
awarded bring a character's experience
point total betow the minimum for his level
he loses all benefits earned for that level
(Resistance Rolls and combat bonuses),
aithough he retains his acquired skills,
Skills currently being learned and stat
gains are not acquired until he reaches the
nextlevel. .
Miscellaneous Points — Most of the
experience point guidetines concern action
in a tactical situation (i.e., a situation
involving detailed and precise activity
usually under time constraints, such as
fighting, maneuvering and exploring). 1t is
more ditficult to award experience points
for activities ang accomplishments in a
strategic environment (i.e., less structured
than the tactical environment). Travel
points reflect the experience gained by
traveling through new and stimulating
regions. The GM should award misceila-
neous experience points for the other
strategic activities not involving travel
(e.g., figuring out a riddle or clue, planning
a successful trip or adventure, eic.).

These points may also be awarded by
the GM for events that have special
significance to a given character (e.g.,
having a religious experience, visiting a
special place, accomplishing a special
mission or goat, casting non-combat
Psions, etc.}). They are also awarded for
any actions or accomplishments that the
GM deem worthy of reward.

n—
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5.2 EXPERIENCE GUIDELINES TABLE _

BASIC EXPERIENCE MULTIPLIERS (relates to epechic characters and situations):
15t Time  2nd Time Subsequert Times  Routine

Kill peint mustipliers:
110x - foe is unamyed
15 - foe is undaerarmned -

L
1x - toe has comparable arms
1 1/2x - fop has supsnor arms

1/5x - foe has no opportunity to raspond to the
ftack

by the GM if justified.

x5 x2 x1 x1/2
E!FEHIEECE YALUES:
Exper. Category (and moltipliers) Value Hotes
1) Kili Points N E.g. A human kills another human who is 10th level and takes 75 hits, Thy
Kill points #hits + (20 x W) victim is worth 375 Kill Points: 20 x 10{ievel] + 75{hits) + 100{own race).
Kill point bonus for own race 150 E . _ : . -
| N .g. A Devonian gunship obliterates an armed 1000 hit axploration vessa
Kill point bonus {or other races 100 - 2000 in a quick battle. It was AT 23. The gunship gunners would shara 1230 Kil
Kill points for non-parsonnel fargets #hits + (10 x AT) Points: 10 x 23{AT) + 1000¢hits}.
with bonus points determined

Add bonus to standard Kill Point valug betore applying the multipliers,

For vehicuiar battles, Kill Points are distributed equally to all perscnnet
directiy invelved in the combat at the time of the kill. For personal combat,
Kill Points are awarded 1o the character dslivering the killing blow. Whila
in a vehicular unit, experiance for Hit Points raceived ara distributed
equally among alf command personnel. Experience for hits delivered arg
distributed diractly to the parsons responsible.

2) Hit Points
1/2x - You are knocked out
2x - Foa is knocked out

1 exparignce point for every hit you
raceive of dolver,

1 exporience point for every hil the
vehicle raceives or delivers,

3} Critical Points

t710x - Foe is unconscious

1/10x - Foe is immobilized or disarmstd

1/5x - Fow s stunned

1/5x - Foe vehicis is unshisided/sensor Blind
2x - Insingle combat with fos

A Critical = 5 x Ivl

8 Critical = 10 x b
C Critical = 15 x h{
D Critical = 20 x vt
E Critical = 25 x Ivl

These points are given for apy criticals inflicted on a foe, regardiess of
their effect.

4} }en Points

50% of surn of the group’s total
points {othar thar ideas) whaere
one’s plan was the rsason for the
success. )f more than one character
conceived of the plan, allot equal
portions of the Ides Points to each
u! thern.

Calculata the tota! number of points the mambers of the group got as a
rasult of the evenl or action. Divide figure in hatf, rounding up. This is the
group Idea Paint total, and should ba awarded 1o the one or more persons
who conceived of the successful plan. Where there was no plan {they
succeeded through sheer luck or brute force), no kdea Points can be
awarded.

E.g. A group gains 4000 experignce points during a successiul excursion
planed by two group members. The Idea Point total equals 2000: 4000 x
172. Each plannar gets 1000 points provided that each made an equal
contribution to the plan.

5) Maneuver Points

1/2x - Routine thru Medium

1x - Mard thru Extremely Hard

2x - Sheer Folly and Absurd
(oxtra 1 1/2x - Damaged}

Value is equal to the number of
pxperience peints which wore
penerated as a diract result of the
manauver, even i those resuitant
points wers genaraled by a
character other than the cne which
performed the maneuver.

The GM may alsc award Mansuver
Points for unigue or daring movas.
In this case the GM can consult the
following chart.

Aouting 1]
Easy 5
Light 10
Medium - S0
Harg 100
Very Hard .....coenevevciinnnnns 150
Extremely Mard .. ..200
Shaer Folly .. .. 300
ADSUIT ..o crvircrreanerinssenne

Calcuiate the tatal number of experience points that resutted rom some-
one's successtul, planned maneuver of a truly inspired nature (£.9. Mr. B,
the neo-humart, is pinned down by hostile laser fire while his commander,
Jotko, wha is about to be saten by an ugly camivore, is in & Izrge pit oniy
10 matars away. Mr. B sees Jocko's MLA pistoi 2 meters in front of bim,
near soma cover. Mr. B braves the fire and tumbles towards the pistol,
grabbing and hurling it towards Jocka, white lollowing through with his
tumbile and getting behind the cover. Jocko catches the pistol and kills the
beast at the lastpossible momaent, tn this case, il Mr. B survived, he would
get Maneuver Points aqual to the total that Jocko got for killing the ugly
camivare.) If Mr. B's maneuver had alowed him 10 kifl the beast, e would
have received tha Kill Points, and the Maneuvar Paints.

R
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5.2 EXPERIENCE GUIDELINES TABLE

P+23

»
®
®
J
@
9
@ |5 Near Death Points One haif of your awn kill point value. tiaafcuiats tha value of 111:? hgl;l.y?r using the basic Kilt Pollints. Dol not use
“OWn raca” bonus. Yor was given a normally mortal wound,
@ but survived, then the player would receive haif of his own Kitl Point total, § !
-
® _ N .
e 7) Travel Points § expafiance points for every 10 kms Catculate & player's travel distance und take great care when appiying they
2x - Rugged/moderately dangerous lerain that a character travels while consclous | multipliers. Do not be concermned with distance accumulated traveling
® 2y - For Astrogator supplying accurate course | and able 1o interact with the environ- arcund the house of in a space ship, stc. This valug should be a simple
plot mant, approximation based on “ravei”. Do not award points for travet while
9 2x - For Pllot successiully axecuting al! the 1 experience point for every 20 kms of | #sleep, or during induced unconsciousness. Also do not award the points
required manauvers. . . air, sea, or vehicylar ground traval. for instantaneous travet ke telaporiation.
® 3x - Extremaly dangerous tarainfsrritory 1 experience point for svery 100 LS of | Hypershunting can not be modified dus to travet through dangercus )
P N-space travel. territory becauss It occurs in an aktemate and Impartial universs.
1 experience point for every LY of
@ hyparspace traval.
10 experiance potnts tor every suc-
® casshyl ordital maneuver.
®
@ -
@ |5 Psion Points 1 qxperience paint for avery power £.g. Karlson casts a 5th leval psion using 5 power points. On top of any
point used by the player, other poinis he may have recelved as a resuh of the psion's elfects, he is
& : awarded 5 axperience points just for casting . The psions cast must
have same purpese; a telepath gets no pols for just using all of ki
® points at tha end of the day.
o
®
9 9) Resaarch Points Expleﬂanca &oims equl?; r:ho: % g: the HE.'xepeﬁsnca points kér res;;:rm are distributed equally to :L p;rsnns an
total research accompl inthe ressarch team. E.g, Resoarch Points are genera an
] :;;2: :ggmu”' attempt al same problem | g oy almospheric analys's, Two sclentists use their skills In a joint effart, 8¢
® tx - Easy ) they gat 250 exparience points each,
2x - Moderate
®| s« -Hax
16x - Compiex
® 50x - Ve
- Vary Complex
§00x - Absurd
: {Basic sxperience multipller is apphicable
for the scientific skill type used, not the
: spacific problem encountered.}
L
. ! -
o -
®
@ [ 10} Modification/Construction Polnts Experiance points awarded equal the ModificatiornvConstruction points are awarded after the' character(s)
2x - Equipment works under flsid conditions | UNTo¢ fiec dice rasutt rofled for a - know that their equipment works undar fleld conditions. Points are
[ ] et successful mod/eonstruct aftempt, dlstributedt aqually among team members. This categery can aleo be
atter the iritisl modificationicons! n. : used for awarding pointa for successiu! madical oparations
@ 172 - Equipment works under fiskd concitions | .
® only after a subsaquent mediconstruct.
Ox - Routine
ix -Easy
® = . Moderate
Sx - Hard
® 4
- 10x - Complax
[ 50x - Very Camplex -
S00x + Absurd
® {Basic axperience modifier for new mods/
e constructs, enly apply to the relevant
technic skilt used.)
&
®
®_
® 1) Repair Points Experiance points awarded equal the | Repalr Points are divided equally among the repair team members.
1x - Routing final unmodified dice result rolled
9 2¢ - Ligt lor the completad rapalr.
® 3x - Moderate ALSQ 1 exparfence point granted for
dx - Severe evary damage point fapaired on any
@  Sx -Very Severe v::zww {robet, ship, aircraft, elc.}
10x- Extramaty Severe u
®
®
@
P
®
®
o
o




5.3 MR
A CHARACTER’S LEVEL

The level for each character is deter-
mined by how many experience points he
has accumulated. A character starts at ist
level with 10,000 experieace points, Tabls
" 5.5 summarizes which experience point
totals correspond to which levels.

Levels have no effect whatsoever on
skills, maneuvers or any areas except as
specifically stated in the Profession listing.
Characters of 20th level and above,
however, are generally classified as
“Masters™ and are usuaily identifiable
amongst a collection of lesser beings by
their title, rank and the deference shown
then to others knowledgeable of their
status.

Level Bonuses — Certain professions
derive bonuses from their level. in addi-
tion to specific weapons skills, characters
in certain professions can accumulate
extraordinary knowledge that is generally
applicable. This bonus due to leve! does
not increase after 20th level.

5.4 IR
ADVANCING A LEVEL

When his character advances (goes up)
a level, a player must perform several
actions. He must make”stat gain rolls™ to
determine if his character's temporary
stats rise or fall (see below). His skill
ranks increase for the skills which he has
been learning and developing since he last
advanced a level, and he begins the skill
development process once again. To
develop a skill, he allocates development
points to in in order to increase the skill's

-
A

rank. This process is identical to appren-
ticeship skill development and is described
in Sections 3.2, 10.4, and 10.5. Finally,
any skill bonuses whose companents have
changed must be recalculated.
Stat Gain Rolls — Upon reaching a new
experience level, a character is entitled to
make stat gain rolls to determine if his
temporary stats rise or fall. During his
adventures, it is assumed that a
character’s faculties will be exercised
heavily, possibly affecting their vatue. For
each stat, roll D100. A roll of 01-04
results in a decrease in that stat of double
the indicated number of points (a tempo-
rary regression 2-8 due to over-stress). A
roll of 05 or higher on a stat that has not
yet reached its potential may resultin a
stat gain. Consult the Stat Gain Chart
(pg.44), cross-indexing the roll with the
difference between the temporary (real}
and potential value of that stat; the result is
the increase in the affected temporary stat.
Exampie: Teruk's Empathy is a 57, his
potential is 71 (a difference of 14). He rolls
a47, which fon the 12-14 column) yields a
+7. His empathy is now 64. He proceeds to
his intuition and rolls again.
Skill Development — Upon reaching a
new experience level, a character gains the
benefits of skills he has been learning and
begins 1o learn new ones. Provided they
have been developing the skills to the
safisfaction of the GM, characters are
considered to have acquired their skills by
the time they reach the next level, At this
point they again begin the skili develop-
ment points they have on the basis of their
(possibly) new stats and expend those
points to begin to learn skilt.

Should a character gain an experience
level without having first completed this
pracess (i.e., enough experience points
attained to advance two Jevels), he gains
the skills picked at the previous level. For
example, if a character gets enough
experignce to advance 2 levels, he would
acquire twice the skill ranks being devei-
oped.

Summary — This is a summary of the
process usually followed when advancing
an experience level.

1) Make stat gain rolls.

2) Receive benefits of skills developed
since previous level {if 2 levels
advance, double benefits).

3) Receive special [evel bonuses and
modifications; level bonuses: Resis
tance Roli madifications due fo leve!.

4) Update Psion lists (if applicable).

5) Expend development points on skills
to be developed for next level.

5.5 EXPERIENCE POINT
VS. LEVEL TABLE

To begin with, all folk have experience from by-
gone days, Thus, the “first level" adventurer
begins his wanderings and antics having a
base of 10,000 experience paints. The tolow-
ingchart Mllustrates the progression from this
stage an.
Level Paints Reguired
L [T OO 10,000
2 e e or s 20,000
3. 30,6000
4. 40,000
5. 50,000
6... 70,000 ~
7. 90,000
k11 U 114 L1 11}
12 crereriiesrsesesermsrsissessiveeennens 2 HLO00
1d e anerenaes 240,000
Th et sennerennn. 21 0,000
17wt resnrenaressseses o - 380,000
20 i 900,000
21 et 990,000 ¢
All of the jevels after one attaing 20th level
cost an additional 53,000 experience points.
* All of the asterisked points denote an
increase in the required points necessary for
progression.
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RACE AND CULTURE

included.

5.1 I
sOME HOMINOID RACES
AND VARIATIONS

Let us begin this discussion by detining

® 1 parameters of the sentient beings that

piayers in the Space Mastar universe wili
fikely encounter. The majority of sentients
encountered by the players {or used as
characters) will uitimately harken back to
Terran stock. Because the Space Master
yniverse is so far in our future (about ning
thousand years), the ol¢ racial connec-
tions to Terra will be blurred, as many
cultures will have been separated from

@ their forefathers for mitlennia. If one

accepts the hypothesis that ancient atien

beings visited earth during man's infancy

and transpianted Homo sapiens stock to
other planets, (and even performed

genetic alterations there}, then the

presence of the subspecies humans can

alsg be justified. n maost cases, players
will be interacting with hominoids.

Homingids are defined as any being or

maching which resembles the classic

kominid form. In Space Master, the most
tommon hominoids are; :

1) Terran humans (that's us}, xeno-
humans {(humans of other worlds),
humanoids (naturally oceurring genetic
drift mutations).

2) Transhumans (eugenic improvements
on the base human), neo-humans
{constituting the next natural evolution-
ary threshold of humarnity in general).

}) Alterant Repiicants (beings which are
genetically altered in the pre-fetal
stages), hominid clones {exact
duplications), cybernetic organisms
(haif-nominid, half-machine beings).

}) Androids (sentient machines in hominid

form) and any other sentient beings

with hominid configurations having a

hydrocarbon based physiclogy. This

latter classification of the hominoid is
the source of the most “alien” of
greatures that one will find in Space

Master, as their evolution and techno-

logical development would be incom-

parable to human standards.

Tne following section discusses a number of various races from the system point of
jigw. tn addition to a variety of humanoids, a few examples of unusual alien races are

6.11 TERRAN MUTATIONS

This givision includes hominoids
derived from basic Terran stock races.
Mingr naturat mutations may have
occurred due to genetic drift and environ-
mental demands.

Humaneid I: A once-human population
which has been influenced by heavy
gravity field. This sub-species has
therefore developed more bulky and
powerful muscles, but their mental
abilities, reflexes, and agitity have suffered
due to other environmenta effects. The
conguering Tefrans have found this type
of humanoid appropriate for heavy labor
angd warrior-related purposes. o
Humanoid I1; A race which has become
quicker and more agile than average, but
perhaps not as strong as the stock
specimens, _
Humanotd lil; A highly intelligent homi-
noid race whose muscle and bone
structures have atrophied somewhat.
When Humanold 111's are integrated into
normal human societies, they excel in the
research sclences.

6.12 TRANSHUMANS ~

Another mutation type is known as
Fugenics. This is a controlfed program in
which parents are paired over muitl-
generatignal spans to reinforce positive
attributes and suppress inferior ones. ltis
an artificially accelerated evolution. Keep
in mind that the examples given below are
just that — examples. Many variations are
possible, but the GM must keep in mind at
alt times the necessity for play balance.
Transhuman |: Bred to be fighters, this
type is extremely strong, though not
particularly agils, and quite stupid.
Transhuman IF: Excellent agility and
memaory for technical systems; under-
stands machines vary well. They make
perfect technicians and engineers.
Transhuman i} Highly intelligent Eugen-
ics offspring, Transthrees are adapted for
research and information maintenance.
Many are trained in Memory Mode.
Transhuman iV: These heings possess
superb Pure Telepath potential, at the
expense of other abilities.

Transhuman V: Billed as the “Ultimate
Man” {or woman), this type combines
superiority in all abifities. Unfortunately,
they almost invariably suffer from a
superior ego along with everything else.
Fives were used as breeding stock for the
Sevens, along with some mental-suppres-
sion factors to get the ego-problem in line.
They were also useful in the creation of the
Twelves, thought to be the true “Ultimate
Man", who seem better able to reign in
their passions through Setf-Discipline.
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The first Transfive was a particularly
successful individual, Hyatt Kurtez, and is
the apparent source of the slang Hykur
which has since acquired a more vulgar,
explicitly sexual meaning.

Transhuman VI: Note the superior abilities
across the board, but specific strengths
along Telepathic lines, especially Self-
Discipline, the mainstay of Telepathic
power.

Transhuman VII: These boys {and girls)
represent the highest development in
muscie and nervous structures. [ncredibly
strong and yet agile, they are giants
among average humanoids. TranSevens
easily find employment as bodyguards and
mercenaries and are alsp famous for
mingless loyalty. ‘Mindless' is the
operative word, for theugh they can think
- and so act — quickly given simple
parameters, higher thought processes are
generally beyond them,

Transhuman VII: This type possesses a
fully functionat set of gills in addition to
pormal humanoid lungs. Strong, perme-
able tissues allow this type to live com-
fortably underwater for indefinite periods
at a depth of up to 1000 meters (Terran
standard sea pressures) and swim to
depths of up to 6,000 meters.
Transhuman IX: The TransNines are an
improvement on the Transhuman IV's,
equipped with more Telepathic flexibility,
and no statistic drawbacks. Variant types
have superceded the Transthrees.
Transhuman X: Bred to be Technicians,
these possess an intuition and agility
especially useful when dealing with
machines.

Transhuman X1:These are more versatile
int their designated field than the 'generic’
resylts (the Transhuman [},

Transhuman XH: The new “Ultimate Man™

6.13 ALTERANT REPLICANTS

Alterant Replicant is the name given to
the products of a radical departure from
standard breeding technigues, where the
pre-fotal organism has its genetic material
attered to create a new being. Almost
invatiably the the resulting Replicant is
sterile, though more recent and specialized
products are capable of reproduction.

In these latter cases the offspring reflect
the genetic alterations, As one can
probably surmise from the Alterant
Replicant production method, a producer
needs a good base stock of genetic
material in order to create the best
modifications. As a result, there is a
bustling Black Market for excellient (and
unwary) genetic specimens.

As with the Eugenic mutations, keep in
mind that the types below are just general
guides; other specialized types are
available — but play balance remains an
important factor.

Note that while Replicants are in
peneral more resistant to poison and
disease, they are highly susceptible to
certain viruses, _

Type 1. Excellent Armsman or Astronaut,
though not given to creative thinking.
Often equipped with additional physically-
related abilities.

Type i1 Can be bought complete with data
on many systems pre-programmed.
Unsurpassed Tech, though not useful
when dealing with unfamiliar equipment.

Type ill; Often an aide or assistant, this
type is usually trained in Memory Mode
(see special abilities).

Type IV: Sometimes called the "hasic
pleasure model’, this type is employed for
personal recreation. They are invariably
endowed with superior appearance and
often specialty skilled.

Type V. It is inevitable that any given
technotogical breakthrough that may help
mankind wilt eventually become twisted in
the extreme. Such is the case with the
Labor model of the Alterant Replicant.
This being's creative and intellectual
thought processes have been retarded so
that he may be used as the ultimate source
of inexpensive labor. This model's
presence is morally repugnant to many
societies.

6.14 ANDROIDS

Inevitably, someone wili want to play a _
character Android, so why not go ahead
and nip the problem in the bud? First fet
us draw the distinction between Android
and Robot: an Android s built to resemble
closely a humanoid (or other race) being.
Androids by the time of Space Masler are
s0 well constructed that a Multiscanner (or
similar probe device) is required $o tall the
difference. Advances in synthetic materi-
als and molec-circuitry allow for such
luxuries as heat units to warm the skin,
and pseudo-vascules pumping fluids to
simuiate blood flow, stc. Eyes and mouth
are moist; body hair articulated, etc.

Robots, on the other hand, tend to be
more specialized, less flexible, and co not
resemble living beings in the least.

Robots come in a variety of forms, and
their only real defining features are that
they are usually mobiie, and possess
manipulative limbs, Player-character
Robots are discouraged because of their
great differences frem most humans,

Android player-characters, if allowed,
should be very rare indeed, for a maching
capable of independent thought would
have to be sslf-programming and ex-
tremely sophisticated. Many cultures
would find the concept distasteful or even
frightening; thay might even be outlawed
in some places. Androids would be able
10 gain experience, but only their menta!
statistics would have normal Temp and
Potential Factors. Physical stats coutd
only be improved by alteration at a service
facility. Thus, they might start out ahead
of human PCs, but advancement woutd be
minor. The acquisition of funds would
altow for better programming and ‘parts’,
however, 50 the Android could improve
itself by ieaps with the right facitities.
Also, being self- programming, it could
‘tearn’ many skills, such as piloting,
weapons, languages, etc. It would suffer
critical hit damage on the normal tables,
though it may be allowed some protective
bonus due to superior structure, &ic., at
the discretion of the GM.

6.2 I
SOME ALIENS

While some of these races might
superficially resembie Homo Sapiens, all
are essentially ditferent races from the
various subgroups failing under the
generat distinction of *human’, ‘

6.21 ALTHA

Racial Origins: Possibly descended from
the original Sianetic Harbinger Race

known as the Luar. Confirmation of this B

possibility awaits Imperial analysis.
Favored Ecosystem: Warm, humid to
temperate envirenments, The Altha seem
well-suited to hot, rainforest-like
gcosystems.

Political Structure: Tribal structure ruled
by the eldest mate with bi-colored eyes
{one biua, the other violet). Females do
not seem to inherit this trait, and only one
in about 100 maies does. The tribe
usually numbers between 50 and 300 total
in 5-30 “Homes",
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gocial Structore: A male-dominated

culture, in which the males outnumber

fernales by nearly two to one. Curiously,

temales are respected as equals in alf

aspects of iife (they hunt, farm, etc.) until

thev become noticeably pregnant. The

father's identity is apparently irrelevant

(and could, by all indications, usvally be

one of many candidates). The woman

then retires to the home of her mother 1o a

life of domestic chores until the child is

® born. Children are raised in the Matriar-

@ chal home until they reach adolescence, at

@ which time they choose any one of several

® “Homes” in the tribe (not their own)} to live
in. They are free to change as often as

@ they please. While in the home they

@ contribute to the well-being of that home-
group. Although the homes are Matriar-
chal in basis, males of the group are most
often in charge.

® rhough their minds seem well-organized

@ and their brains highly evoived, Altha
ippedr to be a simple, emotion-driven
seople. Friendly and affectionate (unless

® shysically threatened) they lead an almast

@ jtopian existence.

@ Military Structure; Altha tribes never

;ome into conflict; and so have no

® military’. _
;urrency: Barter is used in the rare case

® hat any trade takes place.

@ anguage: Communication is almost

@ xclusively Telepathic, accompanied by

® ccasional vocalizations for emphasis.
Itha males apparently have more than
emmunication skills as well. It has been

@ ypothesized that the bi-colored-gye Aitha
therit the most formidable powers, thus
e basis for their rule.
ppearance; Unusually homogeneous, the

@ ltha uniformly possess brown skin

@ iimilar to descendants of Oid Terra’s
1dian subcontinent, or darkly tanned
lucasians) and straight coal-black hair
hich grows very thickly on the scalp and

® usually worn short and fanned straight

@ "t from the scalp. Neither sex has any
her body or facial hair whatsoever. Eyes

o e shit-pupiled and deep blue, with the

@ casional male violet-eye aberration, The

@ ’let coloring is quite vibrant and cannot
missed. Altha eyes also possess a thin,
insparent inner lid which screens certain

@ ravioiet radiation as well as dust and

@ purities. It is barely noticeable when

1sed. Men average 175 cm and appear

.znder. though dense bone and muscle
ucture cause them to mass more than

® uld be expected. Women are slightly

@ alier. Hands and feet are six-digited,

h fingers and toes slightly longer and

ire slender than humanoid average,

Ears are small and more rounded. [n
general the Altha are very attractive
humanoid specimans, all having soft,
youthful features and graceful bodies.
Nicit slave traders are combing the
Frontier for the Althan planet.

Housing: The Altha “Homes™ are usually
nc more than large huts of thatch and
woven fronds. In some regions they are
actualty wond or stone structures, but this
i5 unusual. Areas within the hut are
divided by crude, bufky hangings.

Diet: Mainly vegetarian supplemented with
small game and fish. The Altha are
piimarily hunter-gatherers, only making a
haif-hearted attempt at agriculture. '
Waorship: The Altha have no recognizable
religion, though there are a few mystical
aspects of their lives. Data is still scanty,
but according to observation and reports,
Altha do not age past a post-adolescent
stage {about Terran Human age 18-22).
However, at age 39 (the number three has
significance for the Altha —— and they also
keep careful track of birthdays) the Atha is
given a feast, and must eat a certain fruit
which causes swift (and apparently
painless) death, They seem not to fear
death at ali, though they have no concept
of ‘afterlife’.

One other inieresting aspect of Altha
mysticism is that they are awaiting the
arrival of a ‘king' to ruie ali the tribes.

Baoth of his eyes will be violet.

ALTHA! SysTEM Notes
1. All Altha possess the equivalent of
Special Abilities 1, 2, 4, and 8, (pg. 49)
with no penalties. See also the Aacial
Statistics Chart (pg.31) for Stat
modifiers. '
2. Consider all Atha to have unlimited
Telepathic commiunication skills with a
range of up to 50 meters, Some have a
longer range. Bi-colored eye males
also often possess Voice, Mind's Truth,
Mind’s Eye, and Mind Assaultto as
high as 20th level.

6.22 K’'TA'VIIR

Although these rare and reclusive -
fiumanoids are said to refer to themselves
as the K'ta'viiri, the recent discoveries
seem to confirm what Sociohistarians
have suspected for some tima: they are

the remnant of the imperial Race of Luar:
the High Old Ones who ruled the galax,
hundreds of centuries ago. Most data
listed here for these beings (bevond the

| obvious) is suppasition and conjecture.

Ragial Origins; Perhaps these are of the
Luar. Careful study wou'ld be necessary to
determing the truth with any certainty.
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Appearance: Identical in every way to the
Altha, with two exceptions: height for the
males is around 195-200 cm (considera-
biy taller than average) and ali possess
matehing violet slit-pupil eyes. No femais;
K'ta'viiri have ever been seen.

System Notes
1. All iCta'viiri possess the equivalent of
Special Abilities1,2,3,4,5,6,7,8,9,
10, 12, and 15 {pg. 49) with no penal-
ties. See also the Racial Statistics
Chart {pg. 31} for Stat modifiers.

2. Consider all K'ta'viiri to have unlimited
Telepathic communication skills with 2
range of up 1o 50 kilometers. Some
have a ionger range. They also
possess other Psionic skills of ;ndeter-
mined power and scope.

K'ta'viiri player-characters are strongly
discouraged, as they are exceptionally rare
and abusively powerful individuals. They
also are rather mysterious beings of
cloudy origins best left somewhat uncer-
fain. However, they might make interes*-
ing shacv NPC. oppaonents — or even
Mentors (of equally mysterious motives}.

6.23 IDORIANS

The idorians, though vaguely humanoid
in appearance, scorn ait official contact
with the Terran Empire, and rarely deal
with ather humans at ail.

One organization which includes a
number ¢f Idorians is the League of
Merchants. The more sinister League
operations frequently have |dorian
coordinators.

Racial Origins: In keeping with their
suspicious nature, the |dorians guard the
location of their Homeworld jealously.
Imperial Intelligence places it somewhere
in Frontier Zone 10 or 11, but no more is
known {publicly). Racially the Idorians are
unmistakably Terran in origin, but
mutations over hundreds of centuries have
created strong variations.

Favored Ecosystem: It is hypothesized
that the |dor home star might be a red or
white dwarf, providing little visible light,
but substantial x-ray radiation. The Idor
prefer very dim environments, and remain
indoors whenever pussibie.

Political Structure: The Idorian Empire is
reputedly absolute and militaristic in the
extreme. A dynastic emperor has ruled
Idor for thousands of years and the
situation shows no sign of changing.
Local government is administrated by
nable families, under the supervision of
Imperial representatives.




Soclal Structure: Social standing is
hsavily dependent upon genetic back-
ground. Royat and noble famities are
supported by a farge class of ‘common-
Brs’.
Mititary Structure: Large and well

" pquipped, the ldorian military is theoreti-
cally the toot of the Emperor, but individ-
ual ships and task forces are controlied by
young men of noble families. Because of
this they often act independently, prowling
the Imperial borders seeking personal
glory from unauthorized raids.
Language: idorian is a guttural language
of littie subtiety. Most Idorian nobles learn
Imperial Standard, with a thick accend.
Apnearance: While clearly humanoid, the
Idorians have some noteworthy difier-
ences. Because of the high concentration
of certain meials other than irop in their
diat, Idor have a light bluish complexion.
Tney have very little metanin, which also
gortributes to their intolerance of uitravio-
let light and their pale compiexion. 1dor
have light blonde to white iair ana pale
blue eyes. They are much talier than most
Terrans, the males averaging over 195 cm
(6'6") and arg very slender.
Diet: Omnivores, the ldor indulge ina
wide variety of foods. They particularly
enjoy a certain native beef-like meat
serveg raw.
Demeanor: Haughty, short-tempered, vain
and intolerant of alt species but their owr,
the Idor are a thorn in the Emperor's side
and a threat to houses near the Coreward
Frontier Zones. They are infamous for
their {ack of respect for fife (including
others of their own race) and property.

6.24 SNEE

The Snee are easily the most frighte'n'- '

inply hideous creatures thus far encoun-
tered by humankingd. Looking like
something between insect and lizard, with
dark, glistening skin, they are powerful,
clever, and absolutely hostile to all
humanoids.

The Snee are so aiien that “hostile” may
not be the right word. Thay seem 1o
regarg humanoids as something between
food and and annoying intruder. Details of
Snee society and physiclogy are few and
inconclusive, Few Terrans are eager to
learn more.

Raclal Origins: Somewhere in Frontier
Zone 15 lies the Snee Homeworld,
shrouded in the Omicron Nebula. The
exact nature of the Snee physiotogy is
uncertain, as no specimens have been
recovered even reasonably intact. 1tis
beiigved, howaver, that these crgatures
resemble Terran insect forms in many
ways.

Favorsd Ecosystem: Hot, moist environ-
ments rich in oxygen seem to be the
preference of the Snee (at least, that is the
atmosphere of the one recovered Snes
craft).

Political Structure: Consistent with the
idea that the Snee are an insectoid race, it
is believed that they are actually five tribes
{or 'hives’), each ruled by a “Queen”. No
more of the structure is known — even
the sex of the ruler. in fact, there is some
evidence that the Snee warriors are
female, and the Hive leaders are male.

Soclal Structure: Essentially (as far as can
be detsrmined) the same as the political
strugture.

Mititary Structure: Again, this parailels the
Political structure. The mentality of the
Snee seems to consist of ‘expand and
sonquer.” Their race is stowly moving
J.0s<r to 'mperial borders, and the
Emmperor will not be able to ignore this
growing threat much longer.

Currency; Unknown. -

Language: Although their native language
is believed to be a complex assortment of
high-pitched titterings {some beyond
humanoid hearing), there are documented
incidents where they have spoken ciear
imperiat Standard (Angtaman).
Appearance: In a word, monstrous, Dark
arey to black in color, they have a very
tough exoskeleton covering most of their
tong, jointed body. All encountered have
wern some sort of harness which not only
carries a variety of weapons, but also
gives off puises of warm mist which
periodically engulf the wearer, Standing

“between 2 ang 2.25 meters tall, they

possess six limbs, each of which sports a
manipulative hand/claw of four digits {one

apposes the other three). The middle pair -

of limbs are smaller than the upper and
tower pairs, and are rarely used. the lower
pair are fargest and strong, the “legs” used
for walking upright. The upper pair are
very agile, long and strong. The head is -
eliipsoidal with a tong tongue and deadly
mangibles. Antennae sprout from the top,
and a pair of long faceted eyes, one on
each side, altow for a wide range of vision.
In many ways they resemble huge ants
walking upright, though more anthropo-
morphic.

Housing: Unknown.

Dist: Exclusively carnivorous, the Snee are
known 10 eat humankind.

Jemeanor: I many ways the Snee
mentality is incomprehensibie to Tarrans.
They are coldly calcutating, and kill
withou* apparent mafice but with equai
fack of regard for lite. -

SysTem Noves

Snee exoskeletons should be treated &
AT 12. Their hand/claws are extremely
strong and capable of tearing through ligh
stael. Althocugh they prefer high-pressura
oxygen-rich environments, the Snee have
been known to survive over an hour in
complete vacuum. Quick, agile and
strong, they are unstappable warriors.
Snee ships are small but powerfu! and
have a knack for striking without warning,
intelligence suggests that they are
equipped with some form of steaith
“cloaking” ability.

6.25 AOEMARANS

The Aocemarans, whiie physically
bearing absclutely no resemblance to
mankind, have a mental outlook surpris-
ingly similar. To all appearances, the
avsrage Aoemaran is a biob of protoplasn
a.out two «los in mass, semitransparent
and bluish. Acemarans themseives, while
somewhat mobils, possess virtually no

- aniputative abiiities and would cerfainly

never have progressed to their current
evolutionary fevel without their unigue
parasitic/symbiotic abilities. Long ago th
Aoemarans evolved into creatures which
could infuse themselves into.a "host” bod
{preferably one with maniputative abiti-
ties), take controt of the host and utilize it
form. The resident Apemaran gained
noutishment from the the host's blood-
stream, and in return was able to effec-
tively fight infections, heal wounds, and
provide a number of other helpful com-
pensations. This was originally done with
nonintelligent creatures on the Apemaran
Homeworld, but as the race developed
starflight and met with other beings, they
{earned that the same resuits could be
achieved with intelligent humanoids, whik

| maintaining a cooperative rather than

dominating relationship. Sorme humans
fing the whole idea disgusting and
revolting, while others welcome the
inteliectual intimacy — not to mention the
physioicgical benefits.

Racial Qrigins: Zosma VI [-45,21,-25] i
the Aoemaran Homeworld. They have
Minor Clan status under Imperiat Supervk
sion.

Favored Ecosystem: The Acemaran
favored ecosystern is a heaithy host body
They are very resilient, however, and can
sur\_five tor short periods in almost any
gnvirohment. :

Political Structere: Acemarans have a
vaguely democratic form of government,
though It is (apparently) very informal.
roemarans have a highly developed senst
of honor and respect for other life forms
and intelligences.
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® gocial Structure: None apparent.

® Currenty: Impersiaf or Provincial monits
@ when necessary.

@ Language: Apemarans are Telepathic,

Y though with a very limited range (no more
than 3 meters, preferabiy touching).
Appearance: As noted above, Aoemarans

® yre protoplasmic creatures massing

@ Jetween 1.75 and 2.25 kilograms.
Semitransparent and amorphous in form,
hey are able to move very slowly on their
wm and nanetrate most tissues and semi-

@ :olit materials through osmosis.

@ Jlet: Protein and carbohydrate require-

® nents for Acemarans are very similar to
hose of most humanoids, thus they are

@ ble to gather nutrients from a host body.

@ lemeanor: Always polite, friendiy and

@ 2spectiul, Aoemarans are very logical yet

® ompassionate beings. Their curiosity is
ast but tempared with caution. They

@ zem 1o regard humankind as somewhat

@ "petuous but gifted youths.

® SysTeEm Nores

@ Asnoted above, Acemarans prefer to
habit a willing intelligent host, with
hom they can freely communicate
® ;iepathically. Once inside a host, the
@ amaran is able to extend itself, spread-
@ 0 throughout the body to be hardly
® Hticeable as extra mass. it is able to
ase any bleeding wound and hold it so
@ 1il it heals naturally (and the wound will
@ ' 50 without scarring). Aoemarans are
en able to replicate most organ func-
ns for up to 10 days should the natural
® Jan be damaged or destroyed (only ong
@ Jan, however - and not the brain).

They can hold a broken limb in place,
protect burned tissue and even act as
muscles for a short period. Once again,
this ability is limited; the little Acemaran is
only 2 kilos, can only do so much at &
time, and only so well! They can neutral-
ize any poisan with a 100 bonus, and are
able to stimulate the host immune system
to ward off bacterial and viral infection at
+100. Aoemarans can — jn an emergency
— take control of the host body, though’
clumsily. They also allow a +50 RR vs
stun effects. Able to perceive through the
host’s senses, the Aoemaran is cognizant
of the outside world, They require ne
sleep (2 condition of the host which they
find endlessly fascinating and inexpli-
cable). -
Caught outside of a host, Aoemarans
arg AT 4 (-80) and are able fo take ahout
20 hits. It isn't that they are hard to “hit”;
they are hard to really damage. Inside a
host they are virtually impossible to hit.
An Aoemaran character is certainly an
acceptable idea — provided they player is
wiiling to maintain the ever- conscientious
and selfless Aoemaran attitude. He had
betier get along with the host player.
Allowing a player to have an Acemaran
NPC is somewhat more tricky, as there is
a danger of the Aoemaran turning into a
“familiar”, who is just around to heal the
character and give information. This
should be avoiged; while they are consid-
erate and cooperative, Aoemarans are
separate intelligences with their own free
will.

6.26 WIHR-KOHL

Mysterigus, amerphous beings, the
Wihr-kohl contact humans only when they
choose — and then in their own iimited
way. Apparently unbound by conveationat
restrictions, they are formiess creatures,
perhaps of pure energy, who travel the
galaxy at incredible speed on errands no
more comprehensible than their form.
Racial Qrigins; Supposediy the Wihr-kanl
originated on a gas giant in the Gamma
Donzas systern (Frontier Zone 19) but that
is merely the location of the first contact
with one.

Favored Ecosystem: Unknown.
Palitical Structure: Unknown.
Sacial Structure: Unknown,

Military Structure; Unknown; believed to
be none.

Currency: Unknown; believed to be none.

Language: Telepathic, though the Wihr-
koh! communicate in metal pictures, which

|| are sometimes difficuit 10 interpret.

Appearance; A cloud of sparkling,
shimmering gas which can vary is size
from one to 50 cubic meters. They can
{ake any shape and penetrate any physical

. or energy barrier. Unconfirmed regorts

claim that they can assurne human form.
Housing: Unknown; believed to be none.
Diet: Unknown, Theories include: solar
energy; general electrormagnetic radiation;
electricity.

Demeanor: Qnly hostile when provoked,
the Wihr-kahl seem rather isolationist in
their owr way. Thev apparently have no
desire to aid or hinder mankind as a race,
but have repeatedly displayed compassion
for individuals lost in space or otherwise
endangered for reasons beyond their
control.

Svstem Notes
Wihr-koh are essentially indestructible
(treat as AT 20 {(-150) 500 hits, no
criticals) but become "angry’ when
attacked. They have been known to deliver
the equivalent of the Thought into Pain
Energy Channel True (a considerable
electrical charge) when provoked.
Wihr-koh! Player-characters are
strongly discouraged; they are simply not
appropriate for a campaign.




6.27 TRILOPTERS

Racial Origins: Pulwarin system
[-13,62,91}

Favorad Ecosystem: Trilopters are in
general more environmentally tolerant
than humanoids; temperatures of °C

1c 35° do not bother them &t all. Pro-
tracted stays in temperatures betow
freezing they find "uncomfortable”, but a
thermal suit easily corrects the problem.
Warm-blooded, they have a very efficient
gircuiatory system. Trilopters do express
a preference for warm, humid environ-
mants similar to the temperate zones of
their Homeworid.

Political Structure: A representative
democracy rules alf of the Trilopters with
shocking efficiency.

Soctal Structure: All Irilopiers are socially
equal, though there seems to be a
tendency to favor taller {and “more
handsgme"} members of the species. Of
course, what one Triiopter finds attractive
in another is beyond humans.

Military Structure; Despite their dislike for
dangerous situations, this species has a
respectable defensive fieet of their own
{they are ailowed to maintain a fleet
despite their Minor Clan status because
they are an independently developed race).
The Tritopters depend heavity on automa-
tion, therefore keeping actuat starship
grews to a minimum,

Currency: The cosmopclitan Trilopters
have shifted entirely to the imperial Monit
forf all internal and external transactions.
Language: Trilopter language consis!s of
high-pitched warblings mastered by very
few Terrans. They, on the cther hand, are
skilled linguists and know at least 1mpertai
Standard and Jadic. . EN
Appearance: As noted above, Tniopters
have a trinary-based physiology. Their
peanut-shaped torso is about 1 meter
tong, with three leg appendages sprouting
from the bottom of the lower swelling.
Three equidistant mouths ring the upper
half, and above each is a tentacular trunk,
abave that is an eye on a shorter stak.
The trunks spiit into three fiexible “fin-
gers." 'Loptars have thick, resitient skin
{AT 4) of a grey to dark brown hue, and
are completely hairfess, Their variations
of dress are at least as wide as those of
humanoids, though they generally don
some sort of tunic, belted at the “waist".
Technicians of their people wear a harness
for holding a variety of ‘Lopter toals.

Diet: Trifopters are herbivores, dining on a
wids variety of photosynthetic foodstuffs.

Demeanor: No human has ever seena .

Trilopter 'get mad’; they seem incapable of

any sort of frustration. When they become
bored or impatient, they simply go do
something else — and cannot be con-
vinced to return to a task untit they are
ready. For this reason they seem calmly
stubborn. 'Lopters are somewhat
cowardly, avoiding any sort of combat-
retated situations when possible. They
seem fascinated with humans and enjoy
their company, taking defight in imitating
their voices. Trilopters have an annaying
tendency to talk to themseltves {in a tiree-
way conversation) and tell stupid jokes
{They claim their humor is beyon¢ human
ungerstanding):

6.28 AREED

Like their symbiotic partners, the Eed,
the Areed onge resided on a very smalt
satellite in the Camelopadi 2 star system
{in Frontier Zone 19) which they call £afug
and Terrans refer to as Cfeed. They are
multipeda!, carbon-based creatures with
six prehensile legs and vaguely resemble a
cross between the Terran creatures
commonly referred to as the starfish and
the king crab. Quick, intelligent, and
utterly ruthiess, they make valuable aliies
and dangerous foes.

The Areed form bands of 3 to 3G0
creatures led by a dominant trio of two
larger females and a maie. Essentially
extended families, these bands link with
other groups to form clans of 9-900
indiviguals. Three clans typlcally inhabit
each Eed.

Despite their dominance, the Areed
carefully adhere 1o ihe unwritten rules
underlying their exceptional symbiotic
relationship with the Eed. They operate in
the vast network of chambers that tie just
inside the outer layers of their hosts,
moving from room te room through a
maze of arteries, These confines are
carved out of the dead tissue that forms
the bulk of an ted.

The Areed employ the Eed's raw
material stores and energy conversion
processes in order to maintain their brutal
but sophisticated culture. This cuiture
produces a host of refirad, technologi-
cally-advanced machines products which
permit the Areed to compete against very
powerful foes. An Eed is no less formi-
dable than many of the best imperial
warships.

Besides influer:cing or piloting the
movements of the Ced, the Areed can
gxoit the Eeds' wondrous link with the
unitied field or tne “Essence.” Wiiile the

Areed cannot tap this fundamental
understanding of the fabric forming the
theme of the universe, they can merge
with the Eed themselves, This involves
reclining in special, Huid-fitled pockaets,
and it enables the Aread to travel with the
Eed whenever their hosts move via the
mechanism of composition transfer.
Failure to merge results in the Areed being
left behind to fend for themselves inthe
relative void of outer space.

As the Eed innocently colonized many
of the systems near Camsicpadi 2, the
Areed have sought 10 establish a dominior
in space. They have seized dozens of
planets and, while the vast majority of
Areed stiil live within the Eed, many bands
have staked out territories on the newly-
conguered worlds. Thus, the passing
ysars have brought these deadly sentients
into confiict with neighboring races.

Aresd are divided into three sexual
groups. Two of these groups can bear
young, the larger “female” group giving
birth to 1-5 “males” or 1-20 smaller
“femmales.” in turn, the smaller "females”
beget 1-10 of the larger “females.” All
thrae sexes are involved in the mating
process, regardless of the resuit.

As with the Eed, Areed young develop
within ultra-hard, semi-transparent,
resinous eggs, although the Areed actually
lay their eggs and the young “hatch”
rather than being born “alive.” A newbomn
Areed stands about 20 centimeters in
height. The males and smaller females
soon grow 1o a height of about & n.ter,
later “maotting” in stages which add about
25 centimeters to their stature. These twe
groups reach a maximum height of about
2 meters. Large Females, on the other
hand, grow in sudden spurts of about 50
centimeters and eventually stand as tall as
3 or 4 meters.

Racia! Origins: The Areed are descended
from the Shew races of the Camelopadi 2
system and are closely reiated to the Shev
Anign. They arg of the same general
evolutionary ciass as the ted. Their homé
world is Eafug (Cleed).
Favored Ecosystem; The Areed can adap'
1o virtually any ecosystem within seconds
oOr, in some cases, minutes. They cannot,
however, exist unprotected in environ-
ments of less than .03 Atmosphares of
greater than 300 Atmospheres. Their
favorite environment seems to be a high-
gravity world with distinetly solid ground
and a relatively modest gas atmosphere
containing large concentrations of carbon
dioxide, nitrogen, and hydrochioric acid.
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Political Structure; The Areed operate in
clans (Ar. “Bew”) of 8-800 individuals.
Each clan is comprised of three bangds of
3-300 Areed. Six Areed clans form a tribe,
or “Hew,” and thirty-six form a “Shew.”
There are three Shews, but only one —
the Shew Ulreed — is united. This
predatory group is the dominant force
among the Areed and is led by a triad
comprised of the two large femaies (Ulury
and Elere) and the large maie (Alara} that
lead the Shew’s most exalted band. All of
the absolutely hierarchical Areed political
mechanisms are tied to lineage, and this
trip exercises the power of life and death
over all their followers.

Social Structure: Areed social conven-
tions are intertwined with their political
system. They mate in bonding triads
comprised of a large female, a small
female, and a male. Each member of the
trip is replaced onfy upon death.

Military Structure: Ali Areed fight, and
gven the very young and very old are
capable of meeting most of the physical
demands associated with combat. Their
military organization, like their social
structure, is in accord with the political
structure.
Currancy: The Areed generally employ
barter; however, they have a very clear and
uniform valuation system. Because they
typicaily reside inside an Eed, Areed also
have access to mineral steres that include
a host of precious metals and gems
{particularly diamonds). The Shew Uireed
have begun using standardized diamonds
as currency, distinguishing the values-on
the basis of three different sizes and
colors (clear, pink, and blue),
Language: The Areed are non-verbaj
creatures. They communicate in three
ways: (1) by varying their magnetic force;
(2) by using electrical impulses; angd —
most commonly — {3) by employing
minute variations in their infrared profile
(i.e., modifying their thermal silhouette).
Appearance: The Areed are multipedal,
carbon-based creatures. They have six
prehensile legs, which surround a com-
pact but sfeek trunk that houses an array
of three sensors. Three opposing fingers
crown each appengage and enable the
Areed to perform very complex manipulat-
ive operations. Beside their tactile
function, these fingers also serve as
visual, aural, and taste inputs, An Areed
can see, particularly over the infrared
spectrum, with either its sense lobes or its
fingers. Tough-skinned and coated with a
highly conductive, resinous outer layer,
the Areed often emit visua! slectric
charges. They are imbued with a strong

but highly controltable magnetic force and
constantly secrete a powerful acidic fluid
which flows over their outer surface.
Housing: Most Areed reside in large
common areas with an Eed. They restin
small compartments, where they fioat in
highly acidic suspensions of fiuid (akin to
fiquid battery acid). The Areed that live
outside the Eed construct similar lodgings
using local features or even fauna. Most
of these are subterranean.

Dist: The Areed eat virtually anything that
tan be broken down with hydrochloric or
perchloric acid. They enjoy live food, but
most live off the nutritious fluid that coats
the innermaost live tissue in an Eed.
Because the Areed can hybernate for up to
300 days without eating, they rarely fall
prey to famine.

Worship; The Areed apparently worship
their three leaders (the Alara, the Uturu,
and the Elera).

6.3 I
LANGUAGE

Since most worlds embrace a number
of tongues, and few characters could
know all the languages even on a given
planet, translating devices and cooperation
may be necessary to solve language
problems.

A character's flugncy and literacy in a
particular language is determined by the
skill rank which the character has achieved
in his “linguistic® skill for that language.

“The GM should decide which languages
are automatically known by each of the
races in his system, Each character may
then expand on this base through the skill
acquisition process

6.4 NI
DEATH IN SPACE MASTER

For he who lives more lives than one
Mare deaths than one must die.

Oscar Wilde
The Critic As Artist
¢. Prelmp 9775

6.41 DEATH FROM EXCESSIVE
CONCUSSION HITS

)T a character receives more concussion
hits than the sum of his total hit points +
his Constitution stat, he begins to die.
After a number of rounds equal to his
Constitution divided by 10 {rounded off),
the character is dead. This process of
dying can be halted by lowering the
number of hits on the character below the
critical point. However, once the character

dies, the normal death rules apply.

Example: Sanvok takes 24 hits and has
Constitution. He receives 115 hits iy
round of brutal projectife fire, Once
reaches 115 he drops and begins to die
massive shock. If nothing is done to by
Sanvok, he will “die” in @ rounds. Af
another brief period, his “soul” will deps

6.42 EFFECTS OF DEATH

There are two major effects of death
under this rule; (1) the deterioration of th
stats due 10 a lack of oxygen flow to the
brain following “death,” and (2} the
departure of the “soul” from the body.
Death, for the present purpose, is a haftin
of the major bodily functions (heart beat,
breathing, etc.). Under these rules drugs
and machines can halt the process of
dying at any point; healing the cause of
death also halts both effects, but does ng
reverse them, If the cause of death is
healed before the soul leaves the body, th
persan is alive and functional (if there are
no other injuries , and no stat is reduced
to zero — see below); however any stat
loss remains. A Preservation Unit will
prevent the soul from leaving, but a body
kept in one longer than 25 hours will begi
to deteriorate as below.

If the soul has left the body before the
cause of death is repaired, the body is
functional but the character is in a coma
and at -75% for even subconscious
activity, In general, there is nothing that
can be done to help this person, but some
races and cultures allegedly have the
ability, through mystical rituals, to return
the soul to its body, The GM may wish to
allow a mingling here of cultures. Masters
of Channeling (Rolemasfer) can call back
the soul of a dead man. Alternatively, the
GM may wish to add the ability of recalling
a soul as a Tefepathic Psion.

DETERIORATION OF STATS

Only the Mental stats (Memory,
Reasoning, Self Discipline, Empathy,
Intuition, and Presence} normally deterio-
rate. Each round after a character dies a
roll is made on the Stai Gain Chart (pg.
44) for each mental stat, The ¢column
used is as follows: 1 for rounds 1-6 after
death, 3 for rounds 7-18 after death, 6-7
for further rounds after death.

The results on this table are the
amounts by which the stats are reduced.
Only the temporary stats are reduced, not
the potentials. Certain races add to the
column number used (see Racial Statistics
Chart, pg.31). [f any stat is reduced to 0
or below, the stat is at 0 and the character
will remain in a coma even if the cause of
death is repaired.
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Al trait devetopment in this area is Ibrcken down into two categories: mastery of the spoken word and reading-writing abitity. in order
jp achigve semblance of ﬂuepcy in a language a character must advance to 5 or 6 stages (picks, boxes, etc.) in each area. Beyond
that point. the character can refine his language skills 5o that he can translate more complex speech and writings, ungerstand changes

" LANGUAGE SKILL CHARF %" . . NS

in dialect, and get a feet for subtle patterns that more learned natives may employ.

Gkill Rank  Conversational Ability

Reading/Writing Ability

ks Allows recognition of the language when spoken,

g . Allows user communication and understand very basic
© . conceptsinthe form of single words or very short phrases
pain, etc.). o

User can distinguish between major dialects. Allows user
to communicate moderately basic concepts in the form of
phrases if being’s communication form is compalible with
the language. User can get the lone/context of the lan-

guage when spoken at a normal rate, but no more. He

slow pace.

User might be able to converse on very simple subjects,
using whole sentences instead of broken phrases, User
can understand everyday convarsation when spoken
slowly.

Allows user 1o converse freely in everyday conversation
of an average nature (e.g. market talk, shooting the
breeze, conversation with guards, etc.}. Rapid and/or so-
phisticated speech is still troublesome.

Normal speaking teve! of the native poputation, the com-
men man. Subtle or particutarly sophisticated concepts
still prove troublesome. User cannot understand dialects
or archaic speech out of the norm. User converse freely
on the same level if physicalty capable. _

True fluency. Allows understanding of, and conversation
with, the most learned of native speakers. Sophisticated
folk may stilt brand you as an “cutlander,” however, and
archaic or unusual concepts will still prove troublesome.
‘Fluency plus the ability to recognize the regional and
cultural origin of ail speech (although such speech will still
prove troublesome to speak or understand).

Absolute fluency in chosen dialect plus simple under-
standing and speaking ability in closely related dialects.

Absolute fiuency of all the chosen languages and all
- closely related dialects. Extremely archaic and complex

-, located from several planets. _

" As 10 above, unless GM's world system calls for ex-
tramely complex languages.
We suggest that skill ranks 11-20 be reserved for those
who wish to learn extremely ancient or ultra unigue ver-
sions of the given language {e.g. Old Islamic, or the rare
refigious dialscts of certain forgotian coloniss).

(e.g. eat, danger, room, meney, cost, enemy, bathroom,

can, however, understand basic phrases spoken at a

--concepts may prove troublesoma if the creature has re-

Allows recognition of the language in written form.

Allows user to read or write very simple phrases and
wards and possibly understand the cantext of very
simple passages. Allows recegnition of the language
iri transtated form. :

User can get an overview of simple writings, but will
have trouble with specific details. Allows user to write
very short sentences of a moderately simple nature
{i.e. at primary education level),

User can read moderately simpie writings and under-
stand most of the details, User has trouble with subtle
concepts. (news-dispatch level reading abitity). Al-
lows user {o write sentences of simple nature.

Altows reading of most everyday writings and normal
computer spools. User can write on a moderate lave!.

Reading and writing tevet of the average literate crea-
fure.

Allows one to write at past primary tevel, and reading
ability is that of average member of the stratified
classes.

Secondary education writing level of an average na-
ture. Allows one to read relatively complex material
and recognize (but not tully undarstand) the nature of
archaic or unusual dialects or concepts.

Allows one to read and write very complex passages,
technicat manuscripts, but only in the chosen dialect.
Altows some translation of related {possibly offworld)
dialects, and simple writing ability in such areas.
Allows reading and writing of the most complex nature
in the chosen language, as well as strong reading/
writing ability in closely related dialects. '

As 10 above, unless GM's world system calls for ex-
tremely complex languages.

We suggest that skill ranks 11-20 be reserved for
those who wish to learn extremely ancient or ultra
unigque versions of the given language (e.g. Oid Is-
lamic, or rare dialects of certain forgotten colonies}.

Language Multiphisra: .

Multiply the irait development cost by one of the following factors shauldl Ihe studertt be besal with the given sduntion:

Shustion {regareing language)
Crarcier kows iTelated language 1 T e
Character has writing bist no teacher/*instructor progrems

Charactar has tiacher” but re writings.

Chuni b o g, v e

Wuitipiler

A2 tor iparming reading/writing:

x5 for legrning spoken tongue.
.- kB for Isaming reading/writing if teacher cannol wrile ianguage;*
" %2 for lAming spokar longus if teacher canngt wrile ANGUage.

«= Charactar canniot leam language.

Ia spohen, Atemuiively, this requismment is tuitilled i & fravaling companlon or

LT T aequie i the new tongu:

Hote: - 1)Tha teacher must have language silis in the tongue (at are Righer than tha rank being taught The eacher” requirament may be fulfiisd by reskiing or iravgling In an drea where the
has conversatians with the student Jor a couphe of hours n day;

i language atquaintance
: ffzjh'mwﬂum1ﬂmuualorrormwhdnoinnulamsongm.mmmw_%mmaromadhngunqotrmmutahigharrw_tmhmmsldumnkhelunemptinq

I.f;}mm'mmmﬂimmm.hmg‘eammpmmm M;memmmmmmgmmﬁm, in ordar ko e rending and writing, sven at x8,
. the character shouid be lamillar with the symbots/aiphabet associsted with the ghen language (0.9, his home ongus Uses The SamMe symBbols or vary similar cres). o
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Every hour after a stat is reduced to 0
the potential for that stat is reduced by an
amount rofled on column 6-7 of the Staf
Gain Chart, pg.44. Sixty rounds {10
minutes} after death, the physical stats
{Strength, Constitution, Agility and
Quickness) begin to deteriorate. Each
hour, roll on column B-7 of the Stat Gain
Chart for each of these stats and decrease
each one by the amount shown. A stat
cannot be reduced below 0; however any
further deterioration is taken off of the
apprepriate potentiafs. The character can
be brought out of this coma if the 0 stats
are raised above 0.

Deteriorated temporary stats can be
raised to previous levels (but not above
poientials) by the following methods:
normal level advancement, cerain healing
drugs, and/or by a normat healing rate of 1
point/stat/month. if potentials have
deteriorated, stats cannot be raised above
the new, inferior potentials until the
potentials are restored (usuaily only by
very powerful drugs or something beyond
Space Mastertechnology).

During a battle, a GM will probably find
it convenient to keep track of how many
rounds pass between death and the halting
of the death process. Then after the
resoiution of the battle, the catculation of
stat reductions gan be made.

DEPARTURE OF THE SOUL.

~ Normally 12 rounds {2 minutes) after
death, a character's sgul leaves his body,
This time will vary depending upon the
race of the dead character (see Racial
Statistics Chart, pg.31),

6.5 NN
RACE ABILITIES

Four chief factors are given in the
Racial Statistics Chart. modifications to
bonuses due to stats, modifications to
resistance rolls, modifications to the
effects of death and injuries, and the
number of ianguages an average member
of a race knows when adventuring begins.
Stat Bonus Modifications — Modifica-
tions to stat bonuses are in addition to
bonuses described in Section 3.1 and
detailed in the Racial Statistics Chart. For
example, a Transhuman | was a muscular
67 and the Humanoid Il was 5’8" and
weighed 60 kilos. However, due to the
stat bonus modifications given in the
Racial Statistics Chart, the Transhuman I's
bonus due to Strength is +40 (+20 normal
for 99 St + (+20) due to race); while the
Humanoid I1's bonus due to strength is
+13 (+20 normal + (-5) due to race). Stat
bonuses may become negative.

BACKGROUND

Variety and flavor are important assets in any good SFRP game. One of the princip;
problems with some campaigns/systems is a lack of desire to, or means for, allowing
the GM and players a great deal of choice when selecting and developing characters, | @
this section are a few tips for injecting more flexibility into the generation and develop-
ment process, thus enabling GMs to further vary characters of the same profession,

7.1 I
CATEGORY LISTINGS

This background options section helps
GMs and players determine what special
skills, attributes, or possessions a player
character obtains in his or her early life.
Using the Background Option picks shown
below, a player can choose his fortune,
assets, or special abifities prior {o the
beginning of the campaign, These options
should be selected after the player char-
acter completes adolescence development
and prior to apprenticeship development.

Alternatively, the GM may wish to
change the selection sequence, or assign
the options in his own manner. Whatever
the case, it is suggested that these tables
should only be used once in the course of
a character's life.

As an option, the GM may wish to ailow
the PC a roll for a Speciaf Ability (see
Section 12.5) as one of his background
options.

7.11 USING THE TABLES

1) Each character, regardiess of profes-
sion, is allotted a certain number of
background option picks. The number
of picks one receives is dependent
upon the character's race and is noted
in the following chan,

Race Background
Option Picks
Human 4
Neo-human 4
Humanoid (1-4)
Transhuman 3
Alterant Replicant 1
Android 1
Alien Varies
(GM Discretion}

Remember that background cption
picks are not 1o be confused with devel-
opment picks.

Should a character's race fall out-
side of the classifications listed here
(e.g., afiens), we suggest that the GM
should assign the number of option
picks allowed to the character, He may
afso add special option categories for
these types of PCs, or delete some or
all of the categories listed here,

2) Characters expend one Background
Option Pick for each selection they
make from the categories which follo, @
{i.e., Each option pick expended

~ permits one choice or roll). :
3) Prior to making a roll on (or pick from'
the categories which follow, the ®

character must allocate his pickstoth @
various categories. There are five to
choose from; Special Skills, Special
Items, Special Status, Special Wealth o
and Special Abilities. Charactersare @
free to apply more than one option pic. @
to each catenory if they desire {e.q.,
Tarmak the Armsman has chosen to
expend all tour ot her Background
Option Picks in the Special [tems
category).

4) Once the character allocates his picks
he rolfs once for each pick on the
chosen category. He then cross-
indexes the roll to find the resutt. The @
GM may wish to allow the characters

- 1o choose the results, rather than
having them make rolls.

7.12 BACKGROUND OPTION @
CATEGORIES ®

Special Skiils: An option pick.used in this ®
category will result in skill bonuses being @
added to the character’s primary, secon- g
dary, or hobby skills. The pick may afso ®
result in increased stats.
Special ltems: The items here include: ®
property, capitol goods, extraordinary ®
e

weapons and miscelfaneous items. The
GM may stipulate that a special item is an
heirloom, and that the character is
emotionally bound to the item, inwhich @
case the character will not sell the itemit @
question except under extreme circum- °
stances. If multiple rolls or choices are

taken in this category, the GM may wishte @
allow characters to combine item bonwses @
inta one item, or spread them out into
severa! different devices. No bonus
should ever exceed + 30, and no single
device should deliver more than an“E”
critical,

Special Status: Characters opting for
more than one pick in this category may
receive only one resuit (however they may
make several rolls and choose one).




ighest status. It is suggested thationly -
olts (not choice} be allowed in this
category.

special Wealth. This category provides

me character with financial reserves prior
1o the beginning cf play. The GM shouid
otress 10 the players that they should not
izke the Eimonits generated on this table
and spend them all on neat fittle gadgets.
4 character's Elmenit reserves shoutd be -
directed towards living expenses, which
can becomne rather high, dependent on lite
styte and location. A a cash drain of about
150-400 Efmonits per 30 days for personal
maintenance (sheiter, food, personal
effects, etc.} is appropriate.

7.2 IR
BACKGROUND OPTIONS

7.21 SPECIAL SKILLS
CATEGORY

Roil  Result

01-50  Add a special +15 bonus for
one secondary skitl.

Make an additional 2/1 hobby
pick {see Section 12.3).

Select one additional language
{0 be written and spaken at
skill rank 10. {The character
may choase skill with 2 com-
puter language at his option),
Player takes skifl rank 5in  ~»
random secondary skill, or one
chosen by the GM to reflect the
gharacter's background.

Add a special +10 bonus for
one primary skilt.

Increase one stat by 2 crthree
stats by 1 each; both tempo-
rary and potential stats (to a
maximum of 101).

@ 7-22 SPECIAL ITEMS

51-65

§6-75

76-85

BB-95
96-100

0000000008000 00 00000000060 00C0O06OCROCGOGCOINOSIIOTOGSS

° CATEGORY
® Relt  Rasuit
01-04  Medtab applicator with a
® cartridge of Jirclene.
@ 0505  Medtab applicator with a
cartridge of Triagenaline
® 07-08  Medtab applicator with &
° cartridge of Fir-Qualine.
09 Medtab applicator with a
¢ cartridge of Stirene.
® '0-15  Medtab appiicator with a
cartridge of recreational tabs.
1817 Wheeled car.
18-22  GEM car.
23-25  Grav gar.

generally, this will be the choice with the '

26-29  Ali Terrain Vehigls.
30-3t  Recreational speedboat.
32-33  Airboat.
34-36  Hydrofoil.
37 Recreational helicopter,
38 Personal gravitic belt,
39 A smail prop-plane.
40 Gravitic flitter,
41-42  Access to a private suborbital
shuttle as a non-paying passen-
- \ger or co-pitot,
43-48  Real estate ; undeveioped fand,
49-56  Real estate : modest dweliing.
57-68  Real estate ; moderate dwelling.
69-75  Real estate : extravagant
dwelling.
76-8C  Personal body armor,
81-83 A muitiscannar {or Repair/
Medscanner i appropriate).
84-87  Atrap device encoded against
activation to the character only,
It can be attached to aimost
anything, and will deliver upto 5
“A" electricity criticals (or 1 °C"
and 2 "A"s or any such combi-
nation) before power depletion.
It is activated by manual
contact.
88-91  +5 weapon {+1 Psion Adder {f
aliowed),
92-84  +10 weapon (+2 Psion Adder if
allowed),
95-97  Personal velocity shield {+3
Psion Adder if allowed).
98 Personal deflector shield.
89 Personal absorption shietd.
100 Personal barrier shield.
7.23 SPECIAL STATUS
CATEGORY
Roti Status

01-10 Curses. Your family is cursed
with one of the foltowing banes:
(01-20)  You cannot refuse an offer
of hogpitatity, regardless
of the source or circum-
stances {within reason);
Low empathy towards
non-sentient animal life,
therefore you may never
befriend an animai,
You can not refuse a plea
for help from either an
innocent or an underdog
— even if it means
endangering your cwn life
or intervening against an
ally — but you have +20
bonus to all actions taken
during such an endeaver,

(21-30)

(31-40)

{41-60)  You can not refuse a
personal, one-gn-one
challenge, but you have a
+15 bonus to alt actions
taken during such an
endeavor;

{61-80) You can not accept a loan

without repaying it back - -

threefold;

You can not harm a

creature that has not first

shown aggressive
behavior.

Exceptionally impoverished

family. You have acquired any

MGAgY you possess threugh

guestionable practices.

Griminal background. Your

family is associated with an

organized crime network. You
carry a recognition device
associated with the group.

Guitd background. Your family is

connected with an association of

merchants or high-tech person-
nel. You carry the device cr
phrase of recognition employed
by the guild.

Multi-culturai, muiti-tinguistic

background. You are fluent (10

skilt ranks written ang spoken) in

2-6 additional languages of your

choice and have a basic under-

standing of the associated
cultures.

NPC Mentor {see Section 7.3).

Rage-triend. You possess an

intimate understanding of any

one race other than your own,
including their language, ways of
thinking, IHestyle, racial secrets.

Your family possesses traces of

the bigod of a recognized and

powerful family {passibly neble}.

Conspiratorial backgroung. You

(or your family) are connected

with an association of poweriul

individuals {e.g., a cult) intent
upen rebetling against tocal,
regicnal, or provinciat officizls.

They control assassins, sub-

cults, and other subversive

elements, as wel! as fegitimate
pofiticat ang mercantile organs.

Ycu carry the recognition device

of the group.

Your family ts weli-off; make a

tree wealth roll.

97-100 You are charmed. Events tied to
sheer huck or happenstance {i.e.
involving no skill or concerted
thought) are skewed in your favor
by 20%.

(81-100)

11-20

21-30

31-40

41-50

§1-60
81-70

71-80

81-90

81-96




;

7.24 SPECIAL WEALTH

E
1

CATEGORY
Roll Elmonits Maonthly Investment
on Account  Income/Notes
01-02 500
03-05 750
08-10 800
11-15 850
16-20 1000
21-25 1200
26-30 500 100 per month”
(investment income}.
31-40 1500
41-50 1500 50 per month {invest-
ment income}.
51-60 1500 100 per month {invest-
ment incems),
61-85 2000 100 per month (invest-
ment iNncome).
86 6660 10C per month {invest-
ment income).
67-70 2000 150 per month {invest-
ment income).
71-75 2500 150 per month {invest-
_ ment incame).
76-80 3000 200 per month (invest-
. ment income).
81-85 3500 200 per month (invest-
ment income}.
86-80 4000 250 per month {invest-
ment income).
81-93 4500 250 per month {invest-
ment income}.
94-95 5000 300 per month (invest-
: ment income). Charag-
ter also possess
valuabte jewelry (1-2 K
worth}.
96-93 7000 500 per month (invest-
ment income)
100 10,000 300 per month (invest-

ment income}. Charac-
ter also possesses a
“Black market” Etmonit
account. Funds placed
in this account are
untaxable, Possession
of that Elmonit card is
itlegal.

A “month” is an arbitrary 30-day period
{3 decadays), carried over from Preim-
periaf times.

7.3
NPC MENTORS

fn fantasy or science fiction literature, it
is common to find supporting characters
who serve to train, direct, advise, and
pccasionalty rescue the more principie
characters. These Mentor figures can be
an invaluable aig tc the GM ang player
alike, for they provide another level of
detail and continuity for the entire cam-
paign. Mentors can be used to send PCs
on missions, rescue PCs who have gotten
irt over their heads, explain fundamentat
aspects of the campaign universe, train
PCs in the use of skills which are not
easily learned by other means {if, for
instance, one of the Character Develop-
ment optienal ruies is being used), and in
general add yet another facet of GM-PC
interacticn to-the game, For player
characters who desire a Mentor, the steps
described betow should be followed.

Note: The decision to have a Mentor
should be made during character genera-
tion, and counts as one Background Pick.
GMs who wish to give mentors to player
characters who have already begun play
should not hand them out freely, but
rather design some sort of “test” or
obstacle which must first be overcome by
the PG,

By and large, Mentors are created by
the GM in much the same way as any
other non-player characters, although
some specific attention must be paid to
designing Mentors who will prave
consistently useful to the PCs in question
(at teast until the PCs are sufficiently
advanced so as {0 no longer require the

Mentor's services).

NPC Mentor GeENERATION PROCEDY

1} The profession of the Mentor shouls
the same as that of the PC disciple,
afthough the skills involved are mor
important than the actual professior
if the Mentor is a Telepath (or Semi
Telepath}, his or her base reaim of
telepathy will necessarily be the san
as the discipla's, Likewise, the Men
will generally (though by nc means
afways) be of the same race as the
disciple.

2} The Temporary Stats of the Mantor:
reftect the years of experience he or
sfie has had therefore, the following
procedure is used: For Prime Requi
sites, 1d10 is rolled and added to 9
For alt other stats, D100 is roiled
{ignoring rolis of less than 20} to
determine the original value, and a h
open-ended D20 roll is added to sigs
stat gains (note: no stat total will ev
exceed 102). Stat Potentials, as wel
as Stat Modifiers ang Development
Points {if desired), are determined ir
the usual fashion,

3) The experience level of the Mentor ¢
be determined by rolling 2D5 and
adding this total to the Jevel of the
Mentar's most experienced disciple.

4} The Mentor's hackground can be
determined in the same manner as a
player characters’. Often Mentor-
figures will have had Mentors them-
selves at an eartier age, and the nam
of these figures (as wel! as a few
notabla details) might come in handy

5} The age of the Mentor can be deter-
mined by rofling 1d100 open-ended
and adding the Mentor's Jevel, then
consulting the table befow {from whi
actual age must be extrapolated due
differences in racial longevity):

Total Mentor's Age Group
upto S Pre-adult/Prodigy
08-15  Young Aduit
16-30  Mature Adult
31-65 Migdle-aged
66-95 Cid
98 orup Venerable

B} The “ievel of culture” from which the
Mentor comes and the Mentor's sock
standing within that culturs witl provt
valuable not only in determining the
nature of his or her personafity, but ¥
give a rough indication of the amoum!
of “pull” the Mentor has (e.g., access

to technclogy of information, wide-
spread reputation, “friends in high
places,” and general clout}.




: To determine the Mentor's social
standing and origin, roll 1010 and
apply any of the following moditiers
which are appropriate: i the disciple
is of lower class, or from a Minor clan,
subtract one; if the disciple is of upper
class, add one; if the disciple is of
noble class, add three {these modifiers
may be cumulative). Finally, consult
the table below:

Total Mentor's Social Status
upto 1 Lower class, Minor Clan
2 Middle class, Minor Clan or
Lower class, Independent
3-4  Middle class, Independent or
Lower class, Provincial or
Lower class, Terran
5-7  Upper class, Minor Clan or
Upper class, Independent or
Middle class, Provincial or
Middle class, Terran
8-  Upper class, Provincial
10+  Upper class, Terran

7) Lastly, to keep player characters from
running to their Mentors at the first
sign of any problem, it is necessary to
determine just how easy (or difficult) it
i5 10 get an audience or appointment
with him or her, After all, Mentors are
people too, with their own lives,
responsibilities, and interests, and may
not always be available to come to their
disciples’ aid. (This inabitity may be
due to constant, pressing business,
frequent travel, indulgence in personal
interests, irritability, iilness, or a past
“falling out" with the disciple.) In any
case (the actual circumstances must
be determined by the GM), this factor
is measured in terms of a standard
Difficulty Level rating. In order to get a
meeting with his or her Mentor, the PC
fisciple must succeed in a static
maneuver roll modified by this factor
and the player character’s Intuition
modifier, Such maneuvers may be
attempted once per standard (twenty-
five hour) day, unless a result of 05 or
lower is obtained {in which case the
Mentor really cannot be bothered, and
will send the disciple away for 10100
standard days). To determine the level
of difficulty the PC will have in ap-
proaching the Mentor, roll 10100 and

consult the following table:

Roli  Difficulty level
01-05  Routine (+30)
06-15  Easy (+20)
16-30  Light (+10)
31-45  Moderate (+0)
46-60  Hard (-10)
61-75  Very Hard (-20)
76-85  Extremely Hard (-30)
86-90  Sheer Folly (-50)
91-95  Absurd (-70)
96-00  Insane (-100)

FLesHmng Qut THE MeNToR

The Non-Player Character Chart (in the
GM Bock) should be used to determine
the actual skills and skill totals which
the Mentor possesses, although the GM
should feel free to substitute ranks from
some skills with ranks in others in order to
keep close to the design concept {pro-
vided, of course, that the costs in DP and
number of ranks available for these skills
are commensurate with the Mentor’s
level). Where the chart calis for a subjec-
tive decision to be made as to which skiils
are chosen, the GM should select skills
which the player character disciple
possesses {or is studying) whenever
possible (since the general assumption is
that it was the Mentor who taught many of
these skills to the PG to begin with).

A r—

If there are stili some choices to be made
after these bases have been covered, it is a
good idea to select skills which the PC !
disciple will have some need for in the
future, so that the Mentor witl be able to
teach these skills to the disciple when the
time comes.

Example: A level one pilot has learned
Orbital, Atmospheric, and N-Space
Piloting from her Mentor, The GM gives
the Mentor these skills, and also selects
Combat and Hyperspace piloting. It and
when the PC desires to learn these
important aspects of pifoting, her Mentor
will be prepared to teach them to her,
The Mentor is certainly one of the most
important NPC contacts a player character
may have, and as he or she will repeatedly
be called into play at the bequest of his or
her disciples, great care shouid be taken in
fiashing out all aspecis of the Mentor's
personality. The factors which must be
decided upon, just as for player charac-
ters, are Personality, Motivations,
Alignment (Morals and Phifosaphy),
General ang Physical Appearance, and
Demeanor.

7.4 RS !

STARTING MONITARY
RESOURCES

A GM should ook to the nature of the
local/world economic system to se¢ how
mugh money a character should start with.
Generally, we suggest a character should
be given a modest sum, allowing him to
acquire the bare essentials in terms of
armor, weaponry, food, and the require-
ments of civilization.

Characters starting in mid-campaign
will (hopefully) receive help trom party

members, but may need better than

average equipment to withstand height-
ened challenges (those not normalty faced
by first leve! groups). Same characters
may receive no money (e.g., those found
robbed and beaten up), but these situ-
ations must be carefully weighed. .

Give the players a set sum of money —
such as 50 Elmonits — plus an amount
determined by a D100 roll (e.g., a roli of
43 would give the player an additional 43
Elmonits, alt Imperial curréncy on an
Eimonit card.) Remember, the players
shoutd not be too rich (they need some-
thing to work far) nor t0o poar (they need
something to work with)., Ao group
shouid be starting out with their own,
gleaming hyperyacht bought with starting
cash.
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80 __ __ ___
KEEPING TRACK OF A CHARACTER

In a Science Fiction Role Playing game each player must keep track of the factors
defining and affecting his character, while the GM must keep track of the non-ptayer
characters. In Space Master, each player can keep track ot his character on a Player
Character Record. The Player Character Record has places for all of the impartant
statistics and factors which are important to a character. The GM may want to use
Player Character Records for certain non-player characters (NPGs), but in general he
only needs to keep track of their levels. This aliows him to refer to the Non-Player
Character Chart {in the GM Book) in order to obtain non-player character bonuses

i
1
.r

7.5 I
EXPERIENCES AND
FAMILY BACKGROUND

One's outlook on life is necessarily
colored by past experience, A characierin
a SFRP setting will invarably fellow this
rule to some degsee, and the GM should
note that rich, varying experiences fodged
in a character’s history will inspire the
player to individualize his character's
motivations and feelings.

Family background is, perhaps, the
most significant toof in this category.
Events involving cne's family — legacies,
feuds, traditions, etc. ali act to give a
character certain “reference points” for
adventure. A character may seek revenge
or some heirloom of great value; he may
wish to follow the path of his mother or
father. He may need to clear the name of
a refative wrongly accused of some terrible
crime.

By giving the player a unique back-
ground with a number of significant and
interesting experiences and family notes,
great choice is allowed, and the character
will have wide leeway in pursuing interests
relating to his past.

" SKILL RANK BONUS CHART
Skill Rank  Normal Bonus

U e -25
T s +5
2 e +10
b SRR +15
. PSR +20
- 2 PO +25 -
< 2 +30
7 .+35
- 2 +40
= 2 +45
10 ... 480
11 D2
3 b +54
L R +56
1 S +58
1S e +80
1B o +62
LI 2P +B64
18 e +66
1= I +63
20 e +70
2 e +71
B2 e, +72
23 e, +73
24 e +74
25 L
2B i v +76
. +77
2B o +78
bl +7%
30 e +80
Pius 1/2 for each skill rank pver Skill
rank 30.

required during play.

8.1 NN
THE PLAYER CHARACTER
RECORD

The Player Character Record has space
for all of the factors which affect a
character's bonuses and capabilities (e.g.,
skill ranks, skill bonuses, languages
knovin, Psion lists known, height, weight,
etc.). A player should fill in alf of the
appropriate spaces (this process is
described step by step in Section 10.0).
When this process is compieted, the
character is ready to play and has on his
Player Character Record all of the bonuses
which can affect his actions.

In addition, there is the Player Charac-
ter Worksheet, where all skills are listed
and skill bonuses recorded, lavel by ievel.

Anyone using Space Masier may
photocopy as many Player Character
Records and Worksheets as he wishes for
use in his game; however, they may not be
copied for commercial usage. Players can
use the back of the Character Record to
keep track of the character's supplies,
equipment and other possessions.

8.2 NN
SKILL BONUSES

Skilt bonuses are the numbers added to
various rolls which determine the success
of events and actions during play. They
represent how capable a character is at
certain activities. The basic classifications
for skill bonuses are the Offensive
Bonuses (OB}, Defensive Bonuses (DB),

The rest of this section discusses the Player Character Record and the different type
of capabilities and bonuses that the players should keep track of.

Moving Maneuver Bonuses {MM),
Vehicular Maneuver Bonuses (VM),
Special Purpose Bonuses (SP) and Statie
Maneuver Bonuses (SM). Each skill
bonus has its classification indicated on
the Player Character Record.

Each skill bonus is the sum of several
specific bonuses, each of which has a
column vnder “Skill Bonuses™ on the
Character Record Sheet. The spegcific
benuses include the skill rank bonus (see
3.1), the stat bonus (see 2.4}, the level
bonus 5.3), item bonuses, and any special
bonuses.

The player Character Worksheet has a
set of boxes for each skill row which can
be used to keep track of skill rank develop-
ment. Use a “/" to indicate that the skill is
being developed, ang convert it to an “X”
when the development is completed.

8.3 I
SPECIAL PURPOSE
BONUSES (SP)

Several of the skifls do not fall in the
general pattern outlined above; Learning
Psion lists, Linguistics, Body Devetop-
ment, and Ambush. Psion lists are listed
on separate skill rows on the Recard and
are marked as gither learned to a certain
tevel or uniearned with a chance of
learning. Languages are listed on separate
skill rows with aniy the skilt rank recorded.
The Body Development Bonus is the
number of hits which a character can take
befere passing out (see Section 3 44),
The Ambush skiff rank is a modification to
critical rolls resulting from a sneak attack
on the rear of an opponent {see Section
3.44),




OPTIONAL RULES

These ruies are meant to provide more flexibility and variety when starting player
characters. GMs should realize that these rules altow characters to start play with more

oxills than are normai under the basic ruies.

12,1 I
ALTERNATIVE STAT
GENERATION METHODS

Under the basic rules, the 10 temporary
stats are rolfed and then assigned tc the
10 individual characteristics. Then the
profession is chosen and the potentials are
rolted for each stat.

nder this optional rule, the grder in
which the steps of the process are
performed is changed. The 10 temporary
stats are rofled normally, then the poten-
tials are rolled, then the temporary/
potential stat pairs are assigned to the
specific characteristics, and finally the
profession is chosen.

This rule is included because often
stats will be rofled and assigned, with low
stats in characteristics that a player does
not want té emphasize. Then the player
wilt choose his profession and rolf his
potentials. 1} he is lucky in those areas
where he has placed his tow stats and
unitcky in other areas, he can end up with
higher potentials in unwanted areas. This
optional rule allows the players more
control over their stats, specifically their
potentials, 1f 2 GM wants a random stat
potentiat situation, he should use the basic
fules.

To handle the replacement of prime
requisites by 90, the actua! D100 rolis for
potentials should be recorded. f the
prime requisites are repiaced with 90's the

@ ©original 0100 rolis can be used to calcu-

g

late the new potentials.

12.2 I
OPTIONAL LEVEL
ADVANCEMENT RULES

These optional rules concern the
process of character and skill develop-
ment, They make the leve! advancement
process slightly more complicated but
more reatistic.

12.21 PARTIAL SKILL
ADVANCEMENT AT HALF-
EVEL

When a character reaches an experi-
ence point that is more than halfway 1o his
next level, he can advance 1 skili rank in
Up to 3 skilt areas. He may oniy select
skit areas he is currently developing.

The reasons for ingluding this rule are
threefold. At the fower levels the amount
of experience required to advance a level
is more than in other SF role playing
systems. This reverses at the higher
ievels since our experience progression is
arithmetic, rather than geometric. Sec-
andly, it is a compromise between the
reality of a continuous learning process
and the playabiiity of developing skills only
at discrete intervals. Finally, if the three
skills chosen are skills that have recently
been empioyed in the adventure in
progress, then this rute reflects the action
in the game.

The GM has two options when using
this rule; he may allow the player to
choose the three skills, or the GM can
examine the activities of the charactss
during the past half-level ang choagse the
skills or advance based upon those
activities. The GM may aiso choose 10
vary these options depending upon the
situation,

if one of the “skilis” chosen is a Psion
List, the character may be allowed to roll
to fearn the Psion list being developed. if
he is successful, then he will be abie to
cast Psions on the list of a level equal to
lower than his current level.

12,22 ADDITIONAL
REQUIREMENTS FOR SKILL .-
ACQUISITION

Under the basic rules, there are no
physical requirements for skill devetop-
ment. The cnly requirements for a
character to learn a skill are (1) to expend
the development points and (2) to gain an
axperience level. This assumes that the
character practices and meditates on the
skilis which he is tearning. The following
rules provide requirements that must he
met before skills can be learned. The GM
can adopt some, none, or all of the
foltowing optional rules. These riles add
some extra bookkeeping and complexity to
the skill deveiopment and Jevel advance-
ment process.

Practice and Studying — Under this rule
a certain amount of time must be spent
practicing and/or studying a a skifl to be
developed {whichever is appropriate). The
amount of time spent should be deter-
mined by the GM, depending upon his

P47

| world system and the pace that he wants

to set for his game. The suggested values
are 1 day/skill rank and 1 week for a Pston
list. This practice or study can cccur
anytime after the skills have been chosen
far development.

The practice or study should take
approximately 8 hours per day. The time
could be spread over a long period of time
at § hours/skill rank ang 56 hours per
Psion list. Under some world systems {or
for some races) this might be more or less
than 8 hours per day.

Equipment and Fagilities for Practice —
A GM may want to require equipment and
facilities for practice. This could pe
accomplished by having gyms, practice
arenas, schools, guilds, etc. This adds
compiexity, but provides a reason for
adventure in a town or sty setting in a
campaign game,

Material and Facllities for Studying —
For reasons similar to those given above,
the GM may want to require material and
facitities for learning and stucying Psion
lists, linguistics, etc. This requirement
would afsc aliow the GM to restrict the use
of certain Psion lists that do not fit into the
wortd system being used. It alsc can be
used to initiate quests ang adventures to
obtain certain rare and expensive Psion
lists,

Meditation Period — QOften when an
experience level is reached by a character
it oceurs at an active moment during a
game. If the character has already
completed his practice, he may reasonably
request that he be atlowed to advance his
developed skill ranks. This can be very
disruptive.

Under this rute, once an experience
level is reached the skills developed are
not advanced until the character has stept
or meditated for 8 hours (more or less
depending upon the wishes of the GM).
This reflects the character thinking or
dreaming over the experience that he has
gained during the last level and how it
applies to his skills and abilities.

12.3 I
HOBBIES

Characters usually begin play with fairly
normal Science Fiction Role Playing

+ characters. Due to the cost effectiveness

of developing certain skiils, this may seem
very restrictive to some people. This
option suggests that a simutation of hobby
skills be used. Hobbies are defined to be
in this case skills or abilities that do not
normally ceincide with the profession of
the character. For example, Healers are
rarely mass murderers.




At the end of the development period
for adolescence, the character may choose
a skiit as his primary hobby and another
skill as his secondary hobby. At the end of
his apprenticeship developmaent period
{(befors Psion rolls), the character receives
4 extra skill ranks in his primary and 2
extra skitl ranks in his secondary hobby.
Any skill can be chosen to be a hobby, and
the skilt ranks obtained are in addition to
any developed by a more normal process.
A hobby area cannot have a skill acquisi-
tion cost of 20 or more.

This optional rule is only meant to
provide a guideline for the use of hobbies
we have found they make characters more
individualized and unigue. A GM may
want to change the number of hobbies
(e.g, 5-1,4-2,0r 3-3). The GM may want
1o restrict the use of hobbies to coincide
with the individua! backgrounds or his
world system.

12.4 IR
PC TRAINING

The following sections are designed to
De easily interfaced with existant cam-
paigns, and add a considerable amount of
detait and personal touch to any piayer
character. Players who wish to utilize
these options should discuss the details
and ramifications with their GM, as many
ol the decisions made herein will reflect
the overal! feel of the campaign in generat,
By toying with these parameters, players
and GMs alike can design more unique
and detailed characters, adventures, and
campaigns,

MiLTARY/PARAMILITARY TRAINING

One of the central aspects of the Space
Masier universe, as weli as most other
SFRP games, is the all-pervasive presence
of various military groups. These groups
of Services are an integral part of the
campaign atmosphere, from the mighty
forces of the Terran Empire to the small
but dedicated bands of rebel fighters
which oppose them. They include any
other Provincial or independent navies,
scout services, or security forces, Player
characters will often encounter these
groups, or rnembers of these groups, and
some may wish to be enlisted themselves
{or to have been entisted at some eartier
time in the PCs life). In either case, the
skifls and attitudes inherent in any such
group will {or shouid) be recognizably
unique to that specific group. !n order to
create and maintain services such as
these, the GM must first determine exactly

what sort of training their members would
receive. (The core aspect, or "personal-

ity," of all miiitaristic groups lies in the
uniformity of their own specific training
programs). Only by relying uporn certain
specific fundamental vaiues or skills can
any service hope to attain the consistency
{and interchangeability} of personnel
which is necessary for it to function. This
section ailows the GM to create and
maintain unique and consistent military
and paramilitary services (and sub-
branches of those services) by use of a
simpie form. Once compigted, this form
wilt guide the GM in the creation of NPC
servicemen as well as enlisted PCs. An
exarnple of such & form in its completed
stage is included at the end of this section;
for PC and NPC members of the Davonian
Xeno Scouts,

Any NPC servicemen can be assumed
to have made it through the training
programs delineated here, and witf have
“reaped the benefits” {i.e., will posssess, at
a minimum, the skills indicated} of the
service which trained him. Therefore, for
such NPCs, only the skills learned section
of this outling is important. Any player
character who wishes to do the samemust
first pass several tests, meet minimum
requirements, and succeed in making it
through the training program. Exception:
for PCs who have not yet begun play, the
GM may wish to simply make the same
assumption as is made for NPCs (i.e.,
training has already been successiully
compieted). (n this case, all that the
player need do is expend the required
number of Development Points to pur-
chase the indicated skilts at the indicated
rank. Aiso, such PCs must be assumed to
have entered the service at level O (or
possibly in adolescence), and will begin
play (as per usual) at leve! one as enlisted
personnet, ready to begin their military
careers,

MiLiTARY/PARAMILITARY TRAINING
PROCEDURE

General Description: in order to select a
service branch which appeals to him or
her, the player needs to know several
important general facts about any given
branch. Likewise, these notes will aid the
GM in running NPC servicemen. The
general description of any such group
should include the group’s primary and,
secondary responsibilities, as wetl as the
prevaiting attitude ot the personnel within
the group, and perhaps the amount of
funding and respect the group receives
from its sponscring government. Once
the PG has decided to join a given servige
branch, the foliowing steps must be
followed:

_

Enlistment requirements: £ach service
wilt have its own ideas as to what a

“useable’ individual is, and these views are

refiected in the minimum (temporary)
stats and minimum skilis requirements.
These minimums should be s&t {when
designing the service branch) by the GM,
and must be met by any PC who desires
entistment. Likewiss, each service branch
will have its own ideas as to which
individuals will definitely be refused
enlistment, regardless of stats and skills
(e.q., immigrants, feions, etc). if the PC

meets the minimums and does not fall into
the refused category, he or she may eniist,

The enfistment difficulty is denoted by use
of a standard Difficulty Levet rating, and
indicates the severity of the service's
eniistment examinations, physicals, and
psychological tests, The PC must succeed
in & static maneuver roll modified by this
Difficuity Level, along with any stat
maodifiers given in the modifier{s} section
(decided by the GM}, Obviously, some
branches will desire Reascning over
Constitution, etc. i the total rofl is less
than 100, the PC has failed the entrance
exams (for whatgver reason the GM sees
fity and may or may not be able o iy
again at a future date {depending on
whether or not such individuals are
refused enlistment Dy the branch in
question}, If the totat roli is 101 or higher,
the PC has passed the entrance exams and
is officially enlisted. Some branches will
offer entisting PCs a choice of sub-
branches, while others will insist upon
completion of “basic training” before any
such decisions may be made. Still others
will do a background check of eniisting
personnel, and this may have'some
influence upon which sub-branches the PC
will be allowed to seiect,

Divisions and basic training: Any given
division or sub-braneh {with the exception
of "basic training”) may have prerequi-
sites, minimum stats, and/or minimum
skills requirements above and beyond
those of ordinary enlistment which must
be met by any personnel who thaose to
join that division. Likewise, any given
division (except basic) may refuse to atlow
certain individuals to join. 11 these require-
ments (determined by the GM when de-
signing the service division) are met, the
PC may enter the division in guestion,
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ne skills learned in any given division will
ssually be well known to all citizens of the

rgvince of region, aithough this does not

(eclude the possibility of covert organiza-
igns whose very existence may be &l
segret. In any case, once the PG meets

ine requirements of the division, he or she
will spend the indicated time 1o train in
mese skills. Atthe end of this training

riod (during which the PC is assumed to
nave expended the necessary Develop-
ment Points for the skifls in question —
any leftaver DP are forfeited), the player
must succeed in another static maneuver
roll, at the DIFF, {Difficulty Level} and with
the MODS (maodifiers) that the GM sees as
applicable (these MODS will generally ba
stat madifiers, although they may be
straight additions to or subtractions #om
the roll, depending upon the GM's view of
the service division in question). This is
calied the Training Roll.

It the aditsted total obtained on the
training roll is 10G or lower, the player
character has not succeeded in passing
through training, and will either have to do
it all over again (the skilis learned are not
cumulative in such a case} or join a
different division {assuming that this is
possible within the service branch). A
critically Jaw rolt {of 05 or lower} indicates
that some sort of major difficulty has
ocgurred; the PC has suffered some
physical damage or stat deterioration, run
into fegat complications, or has been
dishgnorably discharged due to an
inability to adjust to mifitary [iestyle, ete.
Usugtly, a character who fails a training
roll thres times will be discharged due to
an inabitity to adjust to mlitary lifestyle,
etc. Usualty, a character who fails a
training roif three timas will ba discharged
from service, and will thereafter be
considered refused entistment for the
service branch in question, although this
practice may differ from service to service
and will aimost certainly differ during
times of war (during which a positive
modifier might be appiied to both the
enlistment and training rolis, due to the
less stringent enforcement of criteria most
military groups exercise in such times).

_ Hthe adjusted total for the training roft
18 101 or higher, the PC has completed
training, and will have accumuiated
£nough experience points to place him or
her at the bottorn of the next experience
level. At this time, the PC makss Stat Gain
rolis as per the usual procedure, logks In
allindicated ranks of skills fearned during
training and receives any special level
bonuses and modifications which may
pply due to profession {Section 4.0).

A critically high total on the training roll (of
200 or higher) indicates an unusuaf level
of success; the PC will have been awarded
a raise in service rank and/or pay, or will
be assigned to a very desirable installa-
tion, route, or detail. Lastly, having
completed training, the PC wilt be issued
his or her basic equipment, This aguip-
ment may {and most Hikely will} differ from
division to division, and should be noted
on the form,

For the duration of any PCs enlisted
careet, the GM wili have to approve zny
study picks the player makes for the
character, as the opportunity to study
many skitts wilt be greatly fessened (or
completely negated) by the nature of the
service, division, and/or assignment in
question. These stipulations are purely
value judgements on the part of the GM,
and must also be taken intg acgount
during the creation of NPC members of
stuch arganizations.

12.5 IR
PC SPECIAL ABILITIES

The following are suggested moditica-
tions/improvements which might be
employed in mutations, eugenically
influenced persons, Androids or Repli-
cants. They are by no means the only
possibitities, but note that most have
corresponding drawbacks, for the purpose
of play balance and variety.

1} Inner eyelid {protection from dust/sand/
bright light). +20 when operating
under such circumstances.

2) Six-digited hands/feet. +10 to Batance
roits and maniputative rafls {Picking
locks, delicate repairs, etc).

3} Acute sense of smell: distinguish odors
at +50; 30m upwind and 1000m
downwind; 60m in stilt air. Tracking at
+25. Skilt in recognition possible at a
cost of 1/3 (In/Me). However, charac-
ter is susceptible to nosebleeds and
operate at an overall -5 for every 300m
above sea level (normatl Terran
atmospheric pressure) and -50 in
severely lower pressure environments.
Double all bieeding hits suffered from
Vacuum {decompression) Criticals.

4) Naturai night vision altows perfect sight ©

in eguivalent to Terran normal clear
night, 10m even in pitch dark. How-
ever, normal sight in full daylight is
only possible with goggles or tinteg
fenses. Goggles cause a -15 Percep-
tion penaity.

5} Unusual voice ability provides a +20
when using Pubilic Speaking, Acting, or
utilizing the Psionic powers of Voice.
However, the vocal chord and tonsil
arrangement makes them vulnerabie to
bacterizl infection: possessor must
make @ monthly RR vs Strep Throat at
-30. Even if cured promptly with
drugs, there is 2 10% chance with each
infection that the ability is reduced by 5
{can hecome negative). There is aiso a
chance of acquired immunity to
antibiotics if used frequently. In any
¢ase, victim cannot speak whife ill.

| B) Acute hearing aflows isolation and

anafysis of any sound within 300m
under normat circumstances, and
through up te 3m of solid {non-
dampening) material. Alsg can use
high pitched, whistling sounds to
letermine the size and shape of
enclosed spaces {up to 300m) with
great accuracy using sonar. Unforiu-
nately, any toud noise nearby (a
projectite gunshot, a jet engine, an
alarm) wilt pessibly cause deafress.
Roll a RR (modified at GM's discre-
tion); deainess lasts one hour/S%
tailure.

7} Incredinle appearance pravides 30 to
all Seduction, Public Speaking and
Acting roffs and certain charisma-
oriented Psions {useable against own
or very similar race of course. A
Tritopter can barely telt ane humanoid
from another, much less reaiize that
one is "beautiful”). For other skills
using Presence add 4 20 honus to that
Stat. However, Memory and Reason-
ing were sacrificed: -10 to those stat
bonuses. (“All looks and no brain” as
they say...)

8} Improved bone and muscle structure
allow a +20 0 aH leaping maneuvers,
as well as doubie the normaf range
{2m vertical; 6m horizontal static start
15m horizontal running start). This
attribute also allows & +20 bonus to
movement and such skills as Tum-
bling, Zere-G Maneuvering, and Dance.
The drawback is that you must have
daily infusions of Calcix IV, a calcium
derivative which kaeps your tissues in
condition. For each day the infusion is
missed, your skill reduces by 5. After
ten days 2 comparable permangnt
decline begins, until after 20 total days
the skeleton is too fragiie to withstand
any strain at alt and colfapses. As soon
as infusions are re-initiated temporary
damage is reversed and any permanent
damage arrested.




- -MILITARY/PARAMILITARY TRAINING FORM EXAMPLE
SEAVICE BRANGCH: Oevonian Xenoc Scouts HEADGQUARTERS: Karoling

GENERAL DESCRIPTION: Handle exploration, scientific evaluation [Resource Development and Sentient. Status Ratings],
xenological contact and production developrment on Frontier worlds; supply and transport aid during wartime. The most
iznient and least glorified of the Devonian services. Standard tour is five years, one year tours available for specialists.
. ENLISTMENT REGUIREMENTS
MINIMUM [TEMP) STATS: CO 75, IN 60
MINIMUM SKILLS: Perception [1 rank] ]
—{ REFUSED ENLISTMENT: Repeat drug offenders, Colosians, suspected subversives, the physically handicapped, 1
MERLOGH offenders. o
ENLISTMENT DIFFICULTY: ROUTINE } MODMFIERS(S]): CO/N
DiVISIONS AND BASIC TRAINING
DIVISION Admin. Basic/Spt. Engineers Piloting Survey
PREREQUISITES Prof: ADM None BASIC BASIC BASIC
TECHS/ENG PILOTs EX/RE/PLs
MINIMUM S5TATS RE 75 As above AG 75 Ou 75 In 75
’ AG B0
MINIMUM SKILLS A Math 1 As above A Math 1 As sbove Ag above
REFUSED Non Devon As above As abave As above As above
citizens
SKILLS LEARNED Admin 2 Admin 1 Contort 1 Stargz 2 Surv* 2
Diplo 1 Signal 1 Hep. SA 2 Orty Pt 2 1st Aid 1
Trade 2 MNV:LBA 3 Mech T 2 N Pit 2 Mult 54 2
A Math 2 Percep 1 Elec T 2 H P 2 | Planet, 2 ]
Propag. 1 Body Dev 1 Comp T 2 N Astro 1 GenBot 1 |
Planat. 1 AFV 1 Pow T 2 H Astro 1 GenZog 1 |
Planet. 1 Mech En 1 SENGR 2 GaAnthr 1 |
StwnPst 1 Electrn 1 EW.Comm 2 G Psych 1
TIME TOD TRAIN 0.3 years 0.3 years 0.3 years 0.3 years 0.3 yesrs
DIFFS & MODS MDM RE LT CO/AN MOM IN/AG HD GU/AN MDM CO/IN .
BASIC EQUIPMENT Microcormp Dura. Vest H Scanner As BASIC As BASIC —
Discviewer Abs Shid Taolkit ]
Desk St Pistal ]
UV Goggles -
Ear Comm ]
3 En Cels L
2 R/A pacs ]
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. __ add .- . oo

PART Il: PERSONAL COMBAT

WEAPON TERMINGLOGY AND USEFUL
) ARBREVIATIONS!

Avtomatic: Refers to any weapon which is
capabie of rapid-fire bursts of ammunition,
pB: Defensive Bonus, the totaf of a
number of modifiers which affect how
difficult it is to “hit” an opponent.
£nergy weapon: Any weapen which
projects an energy beam/burst as opposed
tp a physical projectile of missile weapen.
fira: Any distanced weapon attack, this
term corresponds to the “missite” concept
in Rolamaster, but is broadened to
prcompass projectite and energy weap-
onry.
Meipe: Hand-to-hand combat (as opposed
1p “firg" combat) where oppanents are
physically engaged — be it a fistfight, a
due! with rapiers, or 2 wrestling match. All

. otthese are considerad metee.

Missiie weapon: In Space Master this
indicates a low velocity airborne projectife;
ysualiy from a manually fired weapon,
Such weapons include an arrow from a
bow, a quarrel from a crosshow, a stone
from a sfing, a dart from a dart gup, etc.
Thrown weapons are also included in this
area. Normally, missile weapons do not
inciude projectifes fired by explosions or
other high-velocity propulsion means.
Grenades are delivered (thrown) as missile
weapans, but the effect/attack of a
grenade is resolved as a projectiie weapon
attack (due to concussion and shrapnel
effecis),

{8: Offensive Bonus, the totat of a number
of modifiars which affect an attacksr's
chances of hitting an oppenent with a

] weapon,

13.0
THE BATTLE ROUND

All combat in the Ralfamasier system takes place within a framework of ten-second
rounds angd gne-minute turns. Normally, each combatant is allowed one attack roii per
round, whether It be a spell/Psion, missile (bow and thrown fire} or melee, The rationale
hehind allowing missile and melee combatants oniy one roil every ten seconds is that,
though he or she may actuafly swing or shoot more often that this, only one effective

aftack is made in a given round.
This concept is preserved in spirit in the

Space Master system, though allowancas

have to be made for advanced muti-shot {i.e., self-reloading} weapons like revoivers,
submachine guns, and plasma repeator rifles.

The basic principle to Xeep in mind is that each action takes 2 percentage of & round
1o complete, For example, one can view a physical attack as at least a 50% activity,
casting a Psion as a 75% activity, preparing 2 Psion as a 90% activity, and movement as
20-100% activity. Thus someone that casts a Psion may not make another atlack. -

For the sake of consistency, Space Master assumes that missite (bow and thrown
weapan} attacks take 50% activity as apposed to the normai 75% for 1st Edition
Rolemaster, Both Space Master and the upcoming 2nd Edition Ao/lemaster wilt use
this §0% figure with very specific “reloading” times. 2nd Edition Rofemaster wilt aiso
incorporate the “two fire phase” battle roung sequence presented in the next section,

13.) I
THE BATTLE ROUND
SEQUENCE

_ The combat sequence in Space Master
1§ essentially the same as that used in the
1st Edition Rofemaster system, with a few
additions necessary to incorporate the
Superior ahilities of high-tech weaponry.
The expanded Space Master combat
round sequence is shown below, with the
few additions asterisked. The RM “Spell”
phases are now calied "Psion” phases and
the RM "Missite” phases are now catled
“Fire” phases.

Projectile waapon: As opposed to a
missife weapon, this indicates a device
which mechanically fires a high-vetocity
projectile,

Psion: Referring to Telepathic/Psionic
power; the act of using such power. This
corresponds the the Relemasterterm
"Spelt” which refers to the use of a
magicat ability,

Sel-reloading: Refers to any weapon
which reloads {or recharpes) itself and is
ready for another shot aimost immediately
{i.e., it is capable of two attacks in the
same round). Most energy weapons z2nd
projectilte weapons fail into this categary,
while normai tows and thrown weapons
do not. in terms of Space Mastar, a self-
reloading weapon is any weapon with a
“Rate of Fire” of 2/rnd or 2 bursts (see the
Tech Book).

There are how two Fire Phases (and of
course, two Fire Resuit Phases). Only
hand weapons which do not require
relaading may fire in both phases {e.g.,
fot a bow, crosshow, or single shot
firearm}. Examples are automatic pistols,
assault riftes, and mast snargy weapons.
These weapons can be fired more easty
and frequently, and are thus otferad two
rolls during the round sequence. Cetails
of exactly how seft-reloading weapons are
to be used are found later in this section,
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1 -— Psion Action Phase

2 — Psion Results Phase

3 — Psion Qrientation Phase
4 — Fire Phase (A}

& — Fire Result Phase (A)

6 -— Movement/Maneuver Phase
7 — Fire Phase (8) *

8 — Fire Result Phase (B) *
g — Melee Phase

10 — Melee Result Phase

11 — Final Orientation Phase

Psion PHAsE

All combatants who will cast (or
preparey a Psion during this round must
specity any pertinent information tg the
GM {Psion type, target, option to wait for
opportunity fire, ete.). If any spelis are to
he cast/prepared, they would also be
spacitied in this phase.

Psion ResuLts Prase
All “cast" {no? prepared} Psions and
spells specified in the previous phase are
resolved simultaneously, untess an
exception is indicated by the system or the

@M. Effacts are agpiied immediately,

except Psions hefd on opportunity.

» Movement/Maneuver is reduced o a
maximum of 25% of normal for those
who have cast 2 Psion this round, and
10% for those wha have prepared a
Psion,
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Psion OrientaTion PHASE

All combatants who performed unusual
activities during the previous phase {e.g.,
Tefeportation, Leaving, etc.) must make an
orientation roll to determine how wei! they

have adapted themselves to their new
surroundings, An exceptionally low roll

might incapacitate them for the remainder
of the round and prejudice their chance for
successful action in the next round, while

an exceptionally high roll would indicaie
the best possible resull (intermediate
values should be adjusted by the GM if

necessary), The GM must determine what

constitutes unusual activity within the
context of the situation.

Fire Puase (A)

All combatants who will fire during this

phase must specify missile type, target/
tarpet area, and any other pertinent
information. Users of self-reloading
weapons {€.0;, energy and automatic/
semi-gutomatic projectile} are able to fire
in both this and Fire Phase B, Users of
missile (bow} weapons and thrown
weapons may fire in either phase, but only
one. Exception: theoreticaily a character
with a throwable weapon in each hand
may throw ane in Fire Phase {A) and one
in Fire Phase (B).
+ Psion casters/preparers may not fire.

Fire Resutt PHase (A)

Ail missile attacks specified in the
previous phase are resolved simultane-
ousiy, unless an exception is indicated. All
results are applied immediately. In the
following phases, ail phase (A} firers have
50% of their activity left and thus may:

*» Melee with a -50 mod to OB; or
» Move/maneuver at 50% of normal; or

+ Fire normatly in Fire Phase (B) (self-
refoading Weapon Firers only, because
other weapons will require a “raload”
maneuver).

" MovEMexT/MaNEUVER PHASE

All combatants in play may move up to
the maximum of their movement allow-
ance {depending on movement system,
and any activity engaged in during the
gartier phases, see Section 19.0). Success
or failure of an extraordinary mansuver
mugt be resoived as indizated in Section
182

* Reloading is treated as 2 maneuver that
may take anywhere from 30% of normal
activity to 300% or morg of normal
activity,

* Normaily, drawing a waapon takes 20%
of normal activity while changing
weapons takes 50% of activity.

Fire Phase (B}
Same as Fire Phase (A), except that a
character may not firg it he has done any
of the following this round:
= Cast/prepared a Psion.
+ Fired in Fire Phase (4) and moved/
maneuvered.
» Moved/maneuvered mare than 50% of
normal akowance.

« Been incapacitated and/pr failed an
grientation or maneuver roll.

e ResuLt Prase (B)
Essentially the same as Fire Result
Phase {A}.

MELEE PHasE

except thase who have done any of the
following this round:

» Cast or prepared a Psion.

= fired in Fire Phase (A) and moved/
maneuvered.

« Moved/maneuvered and fired in Fire
Phase (Bj}.

» Fired in Fire Phase (A) and fired in Firg
Phase (B).

= Moved/maneuvered more than 50% o
normai gliowance.

« Been incapacitated and/or failed an
orientation or maneuver roll.

MzeLee ResuLt Prase

Within each group of combatants
attempting to melee attack each other,
attacks are conducted according 1o the
tollowing sequence:
1. Determine order in which combatanis
will attack by comparing initiative
{Quickness, and other factors, depend-
ing on circumstance).
2. First combatant attack and resuit are
applied immediately.
3. Second combatant, third combatant,
etc., attack and apply results in order,
4. First combatant attacks with any

useabie second weapon, if any{e.g., he
entered melee with a weapon in each
hand, he is hasted, etc.).

5. Second, third combatants, etc., attack
with second weapon, if any.

FINAL ORIENTATION PHASE

in the judgment of the GM, any
combatant who has been under significant
pressure (e.g. surprise), or has made an
unusual maneuver may be required to
make an orientation roll, which may affect
his ability to act in the next round.

All characters may make a melee attack

13.2 IR, |
EXCEPTIONS TO THE T
BATTLE ROUND SEQUENCE

OPPORTUNITY ACTION

Combatanis may plot epportunity
action if they wish to perform a combat
activity in a following phase of the current
round or a foltowing round. For exampie,
a combatant may wish to withhold his Fire
attack untll he sees who is maving where,
and then fire. Opportunity action is
announced during the correct phase for
the desired action. Movement restrictions
apply as if the combatant had actually
performed the action during the correct
phase. A combatant who has planned
oppartunity action can take no other action
(except reduced movement) until the
action is performed or ¢canceiled, Oppor-
tunity fire occurs first in a phase, unless
otherwise indicated by the GM (see
Section 14.5).

Example: During the Psion phase, 3 com-
batant with a prepared Psipn announces
opportunity Psion casting. He may then -
cast the Psion in any of the following
phases of this and the following rounds.
Until he casts the Psion, he may neither
meles, Tirg, nor make extraordinary man-
euvers, Heis also reduced to 25% of his
normal movement until the round after he
casts the Psion or until he cancels this
opportunity action. During & lire phase of .
some foliowing round, a character at-
tempts 1o fire & gun. The Telepath who ‘
has planned opportunily fire now casts ;-
his Psion, resolving it before the gunmay ©
be firad. If the gunman is kifted or incap-
acitated, the attack wili not take piace.

OB PenaLties From Movement/
ManEUVER

it a character moves/maneuvers and
then fires in Fire Phase (8) or melees in
Melee Phase, he takes an 0B mod to that
attack. The OB mod is -5 for every 5%
maved/maneuvered. In ocder to fire or
melee, the character must have moved/
maneuvered less than 50% of his norma!
aliowance and performed no other activity.

CHANGING TARGETS
In certain circumstances in which a
character changes targets, he may take an
08 mod against his new target for ane
attack. In all cases, the character must be
aware of the new target in order toface it..
In Fire Phase (A): if the firer attacked a
target in Fire Phase (B) of the previous
round and/orine Melee Phase of the
previous round, he must take a -20 mod 10
his attack if the new target is 0° to 90¢
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from the previous target ar a -40 mod to

his attack if the change is §1° to 180:. -
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(n Fire Phase (B): if a character fired at a
yarget in Fire Phase (A), he must take a -20
mod to his attack if the new target is 0° to
gge from the previous target or a -40 mod
10 his attack if the change is 91° to 180°.
jn Melee Phase: If a character fired at a
target in Firg Phase (A), he must take a -20
mod to his attack if the new target is 0° to
g0° from the pravious target or a -40 mod
tg hris attack if the change is 91° to 180°,

[n Melee Phase: If 2 character fired at a
target in Fire Phase (B), the new target
must be within 0° to 90° of the previous
target and the character takes a -30 mod

tg his attack. If the change is 91° to 180°,
the character will be unable {0 meles the
new target, but he can change the target's
attack (if any) 10 a flank attack instead of a
rear attack.

Fire-ano-MEeLEE

if he performs no other actions, a
character may fire with & weapon in one
hand and then meiee with a weapon in his
other hand. However, if he wishes to fire
with @ weapon in one hand and then
switch another weapon to the same hand
to melee with, he must take a -20 mod o
hoth attacks.

Both weapons must be “1-Handed", the
fire weapon must be dropped {or thrown),
and the meiee weapon must be held in the
other hand during firing. The missile
target shouid be the same as or very close
to the meiee target. This is oniy allowed
before a combatant actually enters melee.
0f course, the character may perform no
other activity during the round.

Fire WeaPONS IN MELEE

In general, fire weapons cannot be used
while engaged in melee. However, a GM
may altow a refativeiy small ¢ne-handed
weapon {e.g., a pistol, thrown dagger,
8tc.) to be fire in melee in certain situa-
tions. The potential firer must be able to
make @ normal metee attack (e.g., may not
have performed earlier actions that wouid
prohibit him from making 2 melee aftack).

In such z case, the firer's opponent
should make his melee attack first. Then
ihe firer should make a maneuver roil to
seg if he can fira. If successtul, the firer
would then be allowed te fire his weapon.
It this maneuver ts attempted, the charac-
ter may not make his normal melee attack.

Fire WriLe Moving

A characters using a fire weapaon that
Performs na other actions in & round has
the aption of combining his movement
With Fire Phase (B). In this way, the
{ombatant may mave up to 50% of his
Normal movement allowance, and fire
during movement at -50 to his attack.

A GM should require a maneuver roll for
this actien. {e.g., I[f the character fails the
rafi, he may only get part of the way.
through his movement, ar perhaps not be
allowed to fire.)

Note: Opponents on "opportunily fire”
would have the option of firing at a
character attempting such a manetver
before he would fire at them.

13.3 M
RELOADING

A character may attempt a manguver to
reload his weapon during any Movement/
Maneuver Phase. The percentage of
normal activity that is requirad varies for
different weapons from 30% to 300% or
mare. Each type of reload has a required
activity percentage. These “reload times”
differs from those in Rolemaster but the
effacts in play are approximately the same.

if the activity % required cannot be
completed during a single Movement/
Maneuver Phase then it may be continued
in the Movement/Maneuver Phase of the
next round {e.g., if reloading takes 150%
activity, it will take at least one full round
and half the actlvity of another round to
compiete). |f any other action is taken dur-
ing a reloading maneuver, the reloading is
canceied and must be restarted from
scratch.

Type of %
Reload Activity
Prajectiles:
Single Shot .. oo 30
Clip 50
Belt
Energy Power Supplies:
CRI oo
Cartridge ...coovevnee.
(25 ) SO PPON
Bow Ammao:
Short BOW ...ccoovvvveervrneie i 60
Composite Bow ... .70
LONG BOW ..o i 80
Light Crossbow ....ccccovveeennnnn 170
Heavy Crosshow ..o, 230
Miscellaneous:
SHNG v eeeressesrcn i e 50
Drawing a Weapon ..o 20
Sheathing a Weapon ....c......cceee. 30
Picking up a Weapon........cccceee.. 40
Changing Weapons ..o 50

Option 1: & GM may allow a character to
reduce the reguired % activity for a reloag
by up to 30% of normal activity by taking
a OB penalty for his next fire attack, The
OB penaity is equal to the activity reguc-
tion (e.g., a reducticn in refoad time of

20% of normal activity would result in a
-20 08 maod). For bows and slings, this
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*| option closely reflects the reload ruies

foundin Arms Law & Claw Law.

Option 2: A GM may allow a character ta
make a maneuver rolt to attempt to reload
in less than the required time. We suggest
that the minimum reload time be no less

[ than half the normal amount. For ex-

ampfte, a reload in half the normal time
would be a Extremely Hard maneuver, in
3/4 the normal time would be a Hard
maneuver, stc.

13.4 TR
MANEUVERING

When a combatant indicates an at-
tempted maneuver, the GM should assign
a degree of difficuity to the maneuver. The
degree of difficulty is chosen from those
listed across the top of the Persgnal
Manguver Chart (18.4). The combatant
then makes a maneuver roll. Aftar the ma-
neuver rolf is modified by bonuses and
penalties, the net maneuver roll is cross-
indexed with the degree of difficulty of the
table to ottain the result. It is important to
remember that certain maneuvers may be
deemed Impossible by the GM. The player
shouid be advised that such a maneuver is
tioomed to failure.

Maneuvar Rall: The outcome of an
attempted maneuver is resolved by rolling
percentile dice. The number result is the
maneuver roll, which is open-ended.
01-05 Rell: An unmodified dice roll
between 01 and 05 inclusive indicates
exceptional clumsiness. The dice are
rolled again and sudtracted from the first
roll. If the second roll is between 86 and
100 inclusive, then a third roil is made and
also subtracted, and so on. The sum of
these rolls {often 2 negative number) is
the maneuver roil.

96-100 Roll: A dice roli between 96 and
100 inclusive indicates exceptional agility.
The dice are rolled again, and the resuit
added to the first roll. If the second roll is
between 86 and 100 inclusive, then a third
roll is made and aiso added, and so on.
The sum of these rolls is the maneuver
roll.

Note: Open-ended rolis can onfy continue
in one direction gnce that direction has
been established by the initial rolf; they
cannot see-saw up and down.
Maneuver bonuses and Penalties:
Attenpted maneuvers can be affected by
various factors such as skills, armor and
special equipment, Bonuses and penalties
for these factors are outlined in The Static
Action Chart (18.3). The sum of these
bonuses and penalties is added to the
maneuver roil to determine the net
maneuver roll.




Mansuvaer Results; Most resuits are self-
explanatory, but a percentage result can
be interpreted in several ways by the GM.
In the case of an all-or-nothing maneuver
(i.e., no partial success) a second dice roll
must be made. ! this second roil is equal
{o or less than the original percentage
result, then the maneuver succeeds.,
Otherwise, the maneuver fails, ifa
manguver gan he partially successful, then
the original percentage result is the degree
of success,

13.5 I
ORIENTATION ROLLS

When required by the GM, a combatant
must make an orientation rol! to determine
his degree of seif-control and awareness.
The GM must determine the difficulty ot
the orientation, then the combatant makes
the orientation rofl in the same manner as
a manguver. Faiture means disorientation
and no further action is aflowed for that
round. Success means that the combatant
i5 under control and aware of the situation,
and may take further action that he would
normalty be atfowed,

13.6 I
MOVEMENT CONFLICTS

When two or more combatants altempt
to perform confiicting movements {such
as two characters who are headed for the
same space), the GM may choose to
resolve the confitct by having the combat-
ants in question make maneuver rotis. if
one character succeeds and the other fais,
the result is obvious. Qtherwise;

s The conflict can be considered a draw,
and movement for the involved parties
can be terminated at the point of conflict;

or

*The GM can use a comparison of ma-
neuver rotis (higher rott having choice of
pesition) and by common sense. A com-
bination of the two is possible, where
ong of the characters, due to position,
might have an add o his maneuver rol,
but phenomenal luck could still beat him.

In these cases of conflicting movemnent,
the GM will have to ultimately decide
himself the cutcome of the conflict, The
maneuver rofls of the involved parties are
intended to aid him in his decision.

13.7 I,
HASTE AND SPEED

Certain Psions will modity the normat
turn sequence to some degree. The maost
commgon of these modifications will be
Haste {or Speed). A person who is hasted
will basically have 200% normal activity,

but must abide by the sequence restric-
tions. Thatis, whatever activity the person
takes will have 1o ocour in the proper
phase {thys, & hasted person could not
move, fight and then move again, denying
his adversary the ¢change to swing back).
A hasted person could fire 2 bow, move
and then mefee, or attack twice in a melee
phase {once at the beginning and once at
the end).
* A hasted character may not fire more
than twice a round.

» Psions take a hasted caster 1/2 the
normal time 10 prepare and throw, but
throwing more thars one Psianfround is
still prohibited.

14,1 IR
SINGLE SHOT/SEMI-
AUTOMATIC FIRE

Whether 2 weapon is aliowed 1 shot
per round {1/rnd) or 2 shots per round (2/
rnd}, such firg is assumedto be of 2
discreet nature, with each shot opportunity
aimed at a single target. Some weapons
may be fired in either an automatic or
semi-automatic mode. Skilis in a particu-
lar weapon must be developed separately
for each of these two modes of fire,
though they are considered to be "simiar”
skills for determining bonuses,

The only weapon that has the possibil-
ity of afecting maore than one target with a
single shot {barring the use of some
Optional Rutes) is the shotgun (standard
or sawed-off), '

Conventlonal Shotguns {standard and
sawed-gff}
1f the primary target of a shotgun

' discharge 15 next to another potential

target, that potential (secondary) target
may be attacked with another (Secondary}
combat roll if; A) the secondary target is
within §% (lateral digplacement) of the
range to the primary target, (10% if the
shotgun is sawed-off) and B) the attacker
also has a clear line of fire to that secon-

| gary target. To simulate the reduced effect ]

of a shotgun discharge at a secondary
target. allow no OB modifier to the

i secondary combat roll.
]
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Psion When lakes Aemaining
Class effect Activity

t  Psion Results Phase 125%

I Psion Results Phase 35%

fIf  Nextturn 20%

In the case of & ciass !l Psion prepared
by a hasted caster, it should be treated as
a class t Psion next turn {when it takes
etfect, and for the ptirposes of determin-
ing the movement atiowed to the caster
afterwards} whether the caster is hasted
that round or not.

Note: If the GM is prohibiting the casting
of twa Psions in one round, as is
suggested, he may also wish to prohibit
the preparation of a second Psion in the
same round that another is cast

UNUSUAL SEQUENCE MODIFICATIONS

The personal weapons tisted in the Master Weapons Charts provide a combatant with
ample opportunity to utilize destructive mechanisms in a variety of clever and deadly
ways. Below are iisted the combat options which characters in the game of Space
Master may use. They include semi-automatic fire, automatic fire, weapon combina-
tions, opportunity tire, and alternate firing methods.

Example: K. Borgstr, leader of the
Impertinent Siobs, is armed with a 15mm
Shotgun and is being charged by two
Frothing Berserkers out in the open. He
discharges his shotgun when they are 40
meters away, selecting his primary target
to be the Berserker “on the left”. He may
make a secondary combat roll against the
other Berserker (on the right} if that
secaond Berserker is no more than 2
meters (5% of 40) to the side of the first
Berserker. K. Borgstr may not add his
QB with the shatgur o his secondary
combat rolf against the Berserker on the
right.

142 —— |
AUTOMATIC/BURST FIRE |

Several automatic Projectile weapons,
and a fewer number of Energy weapons,
are allowed to use the Burst Fire option in
combat. Some weapons use it exclusively.
A singte burst is assumed to be a dis-
charge of five to ten individual shots. For
ruies lawyers who like to keep strict track
of such things, a burst is considered to be
an exact discharge of five {5) individual
shots.
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14.21 STANDARD BURST

OPTIONS

Burst fire can be used in three different
ways. An attacker may
1) spray a restricted arc in front of him
with Burst Fire in the hopes of affecting
muttipie targets, or,
2) spray a restricted arc in front of him
with Burst Fire in the hopes of affecting
a single target and having an enhanced
probability of hitting, or finally,
3) concentrate the Burst Fire at a single
target in the hopes of infiicting a greater
amount of damage than woulg have
baen done otherwise,
Example: Dexter P. Flarghoser, posses-
sor of a Burst Fire capabie weapon, faces
several hostile Belching Infiltraters. He
now has three options. Dexter can try to
hit tive of them by spraying a burst,
Afternatively, he could spray a tight burst
across one of the Infiltraters, increasing
his probability of hitting, but only hitting
him with one strike and possibly damag-
ing up to four secondary targets. Finally,
Mr. Farghoser could hold his Burst Fire
on one Beiching Infiltrater, significantly
increasing the damage he could do.

Beiow is an elaborated descriptian of

these three options:

Spray MuLtiPLe TaRGETS
Burst Fire capable weapons may spray
a B degree arc at Short Range, a 30
degree arc at Medium Range, ora 15
dagree arc cut to Long Range. The
attacker may specify from two (2) to five
(5) targets within the given arc as being
subject to the Burst Fire attack. Each
target so selected must be adjacent {l.e,
relatively close) to at least one other
target. In other words, potentiaf targets in
the firing are ray not be skipped so that
two widely separated targets (or groups)
may {only) be affected by the spray. If an
attacker sprays Burst Fire indiscriminately
inte a group of targets, determine up to
five randomly which may be atfectad.
Example: A fing of ten unsuspecting
Trilopters are approaching a hidden
maching gun nest manned by a Frothing
Berserker, The Frothing Berserker may
not sefect two ‘fopters at one end of the
fine and three at the other end as targets
of his Burst Fire attack. He would have to
choose up to five that were next to one
another.
if, on the other hand, the Trifoptsrs
were milling abou! in a disorderly groug,
the Frothing Berserker would just fire into
them, and five would be randomiy
sefected for the combat resolution
procass. Poor things.

Every eligible target is attacked on the
appropriate table with separate combat
rolls made for each one, The attacker's
Qtfensive Bonus is halved for each

! separate combat roll. Such multiple target

attacks are resolved on the appropriate
table as if the target had been the subject
of a single shot attack.

SeRray SiGLE TARGET

Firers of Burst Fire capable weapons
may select 2 single target within range and
spray him with a burst of fire, not with the
intention of hitting him with multiple
strikes, but rather getting an enhanced
probability of at least hitting him with ope.
Such firers expend & full burst of ammuni-
tion, receive a +25 to their OB for that
attack, but any hit obtained is resotved as
if tie target had been subject to only a
single shot attack,

1t there are other potential targets to
one meter of either side of the primary
target, up to four of them {selected at
random) are attacked as secondary
targets. There is no Offensive Bonus
modifier to these secondary attacks.

CONCENTRATE ON SiNGLE TanseT

Burst Fire weapons may concentrate
their muttiple projected strikes on a singte
target within range, with the intention of
hitting him with more than one strike. One
combat roll is made with normal modifiers
and cross-referenced on the appropriate
attack table. Any concussion hits deliv-
gred are multiptiad by 150%, and critical
résults become enhanced. Refer to the
specific cases in this section for more
details.

Example: A Frothing Berserker unfoads a
burst of Heavy MG fire into an unarmored
Idorian at Short Range. After modifying
the combat roll, the Berserker tops-out
and scores @ 37G result on the Smaif
Projectie table. The actual damage
delivered would therefore be 58 concus-
sion hits (150% of 37), an "E" Automatic/
Shrapne! critical and & “B” Impact critical
That idorian should have been wearing
his exoskeleton.

14.22 BURST OPTIONS FOR
SPECIFIC WEAPON TYPES

Let us examine each of these three
eptions in the context of the varigus
weapans which can use Burst Fire
{assuming standard ammunitions are
used).

Conventional Machine Pistols, Assault

Rifles, Machine Guns, and Rocketpuns:

1) Spraying Burst Fire against multipte
targets. Every efigible target (up to five)
is attacked on the Small Projectile tabte,
with & separate combat rolt made
against each. Haive the attacker's
Offensive Bonus. The normal number of
concussion hits are defiverad with
Puncture and possible Impact criticats.

2) Spraying Burst Fire against a singie
target. Add 25 to the Attacker's OB.
Use the Smatt Projectile table. The
normal number of concussion hits are
delivered with Puncture and possible
Impact criticals,

3) Concentrating Burst Fire against.a
single target. Use the Smal! Projectie
table. Multiply the concussion hits by
150% and changs the normal primary
critical (Puncture) to an Automatic/
Shrapnel critical.

Autoshotguns:

1) Spraying Burst Fire against multiple
targets. Every efigible target (up to five)
is attacked on the Shotgun table, with a
separate roff against each. Malve the
attacker's Offensive Bonus. The normal
number of concussion hits are delivered
with either Puncture (or, depending on
the type of ammunition, Siash) criticals,
or an Automatic/Shrapnel critical,

2) Spraying Burst Fire against a singte
target. Add +25 to the Attacker's OB,
Use the Shotgun table. The normal
number of concussion hits are delivered
with a Puncture (or Slash) critical, or an
Automatic/Shrapnel criticai,

3) Concentrating Burst Fire against a
single target. Use the Shotgun table,
but any concussion hits scored are
miuttiplied by 150%, ard all eriticals are
frollljffd on the Automatic/Shrapnel Critical

able.




Note: the GM may wish to enhance this
truly deadly weapon by rolling the
Automatic/Shrapnel critical twice when
the Autoshotguh is used in this way.

Needleguns:

1) Spraying Burst Fire against multiple
targets, Every eligible target {up to five)
is attacked on the Small Projectile table,
with a separate combat roll made
against each. Halve the attacker's
Offensive Bonus. The normal number of
concussion hits are delivered with Slash
and possible Impact criticals.

2) Spraying Burst Fire against a single
target. Add 25 to the Attacker's OB.

Use the Smali Projectiie table. The
normal number of concussion hits are
defivered with Slash and possible
Impact criticals.

3) Concentrating Burst Fire against a
single target. Use the Small Projectile

table. Multiply the concussicn hits by
150% and change the normal primary
critical (Slash) to an Automatic/Shrapnel
critical.

Plasmatic Repealors:

1) Spraying-Burst Fire against muitiple
targets. Every eligible target (up to five)
is attacked on the Blaster table with a
separate combat roll made against each.
Halve the attacker's Offensive Bonus.
The normal number of concussion hits
are delivered with Heat and possible
Radiation criticals.

2) Spraying Burst Fire against a single
target. Add 25 to the Attacker's OB.
Use the Biaster table. The normal
number of concussion hits are delivered
with Heat and possible Radiation
criticals.

3) Concentrating Burst Fire against a
single target. Use the Blaster table.
Multiply the cancussion hits by 150%
and add an Impact ¢ritical of the same
severity 2s the primary (Heat) critical
delivered.

Example: Jym-bob, armed with a Plasma
Repeator Rifle, concentrates his Burst
Fire capability on a Frothing Berserker
who is screaming maniacally ang waving

& haichet over his head (this is, therefore,

an exampie of the third Burst Fire option).

Due to an incredible 0B, Jym-bob scores
a G6H result on the Biaster table, Thus
the Frothing Berserker takes 89 concus-
sion hits {150% of 66), an "E” Heat

critical, “E" impact ecritical, and a8 "C”

Radiation critical. The Berserker is toast,
Good shooting, Jym,

14.3 I
WEAPON
COMBINATIONS

A number of weapon combinations are
possible in Space Mastar. A combatant
may weild a dagger in one hand and a
sword in another. Similariy, an attacker
could have a pistol/sword combination,
pistol/pistol combination, or even an
assault weapon/assault weapon combina-
tion. The GM must be very caretul if he
chooses 10 allow such combinations. A
superior Agility, or perhaps even ambidex-
terity may be prerequisites. (n most
cases, one or both weapens should be at a
-2Q penalty in combat, This is at the GM's
discretion. Such an armed combatant
should be restricted to one target per
phase, unless Hasted or otherwise
operating in an accelerated mode.

The OB for @ Weapoen Combination
attack made in one phase should not
exceed the highest Offensive Bonus for the
particular weapons being used. For
example, if a combatant is using two
weapons, one of which he has a 20 0B
with, and anather which he has 2 60 0B
with, the total OB for the Weapon Combi-
natton attack should not exceed a +60 total
{and the poorer weapon could not have
more of an OB applied tc it than its
maximum OB skili bonus). Therefore, in
this example, a Weapon Combination
attack could be made with one attack (the
betier one} at +40, and the other attack
{the poorer one} at +20, (the total being
60).

Note: For 2 meiee weapons, this concepl
differs from Rolemaster, so the GM may
wish to handle melee weapons differ-
ently.

14.4 IR
OFF-HAND FIRING

Weapon skills must nermally be
developed separately for each hand {e.g.,
firing a pistol from the right hand as
opposed to the left hand). When a
weapon is wielded from the wrong hand, it
is considered 1o be a “similar™ skill, and so
oniy half of the combatant's Skill Rank
Bonus is used (see Section 3.5). In addi-
tion, barring ambidexterity, using a
weapon in the off-hand (e.g., the left kand
for right handed combatants) incurs an
additional -20 0B penalty.

14.5 I
OPPORTUNITY FIRE

A combatant may claim Opporiunity
Fire during any phase of the combat round
that he would normally be able to fire, and
does not (see Section 3.2). He may then
fire normally during a subsequent phase of
the same round or a following round (and
would resolve his fire before other
combatants). Opportunity Fire must be
claimed against a known foe (or group of
foes in the same location). It may also be
claimed against a terrain feature or
specific area (like a window, portal, the
corner of 2 building, etc.).

Example: Mr. B is in combat with
Frothing Berserkers. During Fire Phase
(A), he claims Opportunity Fire on a
specific Barserker he knows is hiding
behind a big rock. During the Movement
and Maneuver Phase of the next round,
the Berserker breaks from cover and lries
to run to a trench where all of his buddiss
are, He never makes it, however, as Mr.
B pegs him off with his Linex Rifle fired
{in this case) during the Moverment and
Mansuver Phase,

Movement is restricted to 25% of
normat until the action is taken or
cancelled. A combatant who has declared
Opportunity Fire may take no other action
(except reduced movement) until the

Cppertunity Fire is performed or cancelled.

Oppartunity Fire occurs first in any given
phase uniess otherwise indicated by the

GM. Multipie rate of fire weapons may not

iold more than ong shot or burst on

opportunity at any given time, nor may

they fire twice in the same phase,
Example: Assume the same situation as
given in the example above. However,
this time the Berserker steps out from
behind the rock during the Movement
and Maneuver Phase, but Mr. 8 holds .
his Dpportunity Fire. The next phase of
ihe combat round is Fire Phase (B). Mr.
B decides that he wants to take his shot
now, and fires first. Mr. B's player als¢
wants lo take his normal Fire Phase B
shot, but the GM indicates (quite
correctly) that no combatant may fire the
same weapon twice in the same phase,
Mr. B's player says that is unfair, The
GM says (quite correctly) that Mr. B's
player is unreasonable. The game then
quickly degenerates into a fist-fight and
next week, Mr. B's piaver doesn’t show
up to the game. Not surprisingly, it goes
much more smoothiy.

S




14.6 NN
OTHER FIRING METHODS

In general, a weapon's Type indicates
how it is normally used. For instance, a
Medium Pisto! is a 1-Handed Projectile
weapen and is normally used in ane hand.
An Assault Laser is a 2-Handed Energy
Weapon normally used with two hands. A
Heavy Plasma Repeator is a Support
Energy Weapon and obtains optimum re-
sults when when dischargad from a firing
platform. However, there is nothing to
stop someone from using a pistol steadied
with & second hand, firing ar Assault Rifle
with one hand, or unleashing a Heavy
Machine Gun from the hip. Here is a
listing of various alternative firing methods
and associated bonuses and penalties.

1-Hanpep ProJECTILE
& Enercy WEAPONS
If a 1-Handed Projectite or Energy Wea-
pon is fired with two hands (one to steady
the weapon}, add +5 to the attacker’s OB
when firing at Medium or Long Range.

2-Hanoep ProsecTie
‘& ENERGY WEAPONS

If a 2-Handed Projectile or Energy
Weapon is braced before it is discharged
{that is, its barrel rests upon a stable
surface or platform), add +5 to the attack-
sr's OB when firing at Medium or Long
Range. Double the “changing targets”
penalty when firing weapons this way.

It a Prajectile Carbine or Assault Energy
Weapon is fired with one hand, the attack-
er's 0B is modified by -20. If a Projectile
Rifle or Energy Rifle (Exceptions: MLA
Rifle and Plasma Repeator Rifle} is fired
with pne hand, the attacker’s OB is modi-
fied by -40. K an MLA or Plasma Repeat-
or Rifle is fired with one hand, the attack-
er's 0B is modified by -80. in all cases,

the ranges of the weapons are halved.
Support Projectile and Energy Weapoas
If Support Projectile or Energy Weapons
are fired without the benefit of their
mounts, twe hands must be used, and the
attacker's OB is-maodified by -80. Also, ail
ranges are halved. Exception: the attac-
ker's OB madification is enly -40 for using
a Light Machine Gun and -60 for using &
Medium Machine Gun in this manner.

14.7 NN
SUPERIOR ADVANTAGE

If the GM determines that a combatant
has an overwheiming advantage over his
opponent, that combatant may be as-
stmed 10 £arry out his chosen action to
the fullest extent of intention. Thus, exe-
cutions and the like may be implemented
without consutting the appropriate attack
chart. A roll snouid still be made to
determine if a failure, 1c. occurs.

e

14.8 R
GRENADE, MISSILE AND

EXPLOSIVE WARHEAD
RULES

Explosive devices in Space Master al}
use the same general body of guidelines
(some would ¢alf them rules). Universally,
an explosive device, whether it be a
grenade (thrown or launched), portable
missite, land mine, bomb, or other
warhead, will produce its effect within
Biast Radii of specific sizes. These Blast
Radii are given in the appropriate ammuni-
tion section. Unless otherwise specified,
any explosive device will generate five {5)
Blast Radii upon detoration. The most
deadly effects will be feit witfin the first
Blast Radius {also called Ground Zero).
Reduced effects radiate ouvtward, and the
damage thresholds thus produced are
evident when one examines the Grenade/
Explosive Warhead Aftack Chart.

Whether thrown or fired from a
lauricher, grenades, and other like
warheads, can be resolved in essentially
the same manner. There are two proc-
esses involved, delivery and effect.

ThrowN GRENADE DELIVERY
Grenade delivery acours during any Fire
Phase in the combat round. tn addition,
grenades, demelition charges and the like
can be piaced or thrown during the
Movement and Maneuver Phase of the
roynd.

The attacker must specify where he
would iike the warhead to land (and
presumably, subsequently detonate). Me
then rolls and adds his Thrown: Grenade
OB, the range modifier specified in the
chart helow, and any other modifiers
stipulated by the GM (far example, if the
attacker is trying to throw a grenade
through a narrow aperture, the GM may
say that itis Very Hard to do and assign a

-20 difficulty modifier).
TrHrRown Grenape RanGe MODIFIERS
Range  Madifler
Paint-blank ...............1-3m ............+100
Short Range ...........4-10m _............+50
Medium Range .......11-30m ...........+30
Long Range ............31-50m.............. +{

Nota: It is contingent upon the GM to
assign difficuity mogifiers if he deems
that an attacker's altternpted throw or the
conditions involved are, in some way,
unusual.

T
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MNote: Grenade throwers with contact

fused grenades may actually want to hit a

specific individual with a grenade (and

gel a +35 touching bonus during the

effect resolution process}). This is difficult

to do, however, Sublract the target’s

Quickness bonus (if he is “combat

aware" and able to move) and an

additionat -30 from the defivery rofl,

1t the net result is over 100, the
grenade lands as intended. The delivery
process is complete, and the attacker may
move on to the effect resolution process.
i the net resuit is 100 or less, the warhead
was not placed as desired and the Thrown
Error Chartis consuited to determine
where it did, in fact {and. Once that is
determined, the attacker then proceeds on
to the effect resoluticn process.
To determine the range of an error on &

100 or less roll, use the original modified
roll and consult the following Chart:

THROWN ERROR CHART
NetRoll PB SR MR L

R
100+ @ 0 0 0
93100 1 1 1 1
o8 1 1 1 2
g7 1 1 1 3
86 1 1 2 4
85 i 1 2 5
84 1 2 3 ]
g3 1 2 3 7
82 1 2 4 8
g1 1 2 5 10
g6-90 1 2 8 12
_ 8188 2 3 g 14
7180 2 3 10 .16
5170 2 3 12 18
3150 2 4 14 20
11-30 3 5 17 25
- P10 3 ] 20 30
pz-05 3 8 25 40
3] 4 10 30 50
All distances are in meters.

Next determing direction of error: for
game purposes we will assume six
possible error vectors {especigly handy
when playing on a hex grid}. An unmodi-
fied, closed 10100 roll is made to deter-
mine girecticn based on range. Abbrevia-
tions are: L = Long; LR = Long and Right;
LL = Long and Left; § = Short; SR = Short
and Right; 5B = Shart and Left.

ERROR DIRECTION CHART

10100 RANGE

ROLL  PB SR MR LR
90100 L t L L
80-83 L L L. LR
70-7¢ L t L Lt
60-68 L L LR SR
50-59 L L Lt s
40-48 L IR SR S
30-39 L L SsL- s
2029 LR SR 5 s
1018 LL 5L 5 ]
0508 SR 5 5 S
0304 SL 8 s 5
01-02 $ S 5 S

Using this data establish the new
fanding and detonation point. Nate all
other potential targets in the new Blast
Radii, then proceed to the effect resotution
process.

GRreEnaADE LAUNCHER AND Nhssie
Detivery
Launcher wielders use the ranges on
the Master Weapons Tabie {see Tech
Book} and in the ammunition notes
section. The attack roll in combat is made
to determine where the missite, launched
grenade, or rocket propelied grenade
lands, and subsequently detonates. This is
a delivery resolution process. The roll is
modified by the approprizte OB, the range
maodifier (as given on the Master Weapons
Table or ammunition notes section), and
any misceltaneous modifier stipuiated by
the GM. .
Note: A Launcher wiglder may want to hit
a specific individual with a contact fused
warhead in order to gain an agvanta-
geous effect resolution modifier (+35
touching bonus). Individuals are difficult
to hit however, so subtract the target's
Quickness bonus (if he is "combat
aware” and able to move), and an
additionat -30 from the delivery roll,
if the net resuit is over 108, the
warhead is detivered on target. The
attacker may then go on to the effect
resolution process. If the net result is 100
or less, consutt the Launcher Error Chart
to determine how far the warhead is off-
target. Use the original rofl and cross-
index with the range to the target.

LAUNCHER ERROR CHART

NetRolt PB Shot Med Long
100+ 0. 0 0 0
89-100 1 1 1 1
08 1 1 1 3
a7 1 1 2 5
95 1 1 3 10
85 1 2 4 15
84 2 2 5 20
a3 2 2 6 30
92 2 3 7 40
" 3 4 8 50
8650 3 5 9 60
81-85 4 6 10 70
7180 4 8 20 80
5170 5 10 30 100
3150 6 15 40 200
11-3¢ 7 20 50 400
06-10 8 30 80 600
0205 8 40 80 800
0 10 50 100 1000
All distances are in meters.

Next, determine direction of error; for
game purposes we will assume six
possible error vectors (especially handy
when playing on a hex grid). An unmodi-
fied, closed 1D100 rolt is made to deter-
mine direction based on range. Consuft
the Error Direction Chart to determing
girecticn of the error,
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Using this data, establish the new
delivery point. Note aif other potential

on to the effect resolution process.

ErrecT ResoLunon PrRocess

Dnce the warhead detonation point has
peen established, the actual effects of the
getonation are resolved. The mechanics of
the timing of the detonation are dependant
upon the particular tuse being used. The
various fuse options are deal? with in the
ammunition notes section. What follows is
the step-Dy-step effect resolution process:

1) identify alt potential targets. This wilf be
dependant upon the size of the
warhead's Blast Radil.

2) Classify each targets as being within
one of the five Blast Radii produced by
the warhead.

3) Make an effect resolution roll against
each separate target on the Grenade/
Explosive Warfiead Attack Chart, adding
only the appropriate moditiers as listed
on that Chart. {Note: there is no
attacker'sOB factored into the effect

resofution process. The skill bonus only |

applies to the piacement of the war-

head.) _

{Quickness bonuses only have effect in
certain tactical situations, (i.e., if target
character(s) take action for cover, tum-
bling, etc). GM must determine-whether
this is feasibie based on the situation.
Energy shields will usuaily have an effect
on the biast. See the Grenade listing in the
ammunition notes saction.

ConsTRuGTIONS AnD Mits T0 Destroy

Material............. Hits/unit of thickness
WODH.....coe et v seeerras 5 hits/om
filass . SSRUR I o 1781 +) ||
L1111 RO 8 hits/cm {min 5 cm)
GONCIELR ...oovveecrin 8 hits/cm {min 5 cm)
Masorry................ B hits/em (min 10 ¢cm)
Glassteel ....ocovoneeververennnn., 30 Rits/5 £
Light Stee! ...oovoeeeecr e 20 hits/mm
Reinforced Steel ...ovcvvviceerees 40 hits/mm

Note: Assume afl to be AT 20.

14.9 IR
POINT BLANK FIRE

Certain weapons have their damage
threshoid increased by one Mk # when
discharged at Point Blank range. Weapons
50 2ffected include those using the Small
Projectile, Laser. Blaster. Stunner/
Disruptor, and Flamer Attack Tables.

sargets in the new Blast Radii, and proceed

15.1 M
ARMOR
Armaor is the basic protective material

which covers the body. Itis divided into
five categories of four types each, thus
there are 20 Armor Types (AT) repre-
sented in Space Master. For those
piayers tamiliar with Rolemaster, the 20
Space Master ATs closely approximate
those tound in AM, and ene will note that
the standard progressions of “toughness”™
and “body covering” are followed here.
Below are listed the 20 Space Master ATs
with accompanying descriptions.

15.11 CLOTH-SKIN BASE

This category encompasses normal
¢cloth attire, robes, unarmored environ-
mental suits and normai animal hides.

SKin (AT 1)

Normal clothing, assumed warn if ather
covering is riot specified.

Robes/Environmental Suit (AT 2)
Encumbering full-length ceremanial
robes or non-armored environmental
“suiting.

Light Hide (AT 3) _

The natural hide of certain animals
{e.g.. deer, dog, wolf and the like).

Heavy Hide {AT 4} h
The skin of andreids, and the natural
hide of certain animals {e.g., buffalo,
elephant, bear and the like).

15.12 UGHT BODY ARMOR
This category encompasses pliable,
lightweight ballistic cloths and alloys.
References to “kevlar” assume an ad-
vanced material with superior puncture
resistance, while “duralloy” is the name
given to any number of soft armars which
become rigid when struck by 2 consider-
able force.

LBA Flak Vest (AT 5)
A heavy quilt or kevlar vest covering the
back, torsp and abdomen.

LBA Extended Flak Vast (AT &)
A heavy quilt or keviar vest which

8 0 e ——————
DEFENSIVE CAPABILITIES IN COMBAT

In combat there are many variables which atfect the severity of an attack. The
defender has several factors which work in his favor, including: armor, armar add-ons,
shield, quickness, special items, and the ability to parry (i.e., forgo one's attack effective-
ness in the interest of self-preservation). Armaor is the basic classification of pratection,
while all other defensive capabilities are expressed in terms of a Defensive Bonus (DB)
which will modify the attacker’s combat roli in the defender’s favor.

LBA Reinforced Flak Vest (AT 7)
An Extended Flak Vest with duraltoy
piates sewn in for added protection.

LBA Reinforced Flak Armor (AT 8)

A tull suit of duralioy-reinforced kevlar,
cavering the entire body from the collar to
the fower legs. Extra padding protects the
joints and grain,

15.13 PLIABLE ARMORED
BODYSUITS:

This category encompasses environ-
mentally secure bodysuits of flexitile hut
resilient cloth covered with laminated, yet
somewhat pliable, armor pieces. The
armored sections are typically made of
duralioys layered with battiepiastics.
When a compatible helmet and life support
system are added to the armor types of
this category, the wearer may be totally
immune to hostile environments_(such as
hard vacuum). This categary also

includes the rigid hide coverings of certain
animals.

ABS Pliable Breastpiate (AT 9)

An environmental bodysuit mated with
a soft-armored breastplate which covers
the back, torso and abdomen. There may

also be shoulder/upper arm and thigh
armar.

ABS Pliab!s Breastplale

And Greaves (AT 10)

An environmental bodysult covered
with a soft-armored breastplate, as well as
arm and leg greaves. The greaves

typically cover the outer torearms, thighs
and shins,

ABS Pliable Half Plate (AT 11)

An environmental bodysuit coupled
with soft-armored plates which cover the
torso, back, abdomen, arms, and the
fronts and backs of the legs. Alsg, the
hides of certain creatures that contain at
teast a faw rigid plates (e.g., rhinoceres,
ailigatar, and the iike).

extends down the arms and to mid-thigh.
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ABS Pliable Full Plate (AT 12}
- An environmental bodysuit covered

with soft-armored plates. Additional areas

protected include the neck, groin, but-
tocks, hands and feet. Many jcints remain
exposed however. Also, the hides of

- greatures which contain many rigid plates
{e.g., turtles, crabs, certain alien beasts,
and the like).

15.14 MESH ARMORED
BODYSUITS

This category encompasses environ-
mentally secure bodysuits of non-
constricting and resitiant cloths, covered
with mesh armor 0 various degrees.
Mesh armor is a flexible covering of
plasteels and synthi-armors woven so as
1o give optimum mobility for the consider-
able protection they impart to the wearer.
When these armor types are coupled with
a compatible helmet and lite support
system, the wearer may be totaily immune
1o hostile eavironments {like vacuum),

ABS Mesh Shirt (AT13)

" Anenvironmental bodysmt mated with
2 mesh armor shirt which covers the torso
to the mid-thigh, back, and hatf ot tha
upper arms. '

ABS Mesh Shln And Greaves {AT 14)
. Anenvironmental bodysuit and mesh’
armor shirt coupled with arm and shin
greaves. The greaves may be of mesh or
battieplastics.

ABS Full Mesh (AT 15)

- An environmental bodysuit under mesh

armor which covars most of the body in
the form of 2 shirt and leggings.

ABS Batlle Mash (AT 16) -

An environmental bodysuit covered
completely by reinforced mesh armeor.
Extra padding, in the form of cushioned
duratioys and/or battigplastics protact the
groin and joints.

15.15 ARMORED
EXOSKELETONS

This category encompasses advanced
battle armor, the toughest protection
available to combatants short of Powered
Armnr Exoskeietons are hard integrated
plate§ which can deflect many aftacks
which would otherwise cleave through
tesser armor types. Exosketeton armor is
typicatly 2 fused amalgam of hardened
durallays, ceramic plates, and battleplas-
tics, formed in such a way as to allow
maximurm maneuverability. The fast two
armor types in this category may be
staled against the environment, as they
have integral heims and life support
- §ystems.

AEX Exoskeleton Breastplats {AT 17)
An exeskeletal breastplate with auxiliary
piates covering the back, upper arms,

AEX Hall Exoskeleton (AT 19}
A rigid exoskeletal armor covering most
of the body. An undersuiting of mesh and

abdomen ard upper thighs. resilient cloths protect exposed areas
{such as the neck, groin, joints, and backs

AEX Exoskelelon Breastpiata And of the legs),

Greaves (AT 18} -

An exoskeletal breastplate with auxitiary | AEX Full Armored Exnskeleton (AT 20
piates. This armor type also includes A rigid expskeletal armor which covers
greaves of hardened battleplastics which the entire body. Plates may overlap at the
protect the forearms and shins. -joints, imparting complete combat

T T integrity.

ARMOR CHART

Armor Minimum
Type Maneuver  Maneuver
Penalty Penal

Maximom ., MissHe - Qulckneis Hadtatiugn
At!acl:a Penalty

Bonus
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15.2 I
PERSONAL SHIELDS

Tne effects of a Personal Energy Shield
are yepresented fn combat by an addition
ro the wearer's Defensive Bonus. Function
ammeters of the various shigld types are
given in the Personal Equipment listing
found in the Tech Book. There are four
pes of shiglds in Space Master, each

. with its own particular strengths and

weaknesses. They are summarized here:

Ensrgy Projectila Missiia Meles

yelocity® - 0 +80 - +45 - 430
| Detector 460 440 415 45
Mpsorption +3Q - +10 +30  +30

Barrier +90 . 470 +70- 460

* *Velocity shield is also available with a Collector
{See Tech Book) - '

The GM is free to choose.which, if any,
Persanal Shields will be allowed into his
game; ang their availability. He is aiso free

1o design new shields and/or redesign the

ones listed here. 'f the GM's game is
particularly deadty, shield avaitabitity
should be increased, whiie at the other
extreme shietds may be rare or reduced in

 power.

1i53—

- DEFENSIVE BONUS -

~ The sum of ail bonuses and penaities
which affect the defender's susceptibility

" to being hit and damaged in combatis

calfed tha Defensive Bonus (DB). tis the
number which is subtracted from the
attacker's combat roll. The defender's DB
Is composed of bonuses and/or penaities
for superior/inferior armor, armor add-
ens, personal shigld, Quickness stat
bonus/penaity, position and cover, special
ftems, and Adrenal Defense skill bonus. A
Qa!ender may aiso parry (i.e., dodge)
incoming attacks by forgeing a portion of
his own attack ability. Defensive Bonus
tategories and the various parrying
options are listed below.

PERSONAL SHIELD CHART
ghisid Type - Dalessive Bonus Varsus '

15.31 SUPER!OR{INFERIOR
ARMOR

Especially- good armor (in terms of
matgrials used and construction guality)
does not change that armor's-basic rype
but rather adds a bonus to the wearer's
DB. Conversely, shoddy armor will incur a
penalty to the wearer's DB. 1 is highty
recommenged that Superior Armor
bonuses rarely exceed +10 or +15.

Example: Biack-jack Shelak, a rather
successtul space pirate, wears a Mesh
-Shirt and Greaves (AT 14) taken from the
lifefess body of a Kashmaerian Agent. The
GM has Ascided that this armared
bodysait is of superior construction
(being designed and produced by

~ Mighiy revered armaments company) and

SQ awards it @ +10 quality bonus. This
armored bodysuit is thus AT 14{i0).

'15.32 ARMOR ADD-ONS .

The 20 basic armor types described
earlier can be somewhat modified and up-
graded by Armaor Add-ons. _

As presented, there are no intrinsic
penalties involved in incorperating Armor
Add-ans. However, at the GA's discre-

tion, various penatties may be introduced

into the game. - For instance, a Reflective
ArmorLayer may. be shiny and so detract
from the wearer's Hiding bcnus or,.
Ballistic Clatih Weaves may be heavy and
thus give a maneuver penaity to the

~wearer. -Such penafties are totally subjec-
-tive and should be determined by the GM
if he wishes tq incorporate then at ail,

Note: only png Armor Add-on "coating”
may be applied per suit of armor. -
- What follows is a listing of the var:eus

- Armor Add-on options;

« Bailistic Cloth Weave: Baliistic Cloths
may be integrated into an Environmeantal
Suit {AT 2), the environmantal under-
stiting intrinsic to the Armored Bodysuits
(ATs 8-18}, and the environmentally
integrated Armored Exoskeletons (ATs
19-20). At the GM's discretion, Ballistic
Cloths may also be incorporated into

" normal clothing (AT 1). Balfistic Clgth

Weave add-ons increase the wearer's
Defensive Banus by 10 against personal
weapen projectile fire and shrapnel-
generating attacks (such as shrapne!
grenade detonations}.

* Reflective Armor Layer: Reflective Armor
is an unencumbering anti-laser protective
cavering. In the form of gither a fight-
weight set of clothing, or a matte coating
on existing armor, the Reftective Armar
Layer will increase the wearer's Defensive
Bonys by 10 against personal weapon
laser fire and visible light-based attacks.

P63

Essentiatly, any AT could be given a -
Aeflective Armor Layer.

= Super-ceramic Armor Layer: Super-
cerarmics are-excellent heat dissipaters
which can be both integrated intg

- Armared Exoskeleton plates (ATs 17-20) -
-and coated over Mesh Armored Body-
suits (ATs 13-16). A Super-ceramic
Armor Layer will increase the wearer's
Defensive Bonus by 10 against personal
weapon faser, flamar, blaster, and plasma
repeator fire, as well a5 other heat based
attacks.

15.33 PERSONAL SHIELDS

As described above, personaf shields
will impart 2 bonus to the wearer's DB, byt
the bonus will usually be dependant upon
the type of incoming attack (i.e., Energy
tire, Projectile fire; hand-delivered Missife
fire, or Meleg attack),

There may be occasions whena-
defender carries an actual physical shield
{usually sirapped to the arm) composed of
stretched hides, wood, or metal. Asa
general rute of thumd, such shietds witf
add +5 to the wielder's OB versus Energy
and Projectile fire and +20 versus Missile
and Melee attacks. Quality and size of the
shield will aHect these modifiers. In most
cases, such shields will onfy affect frontal
attacks and may never be vsed to “parry”
Energy or Projectite fire (see Parrying
Options below}. -

Note: Shieid Psions may be used to parry
any altack within the limitations de-
scribed for Shigids and Parrying.

15.34 QUICKNESS STAT
BONUS/PENALTY

A combatant's DB is modified by his
Quickness stat bonus or penaity. If the
defender is wearing certain types of
cumbersome armer, his Quickness stat
bonus may be reduced or eliminated v
completely {(but never below zerg}). A
defender only has his Quickness stat
bonus factored into his DB if he is aware
that he is in a combat situation and is tree
to move.

Exampls: Sky Cloudd, a novice Arms-
man, has 2 temporary Quickness stat
score of 88 (good rofling, Sky!). Unen-
cumbered by armor, Sky is AT 1{20}
when in a2 combal situztion and free to
move. Sky now puts on an Exoskeleton
Breastplate and Greaves which reduces
his Quickness stat bonus by 15, Now
when hie is in combat, barring other
modifiers, Sky is AT 18(5). Use the
breastplate, Sky!

P .




1535PSIONS

Some Psions may add to a combatant's
DB. These are described in the Psion -
Rules.

15.36 PdSlTlON AND COVER

The GM may award a variable bonus to
a defender, if his position is judged to be
advantageous. Bonuses so awarded
shoutd be based upon the percentage of
the defender's body protected and the
abitity of cover to stop incoming fire.
Penalties due to a defender's disadvanta-
geous position are refiected in modifica-
tions to the attacker's Oftensive Bonus.,

Here are some sample Cover bonuses:

PAEALTLY DR 8

JELs TERTPSTEN

SHE LN AT AT S

B Y VT TR At ]

i' " Haif Soft Caver: .................+20
{ Fuedl Soft Cover: .ovvemrvrennn #40
H . Half Hard Cover: ...............+50

Full Hard Cover: ............... +100

" Nole: If a combatant is completely
protacted by cover, and is making no
attack himself, the GM may rule that no
attack may be made against him,
Example: Eddie Baron, wondering why
he ever joined the Millennium Warriors,

- finds himself defending behind & fow

h . slonswall against the combined forces of

' an Imperial ground assault unit. During.
;mﬁar Eddie stands to fire his Biasr

' The wall rises o his waist,”
protecting him from the Imperial soldisr's
Assault Lasers. The GM awards Eddie a
Cover DB modifier 6f +30.

15.37 SPECIAL ITEMS

There may be special items ina GM's
campaign which will impart 2 DB %o their
i possessors, These may range from
; unique artifacts to Jucky charms, ang their
! design/strength is subject to the GM's
' devising.

15.38 ADRENAL DEFENSE

As described in the Space Mastar
Playsr Book, Adrenal Defense is a skili
which adds to a defender's DB. Thisisa
very restrictive DB factor however, as the
combatant must be aware of his attacker,
may not be carrying any weapons {larger
than a knife or small pisto!} or heavy
i items, and may only be wearing armor for
+ which he has no Maneuver or Quickness
Penaity. if 2 defender is using Adrenal
Defense, the full skilt rank is used against
Melee attacks, whiie half skill rank is used
against hand-delivered Missiie attacks and
one quarter skill rank is used against
Energy and Projectile fire.

TN
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15.39 PARRYING OPTIONS

A defender fay wish to place more
emphasis on parsonal defense than is _
implicit in the Space Master persona’l
combat system. Therefore, 2 combatant
may wish to sacrifice some or alt of his
Cftensive Bonus (OB} with the weapon he
is presently using, in order to increase his
DB. Such an action is cafled Parrying, . -
though it may best be though of in most
Space Masier combat situations a5 -
dodging. 1t naturally follows that a
combatant must have something availabie
to dodge behind, but that is left to tha
piayer's ingenuity, -

The premiss of sacrmcmg offenswe
capzabilities in order to increase ones
defensive capability is a fundamental
companent in both the Aolemaster and

-| Space Master persenal combat systems,

so Rolemasler players will be on familiar
ground here, - -

I tha defender is maktnu no attack
himsetf during the round {and so concen-
trating solely on his own weil-being) his
highest weapon 08B is used to calculate the
DB generated by Parrying, To carry this
casa one step further, the gefender may
not only be forfeiting Mis attack opportu- -
nity, but may also be out of the fine of -
sight of all attackers and totally concealed -
behind hard cover. In this case, the
defender may not be attacked af all
{though ingenicus attackers may start to
concentrate their fire on the defender's
cover!)

Parrving Eneray FiRe

During Fire Phase (A) of the combat
rotnd, a combatant may elect 1o commit
some or ali of his Offensive Bonus (with
the weapon he is using) to parry an
incoming Energy fire attack from a specific
opponent that the defender is aware of,
The defender must have either a-Parsonal
Shigld Collector or a suitable terrain
feature to parry with (i.e,, dodge behind),
If a combatant elects to devote some or al
of his 08B to parry such an incoming attack
from a given opponent, he may change his
allotment from Phase e Phase. The
portion of the defender's OB which has
been switched to DB must naturally be
subtracted from that combatant's own

attacks during the round.

Example: Ryk Storm, with his trusty
Blast Riffe, stands at the corner of 2

building during a viefous street fight

" Around the corner, advancing down an
- alleyway. is 8 motlgy array of Alien

Cregps who know Ryk is walting for

them. The GM states that Fira Phase (/)
has begun. Ryk (0B 50) would like to

. forgro part of his OB In the intarest of his
own well-being, so switches 30 points of
his OB to DB. The GM informs Ryk that
the 30 points are only effective against
one opponent’s fire {“You are concentrat-
ing on one of them in particular, you
586, " says the GM). Ryk decides to

- “parry” (dodgs} the attack of the first
Alienr Creep that fires at him. Ryk's 30
points (actually, only a fraction of them;
seg below) will banefit his DB against that
particuiar Align Creep during Fire Phase
(A} and Fire Phasa (B). Ryk's own

attacks are reduced to an 08 of 20 (50 -

30 =20).

Tha portion of the defender's OB
switched 1o OB is not at full value against
Energy fire attacks however; The defender
must take that portion of the 0B commit-
ted to parrying an ensrqy aftack and halve
it before adding it to his DB for the round, ©

Example: Continuing from the exampls | =

. o

above...

The first Align Creap to fire at Ryk is
using a Lassr Pistol, so af the 30 points
of 08 Ryk switched to OB, only 15 0of
them are effective. Ryk adds 1510 his
DB versus the attack by the first Alien
Cresp. If the same creature fires at Ryk *

again during Fire Phase (B), Ryk willa0d" 3. 5 .
15 to his DB again {provided Ryk stilf has' o

the corner of the builging to dodge
behind).

Nole:For those readers concerned about
Ryk, don't forget he is still getiing the
GM's Cover DB bonus, for the corner of
the builting, against all of the Creep's
incoming attacks, {"+50 "says the GM)

PARAYING PRoJECTILE FiRE
Ali rules and restrictions specified
above for Parrying Energy Fire, in their
entirety, apply to defenders who wish to
parry Projectile fire,

ParryiNG MissiLE FiRe

A defender may parey an incoming
hand-delivered Missile attack, and has
more oplicns available to him than those
who would attempt to dodge opporents
armed with Energy and Projectile arma-
ments. Firstly, hand-delivered Missile fire
encompasses (mostly) archaic attack
forme tike hurled spears and ¢lubs,
arrows, crossbow bolts, bolas, sheep, ele.
This category does not include technical,
self-propelled, area-effect explosive
missiles (which use a different attack
resolution process anyway). Players and
GMs are well advised to appreciate the .
difference between these two attack forms.
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To parry a hand-delivered Missile

Jttack, the defender must be aware that he

will be subject to the attack.” He must also
nave a Shield Collector, suitable terrain, or
a physical shield to Parry the Missiie with.
&5 with af! Parrying Options, the defender
may reduce his 0B, in whole or in pan,
and shift that bonus te his OB. When

arrying Missile fire, the shift must be de-
clared at the beginning of Fire Phase (A)
and is only applicabie againsi one Missile
attack. Unlike parrying Energy and Projec-
\ile fire, the amount of OB switched to DB
is not haived, but rather has full effect.

ParRYING MELEE ATTACKS

A gefender may parry a Melee attack
during the Melee Phase of the combat
round by switching any or ail of his OB
{with the Melee weapon he is using during
the Melee Phase) to DB, There is no
halving process as in parrying Energy or
Projectite fire. Rather, all points of OB so

switched are converted to enhance DB.

.The designation is done at the begin-
ning of the Melee Phase.

Melee attacks are generally hand-
defivered and include such things as a
swung sword, mace, chair, of ritle butt
used as a club and so on.

To parry a Melee attack, the defender
must be aware that he will be subject to

the attack. He must aiso Fave a Shield
Collector, suitable terrain, active shield
Psion, physical shigfd, or a Melee weapon

Note: A two-handed melee weapon can
only parry a one-handed melee weapon
attack at 50% efficiency.

Exampie: What follaws is a rather ex-
haustive example to illustrate the extent
of one's defensive capabilities in combat.
Ready? Here goes... '

Julianna T. Nipper is an Explorer ina
bing. Caught alone on a hostile world
with only her Assault Rifle to protect her,
she has been cornered in a refinery
complex by Raving Maniacs. She wears
an armored bodysuit of Pliable Half Plate
AT 11, itis of superior quality for a +5
Defensive Bonus. She wears & Personal
Absorption Shield; +30 to Defensive
Bonus versus alf attacks. Julianna has a
temporary Quickness stat of 76 which
would give her a +5 Defensive Bonus, but
her armor, with a Quickness Penally of
15, eliminates any hope of a bonus for
Quickness. Fipally, she wears a Siangtic
Harbinger “amulet of protection” around
her neck which confers a +10 ltem
Defensive Bonus. Therefore, as is,
Julianna is AT 11(+45). She has an 08 of
+80 for firing her Assauit Bifle {all right!).

Julianna has just run into a room filied
with machinery. Unfortunately, there is
only one entranca to the room, and -
Raving Maniacs will soon be streaming in
through it. Jutianna hunkers down
behind a cast metal Fizoin Boiler (a +60
Cover Defensive Bonus says the GM} and
- fevals her Assauit Riffe at the porial.
Over the course of the next few rounds
she mows down six of the Maniacs, but
the last two of her pursuers have entered
the room and reached cover. Oneis
. armed with a Laser Pistol, Light Cross-
bow and a dagger (Maniac-A), while the

" oiher is armed with a Blast Rifle (Maniac
B). A new round of combat begins. it is
Fire Phase (A) and Julianna declares that
she will parry (dodge) any of Maniac 8's
‘Biast Riffe attacks using the Fizbin Boiler.
She reduces her OB by 30 in order to get
15 added to her DB against Maniac 8 for
the round (haif effect versus Energy

Pe+g5

Weapans — the Blast Riffe in this case}.
Jutianna and Maniac B fire at each other
white Maniac A goes on Opportunity Fire
with his Light Crossbow. Versus Maniac
B, Jutianna is AT 11{120). (5+ 30+ 10+
60 + 15 = 120). She shreds Maniac 8, fre
misses her. £nd of Fire Phase (A).

During the Movement and Maneuver
Phase, Maniac A, who is on Cpportunity
Fire, gets 1o a good firing position behind
Julianna with his reduced (25%) move-
ment rate. Julianna meanwhile searches
for a new Assault Rifie magazine, but
rvalizes that she has run out of ammo.

It is now Fire Phase (B). Maniac A fires
his crossbow bolt, Julianna no longer
has the Cover Defensive Bonus, and her
Parry no longer applies (this is a different
attacker, not that there is anything left to
dodge behind anyway...). Julianna is AT
11¢45). (8 + 30+ 10 =45). The bolt
strikas her but does no critical damage
fluckyt). There is no action in the Melee
Phase this rounc.

Next round, Fire Phase {A) is skipped,
Jufianna's Assault Rifle might as well be
a pickled herring. and Maniac A has no
readied weapon in hand {ifie crossbow
doesn’t load itseff you know). During the
Movement and Maneuver Phase, Maniac
A draws his Laser Pistol and dagger, and
charges poor Julianna who can only grit
her teeth and raise her rifle bult, During
Fire Phase (B) Maniac A fires Point Blank
with the Laser Pistol, to which Julfianna is
AT 11(+45) again. The Laser Pistof
malfunctions {*Oh well, fortunes of war,"
says Julianna's player).

It is now the Melee Phase. Julianna's
OB with the Assault Riffe, used as a club,
is +30 (yes, you can develop this skill
says the author, it's a two-handed
weapon). She thinks about switching 20
points from this 08 to enhance her D8,
but then realizes that the Raving Maniac
has used 50% of his movement and
maneuver alfowance, AND made a Fire
Phase (B) attack. That's 100% of the
Maniac's activity for the round, 50 he
won't be able to atfack with the dagger
this Melee Phase! So Julianna punts the
idea of switching a portion of her 08 to
DB. (Had the Maniac not fired the Laser
in Fire Phase (B). he could have used the
dagqer in melee this round. Against the
dagger attack, Jutianna would have been
AT 11(55}). 5+ 30+ 10 + 10 [for the
parry of a one-handed weapon by a twa-
handed weapon, that's 50% of 20} = 63).

in any event, Julianna rofls open-ended
with her Melee (Club) attack and tops-
out, driving the Maniac's jaw bone up
into his brain. He collapsses. Jufignna,
composing herself, sefs out to find some
more Assault Rifle ammunition.
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OFFENSIVE CAPABILITIES IN COMBAT

The suctess of an attack will depend heavily on the weapon or weapon combination
used, and the offensive capabilities possessed by the attacker. The factors which can
affect the combat roll include; expertise, physical prowess, experience, superior/inferior
weapon(s), weapon combination, special equipment, position, status of the defender and
status of the attacker. The sum of all bonuses and penaltms related to the attacker is -

Special EQuPMENT

Certain items of special equipment,
whether technical or mystic, will grant a

bonus to the combatant’s 0B. Such pieces
of equipment can range from Laser sight-
ing devices to Sianetic Harbinger artifacts.

Psions

)
ii
L

called the Offensive Bonus (OB).

16.1 M
PERSONAL OFFENSIVE
BONUSES

The Offensive Bonus is added to the
attacker’s combat roll during the reselu-
tion of 2 given attack. Below is a desciip-
tive listing of the factors which contribute
to a combatant's OB,

. Expermse (skni) _

Fnpertise in Space Masteris measured
in ter.ns of Skill Ranks. The higher the
numter of Skifl Ranks one possesses ina’
given weapon skill, the higher the resultant
0B will be. See the character generation
and skill development rules to determine
the contribution of one’s expertise to OB,
. With respect to firearms, a combatant’s
T Targelmg sklll will alse add to his OB.

- PruysicaL PROWESS

> Cenam characteristic stat scores, par-
- TYicularly Strength ‘and Agility, will contrib-
" ute to a combatant’s OB. M the characteris-
* tics have exceptionally low scores, these

* will cayse a subtraction from the 08.

EXPERIENCE
Certain character professions get a
bonus to their OB based on thefr level of
experience. See the descriptions of
character professions to determine if a
given combatant is entitled to such a
bonus to the 0B,

Certain Psions will add a bonus to the
combatants 0B,

Posimion

16.2 _

At the GM's discretion, a bonus of g
ITEM OFFENSIVE penaity may adjust a combatant's OB if hrs
BONUSES pasition is determiried to be somehow
SUPERIOR/INEERIOR WEAPONS AND superior or inferior 1o his opponent’s.
AMMUNMION Starus OF THE Derenper AND THE

Weapons and ammunition, remarkable ATTACKER
in material, construction, or workmanship,
may add a bonus or penalty to a
combatari's OB. It is strongiy suggested
that bonuses .1 superior quality weapons
rarely excaed +10 or +15,

SPECIM. Aunuumon
As explained in the ammunitien

section, ¢ertain types of amm unmon will
add to a combatant's OB. '

WearoN CoMBINATION
. As discussed in the Combat Options
section, combatants may use certain
weapon combinations. Implicit in most
such combinations is a penalty for one or
both weapons. This penalty will reduce the
wielder's 0B.

ifiers to an OB are listed in the follawing
Oftensive Bonuses and Penalties Chart.

OFFENSIVE BNUS AND PENALTIES CHART

A summary of the various status mod- -

{Effects are cumuiative unless otherwise noted) '-':‘f -
Category Effect an Combatant's OB b
FIROK AUACK ...vvvvvvvsrssese s sesssrssscssssnssssssssssssrsrasaesssssressses oeesmssssonfrserssecsses 415 -
Rear AHacK......o..eceecreeccmeeeesivrnenns w20 7
BUMPTISE .. ovrevierrssiriaemcsieeensimeeassast s ssamemienbn et emiabe bt sd e tamr et eams s sins . ¥20 YE
Stunned Foe 4201 — g
Downed Foe R PR URR N RSHORORN +301* oo
PFOME FOB o.vvviriiecitercameesmreeresesssimssmeesameremseesssnrse semesenssemeense erveiaeesieeensr e b senats +501* o
Wounded 10 > 25% 0f 10181 RIS ...emeeeee e erseverereen = 10 e
Wounded 10> 50% 05 total AitS ... e 10 a
Wounded t0 > 75% of total hits ..ot ersane =10 F e ;
Armor denalty to hand-missile a%ACK ..o v crre s - -variable ]
Moving (% of possible move = effect) ... -variable ] ‘
Drawing Weapon ... .-20 'y
M|scellaneous (I:ghtmg duress berserk s:ze ‘etc. Determined by GM ) ..... +f-vanahle !
Notes It |
* Only applies to Melee at‘lacks or Projectile, Energy, and hand- delivered Missile &
attacks made at Point Blank or Shert Range. ® !
t Non-cumutative with each other. el
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7.0

OMBAT RESOLUTION

A melee swing or fire attack is resolved by cross-indexing the net attack rolf with the
rarget's armor type (AT) on the correct Atfack Tabie for the weapon being used. The
offects of Failures and Critical Strikes are fou nd on the correct failure/Fumble Table or
critical Strike Table {see Tech Baok}. (neach fire phase, alt attacks are treated as simul-
taneous. For meles, first determlpe the order in which the combatants will swing. Then
resolve each attack in sequence, implementing the results immediately,

17.1 I

FIRSTSWING -
DETERMINATION

The quickest combatant normatly
swings first in a melee, but this may be be
modified based on a number of factors,
including weapon size, weight, etc.

17.2 IR
ATTACK RESOLUTION

The net attack rotl representing thé
swing/tire is the attack roll thigh open-
ended) plus the Attacker's OF minus the
pefender's DB, This result is cross-
indexed with the Defender’s armor type
(AT} on the Attack Table corresponding to
the attacker's weapon to arrive &t the
result of the swing/fire, In certain cases-
where an attack is especially bad or good,
another roll may be required to determine
the results of a Faifure or Critical Strike.

THe Attack RowL

A swing/fire is represented by rofling
percentite dice (high open-ended). The
resutt is the attack roif for the attack.
The Unmodifled Rofl: If the attack roll is
in the lowest possible resuit range (the
Failure range), a "Faiture” ocours and no
turther modifications to the attack rofl are
made,

Ovar One-Hundred Rell: The attack rolf is
high coen-ended, providing the possibility
tar any combatant to hit any given
opponent — na matter what the respective
08s and DBs are. If the unmodified attack
rofl is between 96 and 100 inclusive, the
dice are rolled again and the second roll is
added to the first. The dice rolls can
tontinue to be made and summed ad
infiniturn, until a roft is made that is less
than 96. This stops the process and the
total of aft of the rolls is the relevant
"attack rol".

Tre Ner Atrack RoLL

H the attack rolt does not indicate a
“Faiture”, the et aftack rollis determined
by adding the OB to the attack roli and
Subtracting the defender's OB. The attack
folf may atso be modified due to a number
of gther factors summarized in Sections
15.0 and 16.0 (e.g., attacker's wounds,

defender’'s cover, 81¢.). The net attack roil
is then cross-indexed with the defender's
armor type on the attack table correspond-
ing to the weapon used by the attacker,
Note that on the weapon attack tables
there are intermediate tresholds below
the theoretical "max-out” of the chart,
These threshotds are indicated by dotted
{ines and a phrase stch as "Maximum for
Mk. | weapons™. This refers to a specific

1 reference on the Master Weapons Tables

in the Tech Book, the "Tabie Used”
tolumn. This not only indicates which
tabie to use, but the relative power of that
weapon on the table, designated by a Mark
rumder (M), A weapon's net attack roll
cannot exceed the designated threshold
for the weapon's Mark #; instead, the
maximum alowed result is used.
Example: Ryk makes a nel rolt of 87 and
has an OB of 100 with his blast pistol.
His target has a DB of 30, s0 his net
attack rolf is 187. However, on the
Blaster chart, the pisto! threshold occurs
at 105. Therefore, that is the level at
which the rofl is cross-indexed against
the target AT,

FAILURES

Each weapon has a “fallure range”. An
unmodified attack rotl in this range resuits
in the attack having no effect. instead
ancther process is necessary. in Space
Master refer to the Master Weapon Tables
and the tottom of the weapon's Attack
Table for specific information.

in the case of Enargy and Projectile
weapons, a 1010 {rofl one percentile dig to
attain a 1-10 — ‘0" indicating ‘10" in this
case) roll is required to determine if there
has been a weapon faiture {such a
malfunction, jam, or dead power cell} or if
the character has actuaily fumbled his
weapon, if there has been 2 weapon
tailure, apply the rasult indicated on the
attack chart. if the 1D10 roll indicates a
Fumbig, the piayer must roli again on the
appropriate Fumbte or FailureTabie.

Non-railure Resutts

A typical resuit will have two compo-

nents, as indicated below:
178

The first compaonent will be & number
from O on up, which is the number of
concussion hits deliverad to the target.
The second companent is a letter describ-
ing the severity of a critical strike {if any
— no letter indicates that no critical strike
was delivered). The fype of eritical norm-
ally given is noted on the table itself, {e.g.,
a Blaster normaily gives a Heat eritical).

Concusslon Hits: Each combatant has a
timited number of concussion hits. When
the limit is passed. the combatant is ren-
dered unconsious and can take no further
action until he is back under the fimit.
Death may be caused if this limit is exceed
by a certain amount.

Critical Strikes; The severity of eritical
strikes ranges from A {least severei to £
{most severe} with letters F through !
indicating muttiple criticals, detailed-on the
Individual attack tables. When a ¢ritical
strike is indicated on the net attack roli, a
secand roll {always 1-100) is made and
the resulting number is cross-indexed with
the severity of the strike (&, 8, C, D, or E).
it a combination critical is indicated, two
ralis are made, ane for each critical
indicated. Any additionat concussion hits
indicated are immediately appiied, as well
as any other effects.

Critical Strike Interpretations: Most of the
critical strike results are self-explanatory.
However, certain results may have 1o be
modified due to circumstance (i.e., 2
defender behind a low wall hit by & laser
receiving a critical strike caliing for

| damage 1o his ankie should, instead,

indicate & hit to the wrist). Similarly, ifa

criticat strike calling for an unspecified

fimb te be broken or otherwise damaged is
rolled, then the imb affected shoutd be
determined randomly (untess the GM de-
termines that certain limbs are much more
tikely to have been hit}. A stunned
combatant may ‘parry’ to his front at half
his normal ability {unless no parry is indi-
caied) but may not attack or change face.

* All damages (inciuding hits) unless
otherwise indicated, are anly applicatle
to the target combatant,

« Bleeding indicated on the Crilical strike
tables is refiected in the form of addi-
tional concussion hits. This is meant to
show the gradual weakening brought on
by blood loss.

* "Next swing"” can refer to a fire attack as
welt as a metee attack.
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PART Ill: GENERAL ACTIVITY RULES

Each skiff is classifisd as being applicable ta a moving maneuver (MNI), a Vehictlar Mansuver (VM} a Static Maneuver (SM), an :
attack {using OB}, or a Special Purpose (SP). This section describes how each of these types of bonuses are used to resolve actions, :

PERSONAL MANEUVERS | |

“Every time | see you falling
! get down on my knees and pray...

““Please don't say leave it ‘tiil later,

Fif have my last chance on the stairway...”

18.] I
MANEUVER DIFFICULTY
MODIFIERS

In Space Master, maneuver difficulty s
ranked into one of ten calegones as listed
below.

ROULING ..o {+38)
T BASY e (#20)
LGN e sesssarnnens {#10)
Medium ... (40)
451 SRR SR (L 1¢)|
Very Hard e (20}
" Extremely Hard ..o e {-30)
Sheer Foﬂy ............................... {-50}
Absurd ., e {-70)
nsane .. . (-100)

In addmon to the basm drfﬁcuity
mndifier, there are a nimber of different
modifiers to any mansuver {environment, .
condition of character making the maneu-
ver, etc.). These will be discussed in more
detail in the foliowing sections.

18.2 I
RESOLVING PERSONAL
MANEUVERS

- On pages 78-80 are included two ma-
neuver charts: the Personal Maneuver
Chart, (with the difficuity modifiers across
the top}, and the Akternate Fersonal
Maneuver Chart, with columns for each
type of maneuver. The GM may choose
which chart to empioy; both are rnodified
by factars in the Static Action Chart.

18.21 MANEUVERS

Mznreuvers are actions (other than
attacks and Psion casting) which under
normal eircumstances have a chance of
failing and usuaily entail an element of
fisk. Thus normal movement and activi-
tles (e.g.. walking, climbing stairs,

Anonyrnous Musicians
- Old Earth
. Prelmp ¢. 9650°

drawing a weapon, etc.} are not maneu-
vers, while unusual activities (swimming,
climbing & rope, running up or down
stairs, driving a vehicle, piloting & ship)
and activities performed under stress
(running, dedging, stalking, hiding, stc.}
are maneuvers and require rolis. The GM
is the final judge as to what is & mansuver
and reguires a roll, and what is normal
activity and doesn’t require a roll. Maneu-
vers are further classified as being Moving
Maneuvers , Vehicutar Manauvers {Section
22.0) or Static Maneuvers. Each class ot
maneuvers Is resolved differently.
Moving and Static maneuversére’ -
resolved using the Personal Maneuver
Chart and the Static Action Chart (or, at
the GM's discretion, the Alternate Personal
Maneuver Chart) white vehicular maneu-
vers are resplved using the Veficufar
Maneuver/ Astrogation Chart (pg 84-85).

18.22 MOVING MANEUVERS

Moving Maneuvers incluge Climbing,
Swimming, Statking, and any complex or
unusual movement (Agrobatics, Dodging,
Tumbiing, Diving, etc.). i a character de-
cides to make a Moving Mansuver as his
action for a turn, the GM should assign it a
difficulty: Routine, Easy, Light, Medium,
Hard, Very Hard, Extremely Hard, Sheer
Faity, Absurd or insane. The maneuver
must stifl be within the physical capabiti-
ties of the chgracter, and is fimited to cov-
ering a distanca no more than half of the
character's normal (not rustning) move-

1 ment. The GM may also assign an addi-

tional modification to the maneuver roll
(e.g., an tnassisted running leap across 2
12 meter chasm for a human might be
given a difficuity of “Absurd -70" since the
tmperial Olympic record is only aroungd 9
meters}. Assigning difficulty requires a
familiarity with the Personal Maneuver

I Chart and a subjective decision by the GM.

P68

Atter the ditficulty is assigned, the
character may then decide not to attempt
the maneuver (i.e., he reconsiders and
dacides not to do :t) In this case, he
cancels his action and may perform a
limited action as described in 18.25,

If the character decides to proceed with

the maneuver, ha makes an open-endsd .

roll and dds his appropriate bonus aiong;

with any other appllcable modifications. -
The resulting tota! is cross-indexed with 4
the difficuity on the Personal Maneuver -
Chart ta obiain the maneuver resuit,
To summarize: o
1} The character states the nature of his

maneuver. o
2} The GM assigns a difficulty and any *

special modifications to the maneuver,
3) The character decides whether or nct{u

perform the manguver,

an open-ended rofl is made, ¢ ,‘-:- |

5} All applicable modfflcallons are rnaﬁe
the rofl. . HE

li) The total IS abphed to the Persona!
fdaneyver Chart,

18.23 VEHICULAR
MANEUVERS 13
Vehlcular maneuvers (VM) include 3
Driving, spaceship Piloting (both normal
and while in combat) as well as piloting 3
any air or water craft. See Section 22.0 2
for detalled rules for Vehicular Maneuvers

18.24 STATIC MANEUVERS
Static Maneuvers (SM) inciude

Tracking, Hiding, Picking Locks, Astroga- ¢

tion, Repairs, Perception, influgncing othar
characters, and any other complax or 3
unusual activity not involving significant -

movement. 1f a character chooses a Stam:

Maneuver as his action for a round, the -
GM must assign any applicabie mod:ﬂc&-
tians from the Static Action Chart and - 3

then the character must decide whethar oﬁ=

T Wiy .___._.;_. SEERE

not to actually perform the maneuver (seﬂ‘k
below for the effects of cancelingan 3

action}. The GM may require more than ..

one round for maneuvers which he
decides are very difficult or complex, He
may aiso aliow a character to decrease tN

difficulty of appropriate maneuvers by g

usmg multipte rounds.
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Exampla: Sky's GU and AG average at
80 and he is 2.1 meters tail {almost
§'10°). His Unencumbered Factor is +15

{+10 for stats, +5 for strige}, or 1.15.
Muftiplving this by 18 {Base WMA for
Humans} gives us Sky's Unencumbered

" WIMR: 20.7 (rounded to 21). Let’s say

Sky weighs 113 kilos (250 1bs). This,
means that each 11 kilos he carrigs is
one Encumbrance Unit. Now lgt’s put his
mesh shirt and greave armor on him
(WMR Mod of -5), and gives him 1 EU of
gear (-10), his Encumbrance Factor is
now -15, or .85, which gives him an
Encumbered WMR of 17 {just a little bit -
siower than the average, Unsncumbered
Human). NOW, let's have Sky {who
comes from a planet where the gravity is
1.2 Terran G's) travel to a planet with
only .6G {Current/Homeworld Gravity =
.5), and waik him around. For Sky, the
Gravily Factor is +35, or 1,35, which -
pives him a local WMR of 22,95 (23
meters/Round}. Bear in mind, howsver,
that any detailed Movement or Moving
Mansuvers Sky attempts will be at -35
unless Sky has the appropriate Alien
Environments skill. Given enough Align
Environments skill ranks, Sky could
reduce his Moving Maneuver penalty to
0 All ngh! Sky!

MOVEMENT AND ENCUMBRANCE CHART

Height/

INJURY AND HEALING

"He’s dead, Jim."

20.1 M |

INJURIES

Although death is a looming danger,
injuries are much mors common, Some -
injuries, hawever, effectivaly disable a
character. Most make adventuring tough
and, given thelr frequency, can present the
characters with significant ebstacles,
including penaities or prohibitions
applicable to the use of appendages, the .
deployment of senses, mansuvers,
combat, or even simple travel. y

Generally, injuries in Space Masler
occur as a result of damage from a criticat
strike, As such, the injuries are often
described quite specifically. This provides
a tremencous varisty of effects and adds
flavor to the game. It also requires a very
specific healing system, equipment, skills
and drugs covering every possible plight.
The medical equipment found in the Tech
Buok is designed to provide detailed de-
scriptions covering any injury which mlght
arise.

QudAg  Sirids

95-97 23-245 -
+10 80-94 215-2.28
75-80  2-2.14

1024 15647
58 141-155 | AT7
34 12514

IR &1?
ATB 11,12 15, 16 & 18

A Dactor {not a eracle “worker) <

In any cass, treating znjunes is consid- . T
gred to be one or more Static Mansuvers,
The GM shouid have an understanding of 5
the equipment available and the extent of
the injury, then decide what sort of
procedures witl be necessary to correct
the problem. Often the critical damage
description itself will provide the key
information. The GM then needs to havs
the player performing the operation rall,
inctuding the tollowing modifiers:

1) Equipment complexity

2} General Static Action modifiers

3) Applicable medical skill -

4} Other factors the GM deems appropri-
ate

h—

The GM should decide which static i .
action chart he wishes to use. He shoulg 2Bgs" -
also remaln consistent which charthe - 4%
uses throughout the campaign, though hejt
can mix and match maneuver ‘types’ (8.9
using the Alternate Personal Manguver'

h—

the result determined and applied

20.11 GENERAL DEGREES OF ¥
INJURY . ._
%

H is still helpful to categorize injuries in .
broad, manageable groupings. These g
enabie the GM to apply certain general %)
rules regarding recovery and effect. = 3%
1) Light injuries. If a specific injury < &
resuitsina penalty of -0to-20,itis
considered “light.” In addition, light
injuries inctude wounds which yield 1-5;
hits per round as a result of hleeding. :'

2) Medium Injurles. Specific injuries &1~
which result in a penalty of -21 to -50 3 l_
are considered of “medium” severity. &
Medium injuries aiso include wounds &
which yield 6-10 hits per round as a
result of bieeding. Fractures withan -
unspecified penaity arg medium injuries. &

3) Severs Injuries. Should a specific injunysy :
result in a penalty of -51 or mare, itls &} -
“severe.” In addition, severe injuries 8
include shattered bones and wounds .=
which yield more than 10 hits per round” k-
as a result of bleeding. Any wound &
which destroys an organ (e.g., eye, %
kidney, etc.) or renders it inaperabie for
more than one day is also severe,

e
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_18.24) in crder to aid the victim. This roll

20.12 TREATMENT

Even after an injury is treated, however,
recovery is rarely instantaneous. The GM
must consider the effect of the wound
after treatment. For instance, how iong
does it take 1o recover? Will there be any
permanent damage (e.g., a lowering of
stats}? What effect does the wound have
gn the character while he is recovering?

The form of treatment for a given injury
is normally prescribed by :

1) the description fo the wound, or

2) the explanation of the Psion or medical
technique employed. Some injuries, for
instance, are healed by technigues that
require the victim 1o remain immobilized
during treatment, Whatever the
treatment, the procedures should be
followed, last the treatment fail,

20.13 FIRST AID

first aid can be employed by virtuatly
anyone, but has limited effectiveness.
Essentially, the ‘medic’ must make a
syccessiul Static Action {see Section

is modified by the actor's First Aid
secondary skill bonus. Anyone having 2
“0” First Aid skill rank operates at -25
{sneditied by stat bonuses).
First Aid skilts enable a character to

heal any light injury, so long as he utilizes
the necessary equipment {e.g., a com-
press and bandage for light bleeding,
spiints or slings for light sprains or
Iractures, etc.). In addition, this skill can
be used to slow or halt the effects of
medium or severa injuries (.., you can
reduce any bleeging rafe by 5 hits/round,
or more if you use a tourniquet; or you can
set a medium tracture and stop any
associated deterioration). Firstaid is
generally ineffective when dealing with
medium or severe nerve Or 6rgan damage.

20.14 RECOVERY FROM
WOUNDS

Some operations and Psions specify
recovery time. Where they do not, use the
Healing Recovary Chart {pg 72} which
gives sorne suggested recovery times for
gengral injuries. As a rule, the recupera-
tion period for multiple injuries equals that
of the worst wound plus haif the cumula-
tive recovery time for all other concurrent
wGunds.

Example: As a result of a swindle, Drake
Morgan buys a gravscooter with defec-
tive braking thrusters, The first time
Drake trigs to siam on the brakes, the
thrusters fail, sending him crashing into a
satety wall. Drake receives a severe head
wound {recovery time 30 days), a
medium bone wound (recover time six
days), and a fight tissue wound (recovety
time one day). Assuming he is healed,

his total recovery time is 33.5 days (30 +

3+.5). Foor Drake.

While recovering, a character's penaity
graduzlly declines. To determing the rate
at which the character returns to normal
health, divide the penalty by the recovery
time {in days). The result is the daily
reduction in character's penalty. Round
off any fraction and apply any leftover
penalty to the amount recovered the first
day. If the recovery time is less than or
equal to two days, the GM may wish fo
determine recovery on an hourly basis.

Example: Drake received a total penalty
of -70 as a resuit of his impact If his
recovery time is 33.5 days, he divides 70
by 33.5, yieiding a restoration rate of
2.08. He rounds this tp 2. So, Drake's
penally is reduced by 2 each day of
recuperation. Since 2 times 33.5 equals
only 67, there is a 3 remainder. This is
applied to the first day of recovery,
mear.ing that Drake’s penally is reduced
by & after the first day.

When an injury description specities
that the organ, appendage, elc. is useless,
the penalty is considered -100. Recovery
usvally begins when the area is healed.

If a critical strike description specifies
that an area of the victim’'s body is useless
or at a subtraction for a set period, it is
assumed to be penalized accordingly for.
the entire prescribed period. However,
once the period passes, recovery bagins
as if the area was healed. Any healing
during the set period will start the recov-
ery process earlier.

20.15 RECOVERY FROM HITS

Concussion hits heal at a rate of one
per hour if the victim is resting. Should
the victim be active, the rate drops to one
every three hours. This may be adjusted
by a race’s recovery {healing) multiplier.

20.16 PERMANENT DAMAGE

Most of these questions are very
subjective and must be decided on a case
to case basis. For examgple, having an arm
cut off and then re-attached might cause 2
loss of Agility (temporary or permanent)
and maybe a scar. Clinical death might
cause a generzl loss of abilities, partial
loss of experience and scars.

As a rule of thumb, a character might
receive permanent damage anly in case of
a severe wound. In such a situation, have
the character make an open-ended D100
roll and add a number equal to his
Constitution (not simply the Co bonus).
Shauld the resuit exceed 100, there is no
permanent damage. If it falls short of
101+, the greater the difference, the warse
the permanent damage.

20.17 DISEASE

Althougt disease should be a relatively
rare mistortune in the civilized environ-
ment of Space Master, new viruses and
bacteria could be encountered on the
Frontier, It be the resuit of 3 Random
Event, a part of a character's makeup {e.g.,
Skhan has a hereditary disease which
ieads to a drooling problem), an artificial
creation of some mad virelogist, or a
simple decision/calculation gn the part of
the GM.

A person attacked by a disease must
make a resistance roll, comparing his own
level with that of the disease {Use the RR
table). The victim adds his Constitution
baonus and his Race bonus ta the roll.
When the poor victim fails the RR, the GM
shouid determine the degree of failure by
cemparing the adjusted RR with the
number needed to succeed. Uniess the
disease is described otherwise, (e.g., the
disease delivers only moderate effects),
the difference indicates the severity of the
effect.

RR Effect
Failure Severity
G1-25...i v Ml
26-50 ....moderate
51-100 ... Serious
101 +., ...axtreme
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20.2 RN
HEALING RECOVERY
CHART

This chart provides recovery times for
most penerat injuries. When using it,
apply the character's Constitution bonus
to any roll. The result is the recovery time
for light injuries. Multiply the figure by &
for medium injuries and by 10 for severe
injuries. Halve the recovery time if the
victirn is hospitalized or placed in some
other special care.

HEALING RECOVERY CHART
Roll Type of Damage _ .

USING EQUIPMENT

Within this section 2 number of ill-defined role playing activities will be (vague!y)
covered. Such day-to-day activities as reading your multiscanner, looking for security
systems — and how to handle them within game mechanics -— will be discussed. Eve-
rything below should be carefully considered by the GM before integrating into his game.

21.1 IR
SUCCESS AND FAILURE

Throughout the universe of Space
Master the magic number for all maneu-
vers not covered in some table is a
{modified} 100. M you roll overa 100 after
all the bonuses and penaities are included,
you have succeeded in whatever manguver
you have attempted. In the following -
sections any reference to a “successful”
soll implies a net roll of 100 or above.

Some alternatives which include “partial
success' are discussed below,

In.general, all rolls can be open-ended,
most rolls. using a piece of equipment for
data-gathering, healing, etc., are high
open-ended rolls only. A roll of 01-05 is
read as-is, and has specific meaning
regarding use of the equipment. =

A GM may wish to use the Alternate
Personat Manguver Chart {pg BO) for
scanning and sensing. -

12 days 2 days

3 days

Burn  Bone  Tissue Head Organs  Muscle/Tendon
|3 dayS 75 .0ays, 3 Oaysiaae. 10 Uays:ii 9. days Jodweer: T, day SUiRn

7 days _

6 days

bt {4 —
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MAKING SCANS

Multiscanners are |mmenseiy popular
tools in some campaigns, greatly enhanc-
ing a group's ability to analyze and
understand their environment. Carefully
monitored, these machines can enhance a
game. Allowed to run amok, however,
“rmultiscanner abusers” can ruin the
excitement of a campaign. The GM can
use the following suggested range and
complaxity modifiers (in addition to he
Static Action modifiers if applicabie).
Multiscanners, Repair Scanners, and
Medscanners must be ‘aimed” within
about 10° of their intended target, or the

pser must make a sweep, taking about one

fuli minute (a hasty sweep will incur a
penalty equal to the hastiness, i.e., 2 30
second sweep will have a -50 penally, a

15-secand sweep a -75 penalty, etc.) Only ¥
Tactical Scanners have an automatic 360°

Sweep. :
SCANNERS

Handheld scanning devices are capable £} +
of various types of scan/analysis, aswell £ . -

as recording scan information for future,

mare detailed analysis by an onboard ship

or land-based computer, They are also
capable of normal audio-video recording.
On the opposite page is 2 summary of the
scans which can be performed.

21.2 I T .
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' B SCANNER CHART . _

MuLTISCANNER
Life Types Y
Scan/Detection Point Short Medium Leng  Extrems
Type Blank Range Range Range Aangs
Lifz form detection: S 100 560 1000 2000
Determine # ofunits 10 50 100 200 500
 Determine Basic Type - 5°. R 20 50 100
Determine Race 1 5 10 30 60
" power Emanations - .. e
Scan/Detactlon Point Short Medium Lang Extrama
Type ~ Blank Range Range Ranga Hange
Personal Comm beam ' 100
Ship Comm 500
Base Comm Tkm - 10km
Ship Reactor 10 km
Base Reactor 100km

At 1/10th of detection range (again, somewhat variable, dependent on condi-
tions and skill of scanner oparator) specifics can be made out {interception of
transmission, exact iocation and type of power generation}.

Physical Analysis : .
Scan/Detestion Point Shaort Medium Long Extrems
Type Blank Range -Rangs Range Range
Cne gram 1 3 5 10 Kl
One kg 50 100 Thm 10km 20km
This could be maodified depending on the rarity of the material.
REPAIR SCANNER
Scan/Detaction Paint Short Medium Long Extrame
~ Type Btank  Range Ranga Range Range
Disrupted Circuit S0 100
. Despscan Lock 50em i 3
Any Electricat Current 10 a0 50 100 500

Other Power Emanations and Physical Anaiysis functions as Multiscanner with

triple range.

MEepicaL ScanNER .
Scan/Tetaction Polnt Shart Medlum Long Extrame
Type Blank Range Ranga Range Range
Lita form detaction 10 100 500 1000 2000
Determine # of units T 20 100 300 500 10060
Determine Basic Type 10 30 50 100 300
Betermine Race 3 10 ac 50 100
Yerity specific Individual 1 3 5 10 30
Betect bacteralvirus 1 3 5 10 © 30

TacTica,. ScANNER
Scan/Detection Paint Shart Medlum Long Extreme
Typa Blank Range Range Range Range
Detect Motion 10 20 30 40 50
Detect infrared 10 20 kli} 40 50
Specify Moving objects 3 5 10 15 20
Specity Infrared objects 3 § 10 15 20

Point Blank ....... Routine (+30)
Short Range ... Light (+10)
Medium Range ......Hard (-10)

GeneraL MopiFiERS B
Long Range ......... Extremaly Hard (-30}
Extreme Range........ooeee.e. Absurd (-7Q)

21.3 IR
SENSOR SYSTEMS

As explained eisewhere, tha term
SENSR is an abbreviation of the device's
means of operation: Setected Etectromag-
netic/Neutring-Stream Reftection. Al-
though hand-hetd Scanners use much the
same method, their limited range and
specialized function make them guite a bit
simpier to understand than ship-mounted
SENSR systems. Such systsms consist of
three parts: The Emissions Unit (which
treats/charges and sends out the Stream),
the Retrigval Unit {which attracts angd
coligcts the reflected particles), and the
Selection/Analysis System {which consists
of any Computer programs and/or sentient
cperators = the system which specifies
and correlates the actual data).

Skills Used:

Tha Senser Analysis skill is used to
modify any use of the SENSR system
{unless something goes wrong with it).
This scora is averaged with the Com-
puter's program rank bonus. Analysis
without the appropriate (ar any) program
is threg Difficuty Levels highgr than
normai {"Medium” operations become
“Extremely Hard", etc). SENSR attempts
are roiled on the appropriate column cf the
Main Personal Maneuver Chart (pg 79), or
the Afternate Personal Mansuver Chart (pg
8G). Problems with the Emissions Unit are
treated by Power Systéms Tech, while the
Retrieval Unit requires Electrical Tech.
SENSR Anaiysis program problems
{cbviously) fall under the realm of the
Computer Tech.

Visual Display:

A frequently-used capability, it is
impossible without the appropriate
Computer program in the CPL. Datato be
gisplayed must first be SENSR'd by the
Computer. See below for Base Difficulties.

Graphic Data Disptay:

This is Angther popular use of the
Analysis programs {in most cases,
creating such a dispiay without the
necessary program would be at least a
Comiplex research project} which allows
data retrieved to be sorted and dispiayed
tn a graphic/pictoriat manner. For
instance, a search {or lifeforms on 2
nearby planet will reveat their presence
fand possibly even number), but if you
want a map of the major settled areag, you
need a Graphic Data Digplay. This is a
separate static maneuver (aside from the
tnitial SENSR scan), performed by the
Computer {use the program rank mod) at
the same Difficuity Level as the originat
scan,
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Range:

There are four Range Categones for the SENSR; Shart, Medium, Long, and Extreme.

Range modffies the Base Difficulty of any SENSR Analysis atternpted, as below:

Catagory
Medium

Extreme

Extends To

Short 1 Light-Second {300,000 km)
1 Astro, Unit (150 mill. km}
Long 1 Light-Year (9460.8 bill. km)
"Limit of SENSR range

Difficulty Level Adjustment
-1 (HARD becomes MEDIUM, etc)
+0 (“Standard operating range")

+ 2 plus 1 per 10 LY distant

BIO ANALYSIS CAPABILITIES CHART
Targa_u‘HnIuru of Anaiysls '

Dntem'nnn distritnrtion of Lifetorm
Dmrmme Ghem:cal Hase
o

Atomit Strur.‘tufa
Missiles/Torpadnes

Tannaue
Current Hits

Gpen Spaces '(Baysﬁjold
T ysﬁ-' ; BT x.

Vnsua! Dnsplay 01 SENSR d cwic area

Very Hard {-20)
Extreme mely Hard -30

Easy {+20)

Sheer Fol II' SENSng a piana:

t Image ca.n be made tu rntate la show nther vlews

.r-;—-—‘ e

CONSTRUCT ANALYSIS CAPABILITIES CHART

Target/Mature of l_malys[s

_Basu Diftlewlty

And/or Maneuver Mod.
Extremely Hardg Mic #10 or higher

Absurd (-70)
- ah

; Hard (10445 5o
Extremely Hard {-30) {Known slemen ]
Hard {-10} §

Light (+10

81

Light {+10)

Hard {-10)

: sneerFouygsm

ooneer Folly (-50)
E1L1008,

P

+ 1 (LIGHT becomes MEDIUM, efc)

If ENSRInq a construct

. 'Examplﬁ: Jym-bob has found a large,

- GM knows that there are no energy

EW/Stealth:

The primary function of the Steatth
systemn is to distort and/or nullify perva-
sive SENSR Scans. Any SENSR attempts
versus a “Stealthy” Target take a penalty
equal to the Stealth bonus, regardiess of
the type of scan attempted. See the
section on EW for more details.

bizarre construct fioating in the Rhetorica
Nebula and attempts fo SENSR it tor
energy weapons from Long Range. The -

weapons aboard, but he aise knows that * Y
the construct emits a constant “Stealth” §
(EW) field of +70. The Base Difficulty for 3
the task is Extremely Hard (-30} (the
footnote tells the GM to add the Mk. ¥
which is zero), but the Actual difficiity is
Sheer Folly (-50) due to range. The Die
roll is modified for Jym-bob's Sensor
skiif (+45], for the Difficufty (-50), and for
the EW (-70), leaving Jym-bob's poor
Player a total of -75 to determine that
he’s looking for nothing.

T — o T — o T
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Target/Nature of Analysis Base Difficulty

Leve!
grmospheric Makeup Medium (+0}
tumate Code Hard {-107*

Mean Planetary Density

Gealogical Makeup

Gravity/Escape Velacity
Hydrosphere

Meteorological PhencmenalPatterns
Pranetary Circumierence
Frecipitation Cote

© Medium [+

Light {+10)
Easy (+20)°
Very Hard {-20)*
Routine {+30}
Medium {+0)

Rotation Period (Day Easy {+20
Mean Surface Temperature Light (+10)*
Current Surface Temperature Easy (+20)
\isual display of SENSR'D area Light {+10}

TaruUNature of Analysis Base DiYficuity

Leval

Locate Asteroid Belt Light {+10}
Determine number of Asteroids in Belt Hard (-10)
Locate Planetary Bady Routine {+30)
Ratius of Steliar Gravity Well Light {+10}
Lotate stellar ecosphere Very Hard (-20)
Locate mogns Easy {+20}
Locate Empty Orbit Hard £-10)
Determting Orhital Period (Year) Medium {+0)
Star's Spectral Type Routine (+3%)
Star's Stedlar Brightness Light {+101
Star's Steliar Class Routine {+30)
Star's Stellar Mass Medium {+0)
Star's Stellar Radius Light {+10}
Star's Stellar Temperatura Easy (+20)

Visual Display of SENSR'd N-Space Area

Extremely Hard (-30}

Exirerngly Harg (-30)°

Nates/
Limitations

{Known Campounds/Gases)
HotWarm/Temperate, etc

{Known Elements/Ores)

=38 if climate "dormant”

Raimy/Humid/Arid, ete

within 2 single "region”
yary poor detail at >5R
* = Assumes fuli planetary orbit performed. If not, -80 from roll, and time required is %6 {1 rd" = 1 min}.

STAR SYSTEM ANALYSIS CAPABILITIES CHART

Notes/
Limitations

{by Human standards)
of one given planet

for ane given planet

Very scant detail

21.4 I
SECURITY

For some reason it seems that many
groups of players spend a lot of time
breaking intg other peoples’ homes and
places of employment. Since this vulgar
practice shows no sign of abatement,
perhaps some clarification of rules
surrpunding such activity is in grder.

21.41 ELECTRONIC DEVICES
The masters of electronic surveiliance
Bnd security are the Crime Techs. Crime
Technics skill is used to defeat all non-
mechanical locks, alarms and other such
‘traps’. Naturally anyong with Crime
Technics skill falls into this category.
However, before the [ock is picked it
must be analyzed; one utilizes a Repair
scanner for such a purpose. Multiscan-
ners may be used, but their attempt will be
Extremely Mard (-30) because of the

scanner’s inaccuracy. A successtul scan
of the electronic fock allows the lock-pick
attempt to be made without any moditiers
beyond the lock's base difficulty (and any
environmental factors; see the Static
Action Charf). The actual defeat of the

lock is then perpatrated using Crime

Technics skill. it is assumed that the

1 Crime Tech has some sort of electronics
override kit for use with locks more
complex than your basic keypad. Such
instruments as a Tenal Synthesizer (for

| audio lecks}, a Spectral Sequencer {for
those annoying coherent light heam
locks), and a variety of small, deiicate
tools and optical filaments and wiring for
bypassing various other tricky devices.
The cost for such kits is highty variable
(100 — 5000 monits). The GM should sit
down with a fledgling Grime Tech early in
the campaign to go over the technolagy,
what he might encounter and what might
be neaded. Trying o pick a lock without 3

t scanner analysis is Absurd (-70). The
penalty tor trying to pick ene without the
proper tools is highly variabie.

Before the electric eye (or other ‘trap')
is defeated, it must be detacted. The skill
of Perception is used in this case. Note,
however, that whiie Perception is a general

, skill, some modifiers are in order. Any
character with nc Grime Tech skill finds

i looking specifically for security traps an

Extremely Hard (-30) endeavor.

Crime Techs find it Medium (+0) — in
general, Depending on the nature of the
device, a successiul Repair scanner roll
might provide an additional bonus to
overcoming the trap. Disarming (or
avoiding) the trap involves Crime Technics
skill, and might also require special
equipment.

21.42 MECHANICAL CON-
TRIVANCES

While crude mechanica! locks and traps
are rarely found in the milieu of Space
Masier, they do occasionally rear thelr
ugly springs and tumblers. They are
detected and analyzed in the same manner
as electronic devices above — though
using a scanner to analyze any mechanical
lack or trap adds 30 to the pick/disarm
roll. However, Crime Technics skill may
only be used at Haif vatue towards
defeating these crude devices. 't wouid
behaove the Crime Tech wha wishes to De
well-rounded to develop skill in Disarm
trap and Pick Lock.
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21.5 I
STEALTH/ELECTRONIC
. WARFARE

Stealth Systems, also knownas |
Electronic Warfare (EW) systems have
many uses on the ship, and 1o be fully
utilized require a fulf-time operator diring
battle. A ship's EW rating can be used as a
DB, (or to cancel an ocpponent’'s EW-
caused DB} or can jam {and detonate}
incoming missiles. The primary EW
operator (persan with highest EW skill at a
console} must declare (or secretly write
down) where he will allocate EW for that
turs: DB, Anti-DB, Transmission Jamming
or Missile Jamming. The fotal EW number
¢an be split, but the decision made at the
beginring of the turn is iocked in until the
next turn,

Example: Duncan is the EW operator of
his ship, the Defiant, He has an EW skill
of 50, and the Defiant’s EW rating is also
50, The sensor officer detecls a ship
closing, possibly hostile. Duncan
activates the Defiant's EW screen and
panders how 1o allocate points. The
sonsor officer announces that he can only
detect Laser Cannons as the incoming

- ship’s armament, so Duncan sets the EW
on full DB, singe he is defensively
minded, and there is no evidence that the
other ship has missiie armament, Hg is
committed for the game turn. A round
iater as the ship tloses and the Sensor
Ofticer gets another rofl, he defects
missile tubes! Too bad, since Duncan
cannot re-aifocate some of the ship's EW
paints unti next turn, If he had known, he
might have devoled sorme EW to missile
jamiming, and had a befter chance of
stopping the potentially devastating
missile attack, sure to come from the
opponent.

EW Missie Jamming

With missile jamming, the EW bonus is
used as an attack against an ingoming
missile — the missile receiving a honus
against this EW equal to its Mk, rating.
Mcre than ane missile can be acted upon
i 2 given round, but there must either be
multiple operators, or the operator's skif!
bonus must be split between the missiies,
Nate that missile jamming is the only time
that the EW operator skill bonus is em-
ptoyed in combat. Roll 1-100 open-ended,
add £W allocation, add operator skilt
bonus, subtract MK# of missite, If 100+,
the missile is “jammed,” and detonates

before reaching its target.

Example: The Defiant has been under
aftack, the enemy firing laser cannions,
which have baen Ingfective till now. it Is
the baginning of turn two and Duncan
may re-aliocate his EW, based on the new
sensor data. The Defiant has an EW
rating of 50. Duncan, with an EW skilf
bonus of 50, has a number of options;

Optign 1: He can ignore the threat of

missiles and hold his full EW as a

subtraction to his DB, as he has been.

Flaws in this idea are that if the enemy

fires missiles, they will almost certainly

reach their target, and his EW-DB mipht
afready be partiaily annuiied by the
altacker's EW — if they are using theirs
to thwart his. _

Option 2: He can use his full EW on

missilg jamming, giving himseif a good -
chance of destroying any that are fired.

This, however, reduces the ship DB by

50,

Option 3: He can alivcate part of the EW
rating to each: for instance 20 to overall
DB, and 30 to missile jamming. He
decides to do Option 3.

The opponent launches two Mk, 20
missiles at the Defiant. With twe incom=
Ing missiles, and Duncan as the anly EW
cperator, he has two-choices: :

1} split his EW ang try to stop both. - -
With this option, he would need to roll -
66 or above to jam each {half his bonus
of 50: 25, plus EW committed to
Jjamming: 30 {note full jamming EW is -
used against each missile, while the
operator skill must &e split), minys the
missile Mk. of 20 equals 35. He adds his
roll, and the total must exceed 100). A
separate rolf is made for each missile,

2) Use aif of his EW against one missile
and have a better chance of destraying
against one missile and have 3 better
chance of destraying one. In this case
he adds his full EW: 50 plus the
aflocated ship EW: 30, minus the missile
Mk. of 20. He must rolf a 41 or beftsr,

Note that If there were two operators
{and consoles}, each operator could
devote his full EW skill rating and the
ship’s full (alfocatedj EW rating against a
missile. Missile strike results are
determined at the end of the round, after
aff manning altempts are madge.

EW CLoAXING/STEALTH

This function cannot be used simuita-
neously with any other function. Cloaking
thwarts enemy sensor detection/analysls.
it is not vary stfective during combat,
since pvert use of weapons and sublight
engines are gastly picked up on sensars,
and the ‘cloak’ is useless. It is useful just
betore combat in attempting to ambush an
unsuspecting opponsm. In this case, the
stealthy ship's EW operator adds his EW
skill borus and the shlp's EW, and rofls.
The ‘victim' ship is allowed 2 Routine
sensor roll, adding the ship senser bonus,
the operator bonus, and any others
applicable. i the stealthy ship's modified
roltis 100 over the victim’s roll, it Is
undetected. Less than 100 but still more
than the victim indicates inconclusive data;
a rolf of less than the victim's indicates full
detection and ship analysis. On¢e a ship is
picked up on sensors, rolls are made svery
turn, but the stealthy ship must roli a

maodified differentizl of over 200 to 'vanish® ..

again, after a sensor lock has bean
established,

EW Derensive Bonus
Ship's DB is increased by a factor equal
to the amount ot avaliable Ew demgnatad
to 7w - :

' EW ANn-DEFENswe Bonus

This function can be used to cancel an
opponant's DB created by that opponent's
EW-anly. EW anti-defensive bonus cannot
e used to cancel other ship DB factors
such as shietds or Evade. For example, say
the Defiant has 20 points of its EW
designated for DB, the rest ressrved for
missile jamming. The Defiant’s attacker
uses 50 points of their EW rating in an
attempt to cancsf the Defiant's EW-0B, but
only effectively cancels 20 points, because
that is all that was designated. -

TRANSMISSION J AMMING

EW can aiso jam other ships' (and,
necessarily, their own) transmissions by
creating a large radius interference field, .
the generating ship at the canter. Radius
and intensity vary according to points
designated. Each point adds 1 LS to the
radius, and subtracts from a Gomm Tech's
attempted transmission roll. Ali ships
within the radius are affected both for
incoming and outgoing transmissions.
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BREAKAGE

Although atl field equipment in Space
Masteris designed to take a healing,
sometimes field scientists manage to dish
out more than your average piece of
eqiipment can take. This can be as-
sumed to ocour in thres ways, dealt with
using the Equipment Mishandiing Chart,

CHaracTER Makes A Bao Use RowL

Whenever a character uses a plece of
field equipment (muitiscanner, healing
device, etc.}, he must make a roll. An -
unmodified 01-02 indicates some sort
instrument faiture — rofl 1010 for charge
depletion or malfunction: 1-7, energy
charge depleted; 8-9, equipment malfunc-
tion; 10, equipment has been dropped.

CHaracTER FaLLs OR Is HiT

This is a fairly straightforward situation.
Should the character falt down {from no
appreciable height), all equipment not
stored (e.g. held in the hand or on the beit
rather than packed in the backpack) must
make a Maneuver Roll versus damage.
Standard eguipment has a +50 moditier
versys damage. For every additional
meter the item falls, - 5 from the modifier.

1 the item fails {the resul: baing 100 or
tass), a 1010 severity rolt is made, and a
Damage Type Roll. The RepairMalfunc-
tiort Chart is consuited when someone
who can repair the device is present, and
his medifiers can be employed.

The GM might also want to have the
damage severity roil modified for great
heights {once it is estabtished that the
item is not miraculously undamaged),
such as +1 per § meters. Any result over
25 is considered Extremely Severe.

MINIMUM DAMAGE FOR FALLS

: Dist. Fallen Severity Range

1-5m Aguting — Extremely Severe
6-10m Light — Extremiely Severe
11-15m Modaerate — Extramely Severs
16-20m Severe — Extremety Severe

21-25m Vary Severs — Extremely Severe
26m+ Extremely Severe Only

Example: Alistair Aurora is standing on
ihe edge of a 30 meter precipice with his
muftiscanner. He attempts to scan the
lands bayond, but roffs an 01. He rolis a
1010 and, being a clurmsy fool, he rofls a
10 (drop item). Alistair, leaning over the
edge, watches his scanner tumble alf 30
meters to the bottom. It has a base 50
modifier, but the 30 extra meters means
(30 x 5 = 150} it is at -100. Alistair wouid
have to roll 200 fopen-ended is allowed}
or over for the poor maching to be intact.
Alistair fails fof course). The Crue! GM
uses the Minimum damage table, so Alis-
tair's scanner is Extremely Seversly
damaged.

Crimicars

When the character suffers a critical
which specifically indicates damage to a
tool, weapon, or area of the body where
such might be located, the GM must
decide whether the item is at risk of being
damaged. If s0, a roll should be made,
modified by +50 {an intrinsic bonus for the
item) and the critical severity:

B -10
B -20
C o -30
Do, -40
o -50

Should the net rofl be 100 or lgss, the
Equipment Mishandiing Chart should be
employed, moditied by the severity of the
critical defivereg against the target.

The chart befow shouid be retled anto
determine the type of damage, including
the modifiers noted (not open-ended).

. EQUIPMENT MISHANDLING CHART

-29 Your piece of equipment, in 2 fast act of vengeance, gives you an "A”
critical hit, then disirtegrates into a useless tkimp of semiconductors.
Your device is a coltection of shattered circuits and cracked plastic.
There is nothing worth saving; don’t even bother to make a rapalr roff.
-20 With a totrd bang, a ‘poct’ and a billow of smoke, every cirguit in your

ftam shorts out.
-19—05

The item Is perfectly operational — except every time you use i, the
equipment gives you & 1010 hit slectrical shock. insufating gloves wil
help, but subtract 30 from any bonus.

86—20
21 —50

51 —79
80

g1 —=89
80

g1 —09
100
101 — 109
110

11 —119
120

The recaicitrant equipment is operational at -53.
i the device has more than one function {a multiscanner, for instance),
it has one function is operational; otherwise it is useless until repaired.

You can try 10 use your device, but 50% of the time it doesn't work.

The device works fine — If you hotd it upside-down (and only then),
This subtracts 3G to 90 from your bonus, depending on the item's use.

The devics is functional but at -30.

The equipment is functional, but it drains the energy cells at an acceler-
ated rate. Any roll of an 03-2C during use indicates drained cells.

The equipment is fungtional but at -20.

The device seems to work fine; however, it is secretly burning itseif
out, and atter 1010 more uses the damage increases o Extremely
Severe. It is useless until repaired.

Your device will function, but at 1/2 normal range unti repaired.

Your equipment is fulty operational, but the next time it must roff
versus damage it is +0 (instead of the normal +50).

The device is tully functional but af! operations are at -10.

A sharp slap and the iter begins to function normally again. No
damage except a couple of scratches.

Extremely Severe — -30
Very Severs — -20
Severe — -10

MODIFIERS
Moderate — +0
Light — +10
Routine — +20
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STATIC ACTION CHART

BASIC MODIFICATIONS .
e e e
+30 +30
+20 +20
+10 +10
¢ 1]
Hard -10 <10
Very Hard NA NA -20 -20 20
Extremaly Hard NA NA -30 =30 +30
Sheer Folly NA NA -5C -50 -50
Absurd MA NA -70 <70 =70
—--A-‘s--,-v.-‘ o | -1 1 I
: e
1
Shock & Pain 25—50% Hits Taken -30 NA -5 S -5 -5 -10 -0
51-75% Hits Taken . -20 NA -10 =10 -10 -20 -20
76%-up Hits Taken -30

Foreachltmbow = -10
S:unned S ST 30 | NA 50 | -50 -30 -50 50 .
Down . * .. Ac-ds_v oo 50U [ NA ] -70L. | <F0 -50 70 =70
"0 220
X slia ) Dl 1 20m 4410
SPECIAL MODIFICATIONS: .~ = =~ .
Hiding | Quatity of hiding place: Bad” - _ ] S
' : o Faire ' T - 0
Good - +10
Very Good - +30
Excetlent - +50
Presence af Hider in the area Is known o searchers. - -30
8 SFipicka AL | S aniy 20 i e S N o
’ T *
{5420;
Percaption Player mentions the appropriate thing being perceived. - +30
: {#.9. the player says ha ig actively jcoking for an ambush or trap}
The charaeter making the perception roll has encountered the
situation being perceived belore {this specific character, not
the player of the characier). - +20
;.’:'-Ef‘\n-g“ iy Fos @?’TL
'_ 5 parme _
f.-?'i; T HORr) d EI[ pamggﬁequlpme‘ ,mm;:u h —w!-'? %’a 3

* Modanatlons o maneuvers are applied to & relt on tha Parsonat Maneuver Chart

! These lighting conditions are for normal human eyesight, creatures that can see in the dark should ignare the dark and pitch black modifica-
tlang and half the shadow modifications. '

* {f the limb that is out of action ts nermaily required te parform the action, the GM should increase the difficulty of the action ang drasticalty
increase these modifications.

* in certain situations the maneuverar may withdraw from mefee without his opponent(s) being.able to attack him if he completes & succassful
maneuver.

‘ These encumbrances are approximations, absence of ane of the weight categaries wouid drop the encumbrance cendition one levet! (8.g. 8

character with a normal pack, no armor and one weapon would be medium, no! haavy).

oA cetegory 16 8l conditions balwaen a set of Knes. Only ono "Gondition from & category can have ns
"appﬁed to an achon {e g. a character auemptlng tc_a_ g lock may have taken 77% of hig &

.
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FERSONAL MANEUVER CHART Ixtramely
Routine Easy Light Madium Hord Very Hard ard Shewr Folly Absurd
-201 Foll domen. + 2 Hin. You Foll. Knoch 1l ard. You Fol. Bregh orme. + 30 Fall, +15 Hity. Seweh Foll. Bcock orms. + 30 Folt. Brack Dot orm Full wends you into o Fol breoks rech, Tou die 1 Foll crushen sttt ‘
ore out 3 rounds, owe ot lor 12 roundy. Hits. You ore ot lor & orm_ Yon ore out for B Hohi, ¥ou ore ot 18 ond neck. + }G Hil, You comd doc 3y, + N n Jrounds.
+9 Hin. rourradly. Fonardy. rounch, Arms useles, oe ot 8 coumds, Hit, Brobwn spina,
{-200} — {-131} Foi to ocl, Foll dorrn, Loaw 7 Fol down. + 1 Hitt, You Fok, Breck wrut, + 30 Foll. Breck leg. + 15 Fok, Breok orms. + 30 Foll, Bragh back ond Foll. You 1menk your Foll porakyzes you lram
o, + 7 Hih, or out bor 4 rounds, Hay, You ure out for b Hiy, You orw out 7 Hin. You are oul 18 ege. + 15 Hin. Porolysi bacibone ond e o rorh down.
rounds. _rounds. roundh. Army useless. of tower body. roma for | ywor.
-150) — {101} 1a Fol 1o oct, Foll down. +7 Hin. Tow | Fol down, Sproin onkly. [ Foll. Break orm. + 10 Foll. Breoh lg. + 15 foll. +30 Hit. You ore Foll, Breck bosh armu Foll, You wnosh your
ore ot bor 2 rounds. Youorw ol -75%, ¢4 Heh. You are ovt & Hily, You ure aud for & st & romurtds. Shomer ond neck. + J0HiN. You | botkbone cad orein o
Hilv. rounds, shnned 3 rounds. bnes, Youo oee oo -30%. oey oot 80 roundy, camg foe 1 yrar,
b rounds.
{-100) — |-31) 30 18 fad o oct, ol down. Love 7 Fall down, Sproinankle. | Fall. + 20 M. You Foll v 12 thh, Breok Foll +30H4 Youore | Fob. Break bock and
ronands. 4 3 Hin, Youorr ol 25% % e ook pour went Yo arm. Ton ore oul for & ot 9 roundy. Shotter legn. » 7540y Paralyus
Hay w01l 7 iounch. Mol uumiehy Liwe. You are o1 B0%. sl lawes Lundy
wery pincarih
[-30) — [-28) 50 30 1 Fatio oo, okt dawn, +5He. fou | Foll, Sproin anile ond ol + 10 Hun. Knock Fob, + 12 Hin. freoh FoX. You ane out 1B
ore out ] rands. Inor hgoment, You are yoursl oul. You ora ot | arm. You are oul for 6 ronsndy, Yo break bt
ar-J0%. + 15 Hin. lor 1 roundh, You kne, rownds. orms. + 75 He,
pat.
{25y — [ 70 50 30 5 Fod fo acl. Foll down. + 5 Ha, You | Foll. Sprom onbie ond foll, + 30 Hay. You Fall. » 1 HL You
nre ot of oxlion for 3 tear muicle, You are ol braok your wan. You breoh your heg ¥ou ere
round. 0%+ 1 Hm. ore ot 7 roueds, Mol o -F3%. You are et 4
. Y —— raunch.
0 — 20 B0 &0 50 10 5 Foil ta2 e, Foll down. +5Ha You | Fok +5Hm Youplla | Fob + 15 M Break
. ore out hor 3 rounds. g musche. Your ore ot arm. Yoy ore ol o &
-23%. You ore out 2 Fonmch,
tonrndt,
21 — 40 90 70 &0 20 10 5 Foil 10 oet. Fodomn. + 7t You | Fol Anock yoursef out,
1oke 3k per royund. You ore owt for 30
You are out lor 2 roundy + 10 Hin,
roundy,
At — 3% 100 an 70 Kt} 0 4] 5 Foldown. + 5Hm. Tou | ol Sprain onkbe and
ot sl lor 3 rawendy. feow bpament. You are
o -3H0%, » PS5 Hin
- o0 an 46 K1+ 20 HH Fal fo aer, FoMl down. + 7 Hits, You
e a5 1c0 nohe 3 bt per roend.
You ore out for 7
rivnly
& — 75 100 108 94 30 40 30 0 5 Frerar for 7 1oundr.
76 — @5 100 100 100 &0 50 40 30 3 Foul 1o oet
85 — 9s 106 1 100 70 40 50 40 20 5
%6 — 105 1o 145 160 80 70 &) 50 25 i
106 — 115 116 118 100 20 BO 70 &0 o %
Y14 — 125 120 110 1o 100 96 80 70 40 30
126 — 135 120 120 110 100 104 70 80 50 L143
138 — 145 130 120 10 110 100 100 90 &0 50
48 — 155 130 130 120 120 il 100 100 74 40
156 — 145 140 130 120 120 120 Ho 100 80 70
p— 140 140 130 Super meve, Yoo leet Exzrlent move. You ore 120 i3 11] 20 :[]
186 185 greot, Sublroct 4 hin wralurwad. Add 1 1
from paut cuerent toral, odhey ralty lor 7 rounds.
—_ 146 Gireot . You lest Bedbgnt, Mova inipit vy MAOYE MMBIE ) o MAovE IRl your 120 104 0
126 25 150 b:ﬂ’:c“;::roc:‘: hity ol You ore wvbonned. adhves, Add 70 1o Irigndly olies Add 30 12 kieedly
fiom curcent lotod. Yown oleey ore al 1, 10% o Jor 3 rounh, roth lar 7 rouwnds
Jow 2 rauruls.
— dibke ¥ Brithan?. Mo H Mot impires pout MOVE iy pour Move mpiret paur Yau have balt the rownd 100 100
26 — 273 156 ot ooty | ok Yow are wanaened, | oher, Add 70w huandhy | olows, 203 15 10 bincdy | ofies A3 30 1 rancty | 1ot
from you current bl Yout plies ore al ¢ 1% rodh for 3 rounds, oM bor 3 rownds. o for 3 raundh,
ot for ¥ roinds.
. Eian i ; PG, i Mave nipry por MOug niprret youl BACwl INgal S par More g dlons all Tord Move i all Ines
78 inceedible moue. You e e B | i et 2o va bienaty | @ AR 75 s teanchy |l ks 3010 rercdly | e, A0 ikl | oo Al 30 evernity | oo S et ] o e
rarm et Cottemt tut + 10% for 7 10w cals for 3 roundh tokh bor 3 rounda. sy bae 3 rounds R — sty o 6 reruriiby, Vaave bt ter 1ot 1
tural. o)

RO B |

tEHL R

MG

ey

anIREETE

i
|




PICKING LOCKS AND

ALTERNATE PERSONAL MANEUVER C

USING HEALING

. PERCEPTION AND

INFLUENCE AND

. GENERAL

pther than you). Any braps connecing o
are sei Off, it disarming a apfatarm, itis
acthated.

ware iry\ag 1o haal. I the Laiter, you are guill-
ﬂﬂdanmdummcuoemmmt
00 days.

Scanning, 10% chance you dropped the
Hjuipment or jammed the consale.

afempts by you to influence them wiii fail.

- DISARMING TRAPS: EQUIPMENT: SENSOR/SCANNING: INTERACTION:
BLUKDER: If picking a lock, you have broken ] BLUNDER: You hot only fait to heat your BLUNDER: You not only fai 1o gel any valid | BLUNDER: Your biatant attempt at coercion | BLUNDER: You fail spectacularly.  possible,
your lock-plck equipment (if mechanical lock,; patiant, you actually do damage: 75% chance: information bt you pick up invalia alienates your awdenca. They are influsnced | your static dction has the opposite etect
ihe pick is Stuck in the jock, rendaring i you damage your equipment {make 2 it of | infarmation due to & misconception or :omuuappamalwhuyouw_m ) Irom whal you infended.
=26 dowinn | uropenable untit removed - INs requires 1he equipment damapa table), 25% you Qive | improperly Sensed delails. You may never try] attempting ta get them to do. Uintil a major
another roll to pick tha iock by someane your patit additional wounds such as you | again on the same topic in the sama ared. I 1 chanpe in circumstances ocours, any

ABSOLUTE FALLURE: You have deveioped &
menta! block on this lockrap and wilt aulo-

ABSOLUTE FAILURE: Contusion causes a
mental kpsa, The asters of the wound

ABSOLUTE FAILURE: Corfusion causes &
mental Rpse. This parception 1oil and any

ABSOLUTE FAILURE: Yous audience rejects
You, C3using you ba lose confidence and your|

ABSOLUTE FAILURE: Utter incompetence
causes & mental kipse. Any stalic 3Ctions

1S lockArap,

and the wound is scavlessly repaired.

=25 — (04 | matically fai cn any further attempts to pick/ | contounds you and you Spand ont mitute {6 | perception ol mace during the next ?Dminf aif of guthorily, Any influence attempis aliernpled dfuring Lhe rext 10 min (60
disarm it. if disarming ¢ trep (of pickinga | rounds) staring Diankly before you can bry 1 (B0 rounds  will result in faliure {see 05-75 | during the next hour (368 rounds) witt result | rounds) will result in failuce (see 05-75
lock wilh an atfached trap), thers is 2 50% | agaln - xnd then you must do So 21 -30. below), . in failure (soe 35-75 below). beiow).
chance thatl the trap witl b activated. - )

FAILURE: Currenty you have no further FAILURE: Yoy (tor whatever reason) decios | FAILURE: You gain no information, but you | FAILURE: You have falled. Your audience witt} FAILURE: You have failed. Yau may not try

on how to pickdisarm this lockArap. After 24] that the wound you were going to heal is nol | ihink that you have iearned everyihing not be receptive 1o any of your attempls at | the same static action in the same place for..
05_75 heurs you may make 3 parceplion 1ol and B | the one 10 $1a:t o, hoat someone 2isa o7 available. You may not try again on the same| illusnce 40r at loast t day. t day.

# succeeds you may make another aitempt to) another wound befors trying this ona again. | fopic in the 3ama 2rea for one hour.

plci/disarm the fock/trap. it no othars, ses ABSOLUTE FAILURE. .

PARTIAL SUCCESS: You have figured out PARTIAL SUCGESS: You manage 1o heal tha  PARTIAL SUCCESS: You gain Soma of the | PARTIAL SUCCESS: Your autdiance is stit | PARTIAL SUCCESS: I partial success is
. : parl of the Jock/rap and hawe an [atyitive et wouwnd, but it takes twice the Ume and thers ] information on tha topic that required the Hstening, You can cominue 1o ty 1o influente| possible, you accomplish 20% of your stalic
: Tor the rest. Howevar, furthes eflort aldhis | wilt ba unatiractive scarming (or # bone or perceplion roil, but you are nol awara that | them, action, You may not iry the same stalic

76—90 time will be counterproductive. Do something carilage, Ihe sat is not guile siraight; theve | you missed somelhing. You may aci iry action in the same place Jor 1 hour,

elte for 14 minoles and then you can try may be 3 imp of ather matiormation}. again an tha same 1opic in the Same area for

again. Bewara of malpractics suits. ) 1 hour, )

HEAR SUCCESS: You aimost had it. it you | NEAR SUCCESS: You heal the wound and in | NEAR SUCCESS: You gain some of the NEAR SUGCESS: Keep Latking, your atdience | NEAR SUCCESS: If partiat success is
91-110 spent twa 10unds Thirking aboul your he regular amount of time, but there is somel infarmation on the Lopic fhat required the ] is becoming more {riendly. Modily your next | possible, you accomplish hatt of your static

attempl {ng other aclivity}, you may iry again| light scarring, and fuft recovery will take 50% perception roff, and you are aware that you | rall be +20. action. You may iy again after 3 rounds o!

with an exif +5 bonus, iongef than usuai, Oh, well, missed something. You may by again after 3 contemptation,

rounds uf contemplation.

SUCCESS: The fockArap s picked/disarmed; 1 SUCCESS: You perform your duty with SHUCCESS: You pain att of the information on | SUCCESS: You hava influenced your SHCCESS: Your static action is successiul.

l 1 ] _1 75 +50 o any fulure attempts o pickfdisarm | uninspired eificiancy; all goes as it should | the topic that required the perception roll, audienca.

ABSDLUTE SUCCESS: In the future you may
avlomatically pick/disarm {1zkes a0 round]

ABSOLUTE SUCCESS: You are 3 madical
marvel {at lragt this lime). The woun is

ABSCLUTE SUCCESS: You are aware of
#veryihing in the area that you are examining)

ABSOLUYE SUICCESS: Nod andy did you
inftuence your audience, but you receive 3

ABSOLUTE SUCCESS: Your static action is
successiut and you get 3 +20 bonus fo

+3kill bonus for Perception DR Scannar GR
Sensors,

NOTE: Difficutty and other mod#fications are
hased upon what the charactes is trying to
pel Ihe avdiznca o do.

] 76 Up 1his lockfrap o1 any idenlical fock/trap. 10 o 1 beawtifuity repaired in but hall the narmaily | This includas information on topics tther +50 bonus on intiuencing them untf you g0 | lurther slatic actions for 1he aext 10 minutes
alternpls on simifar locksAraps in the future. | required time. You Qet a +20 on 2t heating | than the one requiring ihe parception roll. something to cause them 10 kose cortkience | (60 rounds).
roits tor 14 minutes {84 rounds), You gel a +20 0n all perceplion rolis lor 30 | 4 you.
. minutes (6 rounds).
MODHFEATHONS: MODIFICATIONS. MODIFICATIONS: MOHFICATIONS: MODIFCATIGNS:
Ditticulty - +20 it using Intiemary equipment (with Ditficulty Difficutty- Dhficuily-
+30-Routine +0-Medium -30-Extremely 1 associated backup facilities). «30-Routing +0-Medivm 30— +30-Rouling  +B-Medium -3 +30-Routing  +D-Medium 30~
Hard -30 if no Merical Scanner Diagnasis first, Extremety Hard Exiremady Hard Extremely Hard
;éﬂt;&sr ~t0-Hard  -50-Sheer -30 if in 2 combat sAuation. +20~Easy “10-Hard -50-Sheer | +20-Fasy -tf+-Hard -50- | +20-Easy -10-Hard -50-Shear
. Folly Sheer Folly Foity
+10-Light -20-Very Hard -70-Absurd I Routine (+30), Easy {+20}, Light {+10}, +10-Light -20-Very Hard -70-Absurd [ +18-Light -20-Very Hare 70—
+ Skill banus for Crime Technics OR Picking | Medium 10}, Hard {10}, Very Hard {-20}, +207F the player states that his character is 1 Absord
{ocks OR Bisarming Trap. Extramety Hard §-30}, Sheer Folly {-50}, spending time looking far specific +50-Audiance s personalfy loyal or devoled
Absurd {-70}. inlormation. The number of rounds spenl to the charactar,
affects tha difticulty. +2(-Autienca is undar hirs to the character.
+50 H Tactical Stanner. + Skill bonus toe tnthzance and interaction
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| USING THE CHART

| $pace {any orbital, in-system or intersys-
-3 wm sub-light plot) or Hyperspace {any

3 severity of difficuity of a chosen maneu-

— number (%} is given, it must be inter-
F .4 preted in direct reference to @ maneuver,

s

e ] shauld according to the chosen speed by

Ay

2 f
g VEHICULAR MANEUVERS

All driving, steering 0r Other maneuvering contro! of any vehicle, whether it be a
cle, gravscooter, hovercar, hydrofoil, airplane or starship, is done using the Vehicu-
;Maneuver and Astrogation Chart {pp 84-85). A few assumptions are made in this
qetion regarding skills. The skilts of AFV Driverand Combat Pilot refer to combat skills
pemflcaily refating to piloting under enemy fire and in tense situations.

2.1 IR

{ For plicting, choose the column which
most acourately reflects the vehicle being
operated. It Astrogatlun choose gither N-

yster-than-fight course piot, to be used
only outsice of a system).
Next, the GM must determing the

verfeourse plot, and afl other pertinent
factors. A roll is made and the result
cross-indexed, Most of the text rasults are
fairly seff-explanatery, aithough some GM
etrapolation may be necessary. I only a

Normally, one roll is made per hour in any
lype of vehicuiar — including air and

space ship — transportation, with
appropriate modifications. {Any special
maneuvers require an additional maneuver
roli.) No in-tlight hyperspace roils arg
made once the shunt is achieved.

When rolting the hourly/daily move-
ment roil, a reswit of 100% means that the
traft has traveiled the exact distance it

the PC. A lesser or greater percentage
hdicates the percentage of the supposed
 distance actually travelled at that velocity
twithin reason), The possible game-terms
ieasons for the fluctuations are myriad;
head/tail-winds, other weather, traffic,
poor road conditions, ete.

When a special maneuver roll is called
for and the result is a percentage, it
Usuafly indicates the percentage of the
Maneuver which has been completed in
i e given time-span (usually one ten-
Sacond round). More than 100% indicates
that the move has been done in less than
n seconds (200% means it took 5
Seconds, for instanice), If less than 100%
i§ achieved, anather roll is required, and
With it the additional time is consumed.
tle that Hyperspace piHoting, and all
trogation maneuvers require an average

22.11 GENERAL

MODIFICATIONS
Difticulty:
ROULINE .o e (+30)
casy {+20)
i }
Very hard ..o {-20
Extremely Hard oo ivincriinnn, {-30)
Sheer FOIlY v {-5(
ABSUTD....vv e e {70
IBAME v cereees ovvereenas oo {-100) ~
Driver/Pilot/Astrogator Condition:
25-50% of Hits taken ....................-10
51-75% of Hits taken ..., -20
78-up Hits taken ..o veeee e -30
For each Hit/rnd bleeding .......o......... -5
Bachiimb ot oo -10
(or more, depending)
StUNNED oo, -50
Drurk/grugged .....vveivenee. 1010 -850

Vehicle Damage:

Vehicle damage, other than concussion
hits, is usuatly directly indicated by mal-
functions. Any vehicle over 'max hits' is
inoperative and heipless (ships are dead in
the water, planes fafl from the sky). in the
case of starships, when a spacecraft goes
over max hits the structural integrity of the
hull and frame is lost. No specific
additional damage is done, but if the ship
attempts to maneuver, enter Hyperspace,
enter a planetary atmosphere, or, addition-
ally, land within a gravity fied, it must rofl
on the Damaged column of the Vehicuar
Maneuver Chart. Any Piloting bonus will
be a modifier, of course. Afteraroll is
made on the Darmaged column, the actual
maneuver rolf may be made, with any
applicable modifications. Any additional
damage indicated from the Damaged
column roll is immediately applied. At 2x
max hits any vehicle is irreparably
destroyed.

Random Maifunctions, as designated in
the Random Malfunction Chart {in the

Tech Book), are rolled as follows: first, roll
1010 to determine severity (if severity not
indicated in the actual maneuver/eritical).
1-5: Rowting, 6: Light, 7: Moderate, 8:
Severe, 8. Very Severs, 10; Extremely
Severe. Second, roll on Randorii Malfunc-
tion Table, re-ralling if the result is
inapplicabte. If a matfunction severity is

atready designated on this table, ignore

the first step here,

O ong turn (6 rounds) — though there are
eJ‘f-‘&pnans aspecially in Astrogatmn

Or'
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22.12 DRIVING/MARINE PILOT

MODIFIERS

General Modifiers are included plus
_those listed below:

Precipifation:
EF 1111111 U |
Sleetz‘snowihall PP |
(more if heavy)
Visibility:
Each 50m < 1 km {fOQ/BIC) ...ovoverrveennn =B
Nightt = | '
If vehicle has hghts SRS |1
If not... 50
Combat: -
Vehicle under fire; ..coveeceerervrreerrreens -25

(assuming driver does not have AFY -
Driver skill. if he does have that skill, it
should be used instead of the regular
driving/piloting skill}.

Land Only:
SUrface Wet .........ccovvvvieveirivrerssereens -10
Surface Snowy -30
{-10 more for every 10cm up to 1m)
Surface lcy ...... ST -50
Marine Daly: -~ . .
Each Meter of Wave height ............ =10
;. Each3 kph of wmd ....... EST wee®B
 $peed: ' - '

Naturally this is a very |mp0rtam factor
(making a hairpin turn at 120 kph is more
dangerous than traveling in a straight line
at 18 kph). Where a speed limit is posted,
very generally, -1 for every 2 km over the

* limit is applicable. Since the 'safe’ max

speed will vary so much depenging on the

vehicle used and the maneuver though,

the GM should assign danger factors

based on the situation and vehicle,

extrapolating from these examples:
Exampls: Sanvoc is driving his Jate-
model sportsciar on an average plasphait
highway. The caris a fypical infiated-tire
vehicle, max speed 250 kph, Sanvoc is
being pursved by Hysterical Hostiles in a
low-tlying gravitic craft, who are firing at
him. It is pight (Sanvoc has no special
vision — the car of course has head-
lights), and raining. The safe posted
speed himit is 160 kph.

Sanvoc has 10 skilf ranks in driving &
car and an Ag/Qu stat bonus of +15, s¢
slarts with 2 +65. Due to the superior
handling qualities of the car, the GM
grants Sanvoc an additional +20. Total
bonuses: +85. However, rain subiracts
10, night 10, and wet road 10. He is also
unider fire and has no AFV Driver skill

" ranks, so -25, Tolal subtractions: -55.
Sanvoc's general net add is 30. Driving
along a straight highway (all elss aside)
at the speed limit is Roulina, adding
another 30, so making the maneuver of
reguiar driving under these conditions
will be at +70. Checking the Driving/
Marine Filot column of the Pilot/Astroga-
tion Table, we seg that Sanvog needs 1o
roif above a -14 (70 + {-14] = 56) to be
completely (if unimpressively} success-
fud, -

Sanvoc, however, fears that regular
cruising is not evasive enough to elude
his pursuers. Me accelerates to 220 kph,
(60 over the limit) reducing his bonus by

are stili closing, and their shofts nearer,
so he decides 1o attempt a daring
maneuver: turn off his headfights, then
siam on the brakes, spinning the car
around 180 degrees, hoping to lose them
as he heads the opposite way, No lights
reduces his bonus by 40, and the GM
determines his spin maneuver to be
Extramely Hard (lgnoring all the environ-
mental factors, which are already Incor-
porated!) which is 60 worse than '
Routine, Sanvoc is at -60. He neads to
rolt an unmodifiad 116 or higher to be
completely successful. Less than
compilele success (a percentage, rather
than an unpleasant specific failure) méy .
mean he only spun partially, or some-
thing similar, However, this will increase
the total duration of the maneuver fhe
neads to roll again to complete the

 remainder) giving his attackers a chance

to figure out what is going on.

22.13 ATMOSPHERIC AND
IN-ATMOSPHERE ORBITAL
MANEUVER MODS
Winds:
-5 for every 10 kph, including qusts.
Visibllity:
Every km < 10 kilometers ................ -10
Night {unless special vision) ............-20
Pracipftation: .
Raining oeveveceenreeceeenanes ey -10
Sleathall.....v e 20
SIOW ..o s -30
Landing:
Area not paved ... =30
Are not marked ........cceevenerrevvnrrennn. =30
Pilot landed here before ...................+20

Landing at night without lights. ........-40
Combat:
Vehicle under fire .. .25

{Pifot does not have COmbar P:.forSkrl!)

30, so it is now 40. Sanvoc's adversaries

for compiex or involved courses, such as

1 skiM and finds himself in combat, he is at .
=25 (the usual penalty when no skill rank e

22.14 N-SPACE PILOTING
MANEUVER MODS

Any of the general Pilot Condition
Factors listed above, in addition to the
factors below:
Ship Under Fire:

Pilot dges not possess

Combat POt SK ..o D5

Autopilet:

PTOGram RURNING ....cv.coeesssssss eenrees 50 -

Not useable in 2 combat or spemal

g
maneuver situation; assumes Aslroga- f ‘

tion plot laid in,

Physical hazards:

Variable, depending on situation.
Pitoting thruunh a dense asteroid fieid

would be a series of Shesr Folly or Absurd 3

maneuvers.

Na Course Plotted:
‘Flying by the seat of your pants'.....-50 .
Note that this penaity is only applicable .

astrogating across a star system. Also

Astrogation Is inapplicable for combat; in :
that case the Combat Pitot skill is em- R

ployed {if the pilot has no Combat Pilot .-

have been made in an area)

Example: Jym-bob, aboard the F!yfng -
Mering and trying to evade officers of the
Law after a misunderstanding, enters an '
asteroid figld, hoping they are too
cowardly (or reasonable) to follow. Since
a course as variable and complex as this
is not pigt-able by any known astrogation
methods (GM decision), Jym-bob must
fiy by the seat of his pants (-50). Itis
aiso Sheer Folly (-70); and ha is under
fire and does not have Combat Pilot skiff .
{-25). Jym-bob is now at -145. He has a
total Pijoting bonus of 80, and sa is at -
55. The GM takes into account the width
of the asteroid field and how fast Jym-

bob is going, and figures how many turms %1 i
it will require to get through. Jym-bob . B

must rolf every turn. For each rolf of

100%, he has successtully navigated the 8
figld for the given distance. For a roll of &

greater than 100%, the GM adds the
extra as bonus distance travelfed. Fora ¥
roif of below 100%, the GM decides that

not only is the distance less than 100%, “&

but for avery 20% less than 100, the ship »

is struck by an asteroid (The GM should "_F_
determineg hits and if 2 Random Malfunc- “%
tion is appropriate; he may wish to refer .

....................._.._._.‘...................




1o the.Vehicufar Encounters resoiution
rufes. Section 23.0). 8o, if Jym-bob roils
7 36, he subtracts 55 and gets -19. The
Table ndicates no movement. The

Flying Mering is hit by five asleroids and -
gets nowhere. Hope your deflectors arg
up Jym-bob.

As can be seen from the exampie, there
are many game possibilities, and the GM
must sxtrapolate from the table data given.
¢ne additional note regarding the example
above: It Jym-bob had an EW rating, it
would pot be usefui as 3 DB against
asteraids {they're hard to foal).

22.15 HYPERSPACE PILOTING
MODS

Any of the general Pitot Condition
Factors listed above, in addition to the
factors below:

Attempting to Enter Hyperspace while
in a Gravity Well will subtract from the
Pilot Manauver Rolt. A Gravity Weit is
defined as being within 500 x the diameter
of any sizeable celestial body, such asa
planet or star. In the Sof system, for
‘example, cutside Sol's gravity wetl is fust |
inside the orbit of Jupiter. For every 20
diameters within the Well, rolt one
Random Malfunction on the ship due to
structural strain, .., attempting to
hypershunt only 420 diameters away
would cause 4 Random Malfunctions.,
Thus, a ship attempting to shunt while 100
diameters away from a sun would suffer
26 Random Malfunctions. If any of the
maffunctions ihdicate Translight Drive
shutdown, the ship fails to shunt entirely
{but stik sutfers the damage}.

Piloting Maneivers — using a Hyper-
Jump program — to enter/exit hyperspace
{under no pressura) are Medium (+0}, and
 percentage value means the percent of
the way through Hyperspace shunt
preparation the pitot is. Attempting Hyper-
jump under the same circumstances
without a program is Very Hard (-26). On
the average it requires one turn (& rounds)
to time of shunt. The actual Hyperspace
shunt does not oceur until you achieve
100% cumutative results.

it the pifot rolis less than 108% in his
altempt to to drop out of hyper, each turn
of delay from the correct time {as calcu-
fated by the Astrogator} displaces the ship
amassive (in sublight terms) distance,
usually the squivalent of hundreds of days
travel at full sublight velocity — more or
less, depending on individual ship engine
raties. Naturally, the enly reasonable thing
1o do is have the Astrogator plot a new
{very short) Hyperspace course o get the
ship closer. This will require all the

] 22.16 ASTROGATION MODS

The base speed to plot an N-Space or
Hyperspace course is one mirnute {one
turn or six rounds). This time applies to
course plotting gifficulty up to Metium.
Hardto Extremely Hard courses have a
base time requirement of one hour, and
Sheer Folly and Absurd course plots have
a base of one day.

The course is plotted and ready to
implement when a total of 100% is
achieved, n¢ matter how many rofls
{assuming one roll egualiing one minute}
it takes. Astrogation is only roiled at the
beginning of each plotted journay,
Astrogation is assumed to be Medium

‘1 (+8), unless the appropriate preset course

tape is used, when it is Routine (+30}, or if
star charts are availabls, in which case it is
Easy (+20). If no Astrogation computer
program is available, Astrogation becomes
Absurd {-70). Also, any journey under 10
LY is unmodified, but forevery 1LY more
than 10 attempted in one jump, increase
the complexity of the course plot by
subtracting £ from the roll.

normat cateulations and rolts.

An N-space course must be piotted
every time & ‘significant’ interptanetary
space is traversed (leaving ptanetary arbit
&nd the solar system is ‘significant’;
changing ship orbit attitude is not) to
prevent 4 severe (Sheer Folfy, -50)
detriment to pitot maneuver. Combat
maneuvering does Aot require Astrogation,
as it is done in relation onlty to adversary
ships and does not refate to long-range
courses or large, gravity-exerting bodies.

A Hyperspace course must be plottad
for svery Translight shunt. As mentioned
above, any Hyperspace plot made to exit/
enter within & system or attempting to
initiate Hyperspace piloting within a salar
system/star gravity well is very dangerous.
Attempting to Hyperspace shunt without a
course is not only Jasane, it is probably
doomed to failure. if this somenow
otcurs, roll percentile dice. The number is
how many light-years are traversed before
the ship can return to N-Spacs.

Nole: seme very bad Astrogation rolls
resuit in a course plotted in the usual
time (usually 6 rounds, as indicated by
the 100% in parenthesis at the beginning
of the text) but something very wrong
occurs along the route. Players theoreti-
calty are unaware of the probiem. until it
is upon them.

RTINS




22.2 THE VEHICULAR MANEUVER/ASTROGATION CHA T |
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TriviegMoaring Pilet Duiital/Apmaapharic Phiel #-Spnte Pt Hyparspaca Ml N-Sysce Astrogatien Hyparsg t [ d

20 Tatal disasier. You e your vehizie Unbabievably Joept attempl 3 kocredkDly meorpric manewver. You iry | & 3 move ol uny . Absokutely tnb Youshod- | {100%]) Say your pravers. Your coursel And you Hrought N couldn't get worss,
{direction and severity of impact coniroiing the shig altectively o #ngage the cowrsa pio beforn itis | Stupidity, you befievs Bal ihe it tha Asirogation conscle, 2nd in | sends tha ship righ! Ihiough 2 soiar | Several ey structural rambary buckde;
dependent on vehichy 30d Sustion). | deactiales i popuision sysiem and | bid in and He entira Asirogali {5) are xbout tn ha process evase svery astrogalion systam. Onby o Ihe pial rolis a Lo of | the ship tikes ha-again max hitg i+ 10
Most likely it is bardly ped a5 your safety Dalya system shorix nut. Visty Severa mmmmmummun program, slar Mg, Mw-ulmm b 00 tioes hesshesl notice the | random Extremely Sirere matfunctions
mighl wefl be: Yehiche should roll on tmmemw damage, and Yhe ship buvlles b 2 shig (11 They zre nol ha jutt inths AN ] Glaring arvor betore entaring accued. Al g conrols thart aut;,
The Smal vehick Critical Hi table, somebody on board tan =wve you fom| random dirsction at Tull subligh type, you dump fe Irensiot fusl ) Abzord yrid the conzob is repaired, | Hyperipace. t not, tofl % ol the way | nearty Evary Compartmend i Jeaking a.
severity deiemmined by GM. # Rary death as the crati pl 0 ion ik e A ﬁnﬂlnr'ﬁdmlmhrmmdn and Veyy Hard afiar hat due te tack al | Ihrgugh ha jouwrney you M the Your shig ks dead in space; don’] even

aaith. Rok 1-4 (GM discretion) £~ console i epaired of Dverrkidan, 1his. It's 2 long road home 3t computn aid. Have 2 nice orblt decay. | system, af which polat Lha ship taces | hother 1 Iy tha ianie,
Blast (o oiher approprixte waich oril, | Aandom typersiunt, bare you corvl | subigid.. 2-20 random Fercs Critical hits fram

dependan o £rafl soe} Crivicals on detrls, belova e compuler drogs you

1he ship when it hits, Sorry. oiet o Hyper.

{-200) — You fose controd of ynur vehicle and i | Your chumisy fingers Sevarsly Damage] In an unciever move, you override the | Your mind in 2 hize, you mésinterpeet | (100%) You Yhink yourseHl vory cever | The Astrogalion console bypasses A m-utm.hi metali; §heiek

(-151} el WikRy. uamqsmm the main Pl consple (it is ostiess sabsly systerns and engage (ha wrong | the Asirogalion plot and shunl the thip m.'mmmnnm gshot{ khe a £hri Trew; ol -bwi_ you -.“ oy your attempt 10 maneuver.
(in 2 direchion wrii §, 50% chance the ship | drivt. Riobl 2 pew maneuver on The .| o in & random dicection, Aokl an tha ship aod Sav anecgy, Too bad you | Have dohe something seriousty wiong, Wllalmrmunﬂnltnllmwum
cm’ﬂn‘[:rll'tmmlnn”uuhlﬂhﬂure U in lte v L egdumn, using ol course | Absurd manewser ta drog salely out of | miscalculated. 50% chinca you g 100 | and the compuder conlinms it the mmwmlumMemMB,
¥Ou Can recover. You are stunced 3 | previously in; 50% W makes & folaly | $w Insane modification il you are in- | hyperspace. Fof every 10 bess thaa bow: Rolt an “E” Blasi critical ot the £ conteod panel i Severely damaged orh)
rounds (il nel dead S0oner). FANCOM Mahewver. wystens, (1 the ship i not eguigped  § 100% success, Ihe shig receives & ship 25 K hils planetary atminsphere, ini | and the 15 M y 50, i and i Very Severaly damaged

wilh Hypeaiitve, you simply tried o | "Pierca’ crithcal stika {andom “A7 5o | addiion fo 3 random makunclions due| There Is 2 25% chance you have and M - 90, ax ks tha pllok consola, No
abwriively accaierats tha Sublighl Droen, | “E” severity, 2% chanta of £ach] o stress; 3% chince you po 1oo high, yid 1he app ogali nreed 10 £oll The aciual manmwer,
ﬂmm"wmwlmm from spaca debis. Assuming you hurtieg a1 bigh Speed across the Pprogran in Ihe process.
random matunclions). Survive thal, tha Astrogator mystrofl | sysiem. The Pilok rmust complete »
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VEHICULAR ENCOUNTERS

In Science Fiction Role Playing games the characters are often caught up in situations

involving a variety of vehicles: cars, tanks, airplanes, jets, motor boats, star fighters,
space ships, etc. This section discusses how to handle some of the mast common
encounters and actions involving vehicles in a rofe playing environment. This section
presents a simple set of guidelines for resolving vehicular encounters and actions.

Many of the aspects of these situations are too complicated to be extensively covered

in this role playing system. However they are completely presented in the other two
parts of the compietely compatible Space Mastertrilogy of games:

« Star Strike, a fast-pace game of interplanetary space combat (available in the Fall of

. 1988}

» Armored Assauldl, in which hovertanks, powered armor, and aircraft compete in a
game of planetside vehicular combat (available in the Winter of 1988).

If a GM has these two games, he can use them instead of the simpler guidelines
presented in this section. However, he may still want to use this section’s methods for
resolving simple enceunters or encounters that he wants to handle quickly without the
fuli-blown detail and complexity of Star Strike or Armored Assault,

231 PR
TRAVELING AND
 NATURAL ENCOUNTERS

One of the most common actions
involving vehicles is *traveling”, that is,
getting from point A to point B, This
usually only involves a few simple
“vehicular maneuvers” as detailed in
Section 22.0. - '

~ Most normal “natural” encounters (e.g.,
rockslides, storms, whirlpools, meteor
storms, etc.} can be handied by vehicular -
maneuvers. If such a maneuver is
successful, the natural encounter can be
avoided. For example, a car could be
stopped before hitting a rockslide, a plane
could ride out a storm or ¢limb above it, a
sailing ship could maneuver past a -
whirlpool,-and a space ship could dodge
within an asteroid field. ,
it a vehicular maneuver 1o avoid a
natural encounter is unsuccessful {see
Section 22.0 for an example), the result
can be dramatic and final (e.g., a car hits a
rockslide and falls over a cliff, a ship is
sucked into a whirlpool, a space ship falls
into 2 sun, etc.) or the result can be
gdamage to the vehicle {e.g., a car hits a
rockslide and destroys a tire, a ship is
spun around by a whirlpool and hits some
rocks, a space ship is hit by an asteroid,
etc.). If the possibie results include both
an automatic result and vehicle damage,
the severity of the maneuver roll failure
will give a GM an idea of which ocours.

To determine damage, the GM should
assign a Mark # between 6 apd 50 to the
natural “attack” and resolve the atfack as
indicated in Section 23.6; we'present a few

Natural “Attack” Mk #
Lightening Bolt 15
Boulder i
Reet 20
Smalf Asteroid ©30
Medium Asteroid ' 40
Large Asteroid 50

23.2 I
DETECTION AND DETEC-
TION AVOIDANCE '

Often in a role playing game the
_characters will be in a vehicle and will
wantto trave! to 4 location without being
detected by outside forces or observers.
This is easily handled for the normal
senses by using perception (i.e., they see,
hear, or smell you or they don't). How-
ever, if the detection is electronic the
process outlined in Section 21.0 is fol-
lowed.

23.3 EEEERE
FLIGHT (RUNNING AWAY)

if a vehicle wants to flee from another
vehicle {its easy if there is no pursuing
vehitlg}, pursuit should be resolved as 3
series of vehicular maneuver rolls (see
Section 22.0). The GM should keep track
of. .

» The distance separating the vehicles;

» The velocity of each vehicie;

« The direction in which each vehicle is
heading. 5

in many cases this is all that need
be done {e.g., one car chasing anotht
glong a highway). In other cases, it i
good idea o use a display system to
represent the situation (e.g., a hex gr
and counters, drawing the chase on [
etc.). S

Enoing THE CHASE
Most chases end when:

« One vehicle or the other is disabled
tires shot out, power suppiy disablec
etc.). See "Fighting” in the next sect

« A certain location is reached {e.g., a
town, a friendiy port, a point far enat
from a star to enter hyperspace, etc.

« The chased vehicle is stopped/captu
{e.g., runs out of gas, grabbed by a
tractor beam, halted by a road block,
etc.).

* The vehicles ¢an no longer detect on
another

« The pursuer breaks off pursuit,
« The chased vehicle decides to fight, i

which case, “a fight” occurs as descr
in Section 23.5.

FigHTING During A CHase
After each maneuver of a chase the
shouid give each vehicle a chance to
“attack” another vehicle that is within
range. Use the chart below to determii
the range and then refer to the Range
Modifier Chart. To determine how to
resolve an attack see Section 23.6.

Actual Distance to Tasget

Atmosphere Spate
Range Mis/Max Min/M:
Point Blank  0/100m 0/1kn
Short 100m/2km 1km/10
Medium 2km/Skm 10km/25
Long Skm/15km  25km/35
Extreme  15km/25km  35km/50
23.4 NNEERRE.
FIGHTING

If two or more vehicles want to “figh
combat takes place within a framework -
ten-second rounds and one-minute furn
Normally, each vehicie is allowed one
maneuver and one attack roll per weapo
per round. The GM should use the
following Vehicular Combat Sequence:
1} Target Phase

2) Maneuver Phase

3) Maneuver Result Phase

4} Missile Firing Phase

| 5} Non-Missile Weapon Phase _

6) Missile Attack Phase
7) Disengagement Phase

examples below:;
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® he has a higher CMN {by 25 or more) than
@ his target he will be in his target's blind

®  The written targets and ranges are
@ revealed. Each combatant rolls on the
@ Combat Maneuver Table and adds any

@ The range between each attacker and
@ s "target” vehicle is determined by the

® has the higher CMN; or

@ ' The target chooses Medium, Long, or
@ Extreme range if his CMN is greater than

® attacker and target) are resolved at this
® ange; including any return fire from the
@ 2rget (even if the target's own “target”
® ghicle is the attacker).

® tate their target(s) if any: lowest CMN
@ rst, next lowest second, etc. The

TARGET PHASE
Each combatant writes down his
starget” vehicle and preferred engagement
range (Point Blank, Short, Medium, Long,
or Extreme). He must also write down
now he will split his Combat Pilot or AFV
Driver skilt bonus between offense and
defense (e.g., it his Combat Pilot/AFY
Driver kil bonus is 45, he can allecate 35
1o offense and 10 to defense, or 25/20, 10/
35, etc.). In addition he must record how
he will spiit his EW {se¢ Section 21.5).
Grouping Vehictes: During this phase, all
vehictes that are “friendly” and in commu-
nication must state any desired "group-
ing". if a combatant attacks a vehicle in &
group alf vehicles in the group may attack
that combatant. Alt “group” vehicles must
choose the same “engagement range” and
the same “target”, but each vehicle stiil
makes its own Combat Maneuver Roll
{CMN, see below} modified by an addi-
tional -25. The CMN for the group is the
lowest of the individual vehicle CMNs,
Blind Spots: If the target ship has a “blind
spot” (i.e., & direction from the ship in
which its weapens can not fire), a combat-
ant may write down “blind spot” in
addition 10 a range. The combatant will
receive a -30 modifier to his CMN, but if

spot {i.e., the target will not be able to fire
back at him).

Maneuver Prase

ipplicable modifiers to obtain a Combat
Maneuver Number {CMN).

Maneuver REsULT PHasE

ligher GMN: highest CMN attacker first,
iecond highest CMN next, etc.

» The attacker's written range is used if he

or equal to the attacker’s.
All attacks between the two combatants

MissiLE FiriNg PHASE
Each combatant with missiles must

tissiles are fired in this phase, but the
ttacks are not resclved. See Attack

Non-Missiie WEearon PHase
Each combatant states and resolves its -
non-missiie weapon attacks; highest CMN
first, next highest second, etc. Ses Attack
Limitaticns in Section 23.61.

MissiLe ATTack PHase
Any missiie jamming attempts are now
made {See Section 21.5). The attack of
each unjammed missile (fired in phase 4)
i$ now resolved.

DISENGAGEMENT PHaASE

Any vehicle at Extreme range may now
begin to fiee as outiined in Section 23.3
and leaves this fight with a distance
between it and the cther vehicies equal to
“Extreme” range; other combatants may
either chase or remain in the fight. ifa
vehicle can not move/maneuver {e.g., it is
dritting with its engine’s out, it is stopped,
grabbed by a tractor beam, etc.), then.an
attacker that is at Point Blank range may
atternpt to "board” {GM discretion based
upon the situation and abilities of the
combatants).

23.5 I
ATTACK RESOLUTION

in order to resolve an attack, the
attacker makes an attack roif (high open-
ended} and adds his Offensive Bonus,
subtracts the Defender's Defensive Bonus,
and adds the Range Modifier; this resuit is
the Net Attack Roil (NAR). The NAR is
cross-indexed on the Vehicwiar Attack

Chart {pg 89} 10 arrive at the result of the

attack.

» if the 1-100 rolt is 01-02, a weapon
faifure gceurs angd the attack resolution
proceeds no further; resolve weapon -
failure as is done with hand weapons

-{see Tech Book). ..

= A weapon's net attack roll cannot exceed
the designated thresholg for the
weapon's Mark #, instead the maximum
altowed result is used.

*» Net Attack Roll =

D100 [open-ended] + Range Modifier
+ Attacker's 08 - Defender's DB

imitations in Section 23.61.

_
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23.51 ATTACK LIMITATIONS
These are the limitations imposed on
an atfacking vehicle;
* A vehicle may only attack its “target”
vehicle and any vehicles that attack it or
its “group” {see Section 23.5).

« Each weapon may only attack once per
round,

* in 2 given round, a combatant may only

fire at a target with weapons whaose
“fields of fire” overlap (e.g., if a vehicle
has two energy weapons that fire in 30°
arcs that do not overlap, it may not fire
both at the same target). However, non-
overlapping weapons may fire at ditferent
targets.

* I a vehicie fires at 4 vehicle other than
its “target” vehicle, it receives a OB mod
of -25.

* The vehicle to be attacked must be
within range of the weapen, see the
Range Modifiers Chart

23.52 OFFENSIVE BONUS
The attacker's OB is the sum of the
following modifiers;

* The "Gunner's” skilt bonus with the
weapen (i.e., the skill bonus for Heavy
Energy Projector, Projectile Gunnery, or
Missiles).

« The Mk. # of the weapon.

* The Heads Up Display {HUD) benus.

*» The 'Predict’ program bonus;

« The portion of the Combat Pilot/AFV
Oriver skill bonus allocated to Offense in
Phase 1 (see Section 23.5). This bonus
ts only added to the 08s of attacks
against the “target” vehicle.

= -25 if firing at a vehicte other than the
“target vehicle,

23.53 DEFENSIVE BONUS
The Defender’s DB is the sum of the
following modifiers (if appropriate):

+ Any special superior armor bonus.

» The "Screens” honus.

* Any EW {Electranic Warfare) altocated to
DB (see Section 21.5). This may be
nutlitied by EW activity of the attacker.

» The 'Evade’ program banus.

» The portion of the Combat PilotvAFY
Driver skill bonus allocated to Defense in
Phase 1 (see Section 23.5).
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23.54 THE VEHICULAR ATTACK.

CHART

This chart is intended to help the GM
determine how much and what kind of
damage results from an attack. He should
yse commuon sense to apply these resuits
to the variety of situations that can arise in
vehicular combat.

Hrrs
The number part of the result is the
“hit” total taken by the target.

MaLruncTioNs (DamaGE)

" The "Malfunctions” indicated by the
char? are actually damage caused by an
attack. The letter(s) indicates the maifunc-
tion severity:

A = Routine;
C = Moderats;
0 = Severe;
E = Very Severe;
F = Extremely Severe.
A second roll (D10) should be made for

gach malfunction to determine what part
of the vehicle is affected:

L Crew
2 e ————— Power
K S Motive Systemn
4-5.., o B Control System
6-7 .., ... A Weapgn
< Life Support
T | £ Random

Crew: A crew “Malfunction” indicates that
a crew member (GM determines ran-
dornly), takes a critical of the type that the
- attacking weapon would deliver (see
personal weapons in the Tech Book). The
critical’s severity corresponds to the -
severity of the maltunction.
Non-crew and Non-random: The Power,
Motive, Control, Weapon, and Life Support
malfunctions should be detailed by the GM
to correspond to the actual vehicle
involved; use the Random Malfunction
Chart (Tech Book) to gét an idea of the
variety of damage that can occur,
Random: When a “Random™ malfunction
is called for rofl on the Random Malfunc-
tion Chart (Teth Book). If the result is not
applicable to the vehicie, the GM can do
one of four things:
1) Rolt again.

2) Modify the result to apply to & different
par of the vehicle.

3} Use the closest appiicable result on the
tabie,

4} Have no damage occur from that

COMBAT MANEUVERING CHART

RANGE
Point S

Blank Shoﬂ :

Madium

Mudlf!ers o ths Resul!

-30 .....Trying for the “Blind Spot”
-25 .....!f part of a "Group”

+ Approprlate Pilot skilf bonus (Combat Pilot or AFV Drwer)
+ Mk. # of vehicle’s Tactics Program -

+ Mansuver Thrust if in space .

+ (Speed in kph + 10} if on land/water

+ (Speed in kph + 50} if in the air -

RANGE MODIFIERS CHART

RANGE T
Medium S Lo E

“malfunction”.

Q...........................Q._...._._........................
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: e " VEHICULAR ATTACK CHART
Net ‘
b | Attack ~ Target’s Construction Armor Type (CAT)
D | ot 30 29 28 27 26 25 ~ 24 23 22 21
P | 01-02 F Fr F F F F F F F F
D | 03-07 0 -9 0 0 0 0 0 0 0 0
p | 08-13 O 0 0 0 0 0 0 0 1 1
p | 14-19 0 0 0 0 0 0 0 1 2 2
o | 2025 0 0 0 0 0- 0 1 1 3 4A
P e Max. Result for Mk. 2-3 Weapons —eee
o | 26-31 0 0 0 1 1 1 ' 1 2A GA 7A
® 32-37 0 0 0 1 1 1A 24 S5A 9A 10A
® : Max. Result for Mk. 4-5 Weapons
® 38-43 0 0 1 1. 2 - 2A 4A 8A 124 13A
® 44-49 0 0 1 1 3A . 3A 7A 11A 15A 16A
50-55 0 0 1 2A - BA SA 10A 14A 18A 198
o 56-61 0 0 -1 3A BA BA 13A 17A 218 228
®! 67 0 0 2 4A 8A 8A 164 20A 24B 258
® 5573 0 1 2 4A 9A 9A 19A 23B 278 288
®| 74-79 0 1 3A 5A: 10A 10B ~  21B 25B 308 J1B
@ 80-85 0 1 3A 5A 11A 11B 228 278 33B 348
®| 86-91 0 2 3A 6A 12A 128 24B 28B 348 37C
@ 92-97 1 2 4A 6A 12A 138 258 308 36C 400
¢! 98103 1 2 4A 6B 138 13C 27C 31C 37D 43D
® ‘ Max. Resuit for Mk. 6-10 Weapons - .-
o 104109 2 3A 48 7B 14C 14D 28D 330 - 380 46E
® 110115 2 3A 5B 7C 1580 15D | 300 340 40E 49E
° --Max. Result for Mk. 11-20 Weapons---+--+ss-+eszeszzee
® 116-121 3 4A 58 iC 15C 16D 31D 36D 43k 53k
122-127 4A 5A 6B 8C - 16D 16E 33k 39E 47E 57F
® Max. Result for Mk. 21-30 Weapons
® 128-133 5A 6B 6C 8D 170 18E 37E 43E 54E 62F
® 131139 58 6B 70 gD 19D 21E 42€ S0E 62F 70G
Max. Result for Mk. 31-40 Weapons -
® 140-145 8C 126 160 18D 350 50E  B85E g5F - 112G 125H |
.146-15_0 10D 18D 25k 28F 50F 806G - 130G 140H 165! 1751

Max. Result for Mk.41-50 Weapons

Key:

A = Routine Malfunction
B = Light Maffunction

€ = Moderate Malfunction
D = Severe Malfunction

E = Very Severe Malfunction
F = Ext. Severe Maifunction

Znd Roll Maltunction Type

1. ..Crew

2.. ... Power

3. ...Motive System
4-5 . ...A Control System
6-7 . ...A Weapon

8.... ...Life Support
9-10. ...Random -
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PART IV: TELEPATHY |

- A Psion is a specific Telepathic power, the equivalent of a spelin a Fantasy milieu. One of the basic aspects of this system is the
use of Psion fists and experience fevels (or just levels). The ability to cast and learn Psions is closely tied to the character's level. |
Psions are grouped into lists, A Psion fist is an ordering of Psions based upon the correlation of level, intricacy, and potency. All
Psions in a list have common characteristics and attributes, although each may have vastly different effects and applications. Psion
lists are learned in stages, as the character progresses in experience, knowledge and power. Quite often a ¢haracter learns a list only
10 a certain fevel. In such a case, the character would know, and potentially be able to cast, a Psion when his experience level is
preater than or equal to the Jevel of that Psion.
If there is no Psion on a list at a given level, it signifies that no new Psion ability is gained from knowledge of that list at that level.
Psion lists are grouped into four Fields: Visions, Alteration, Contral, and Self-Mastery. These Fields determine who can "learn” a

given list and how much effort it will take.

NOTE: A Telepath who learns part of a Psion list (through the normal learning probess%ee Section 25.0) immediately acquires the

ability to use the Psions he now knows (of his level or below).

TELEPATH TYPES

There are three types of Telepath: the Truve Telepath, the Semi-Telepath, and the Non
Telepath. True Telepaths may Jearn Psion lists from more than one Field of Psions.

Semi-Telepaths are normally aliowed to learn lists from only one Field, their Base Field.
Non-Telepaths are restricted to only one Fiefd and only limited portions of those lists.

Refer to the Gharacter Development Chart (pp. 8-9) for the d_evelopmelnt costs for

“learning” lists.

ol S
TRUE TELEPATHS

¢ True Telepaths are characters who have

chosen to pursue the learning of mental
powers above all else. They have access

“ to all of the Psion lists, but prioritize their
* Fields of Endeavor, much like other

characters prioritize their weapons pick
costs (see Section 3.42). The Psion Fields
are Vision, Alteration, Control, and Self-
Mastery; sach of which include six Psion
lists. Referring to the Character Develop-
ment Table, in the True Telepath row ..
under Psions there are for number-slash
combinations (1/*, 2/*, 3/*, 4/*}. These
represent the costs for learning lists in
each of the four Fields, and may be
assipned to the Fields as the Telepath
wishes.

The Field chosen to have a 1/* skill
development cost is considered the
Telepath’s Base Field, and all of the lists
within it are Base Lists. Theoretically, the
True Telepath may learn Psions in these
lists to 50th level, while they may onty
{earn Psion lists in the other Fields to 20th
level,

24.2 N
SEMI-TELEPATHS .. -.

Semi-Telgpaths are a profession which
combines the attributes of the Telepath
with those of one of the other professions.
Semi-Telepaths are normally aliowed to
learn lists from only one Field, their Base
Fleld (see above). That Field must be
chosen when the character begins
development and can never be changed. A
Semi-Telepath’s cost for developing his
Psion list is 2/*.

Note: Optionally, the GM may allow a
Semi-Telepath fo learn lists in one
additional Field. This pption is reflected
in the 5/ pick cost on the Character
Development Chart. Semi-Telepaths
allowed to learn lists from this second
Field may only learn Psions up to 10th
level in that Field {see Section 26.0).

When he begins character deveiop-
ment, a Semni-telepath must choose a
profession to “follow” (he may not choose
“Telepath”); this choice will affect his skill
development costs, For example, a Semi-
Telepath that “follows” the profession of
Armsman is called-an Armsman-Telepath
and sorne of his skill development costs

‘will be the same as those of an Armsman.

There are 10 Skilt Development Gost
Categories: Weapons Skills, Astronautic
Skills, General Skills, Scientific Skills, etc.

(see Character Development Chart on
pages 8-9). A Semi-Telepath's Develop-
ment Costs come from those of “chosen”
profession for two of his Categories and
from those of “Semi-Telepath” for the
other Categories. The Semi-Telepath must
-decide which Categories use which Costs :
when he begins development and may not
later change them. _
Example: Kevyk the Semi-Telgpath has
decided to “follow” the profession of
Armsman and become an Armsman-
Telepath. He looks over the Character ¢
Development Chart on pages 8-9and =
decides on “Armsman” skill development
. costs for the Categories of Weapons  :
Skills and Combat Skills and “Semi-
Telgpath” costs for the other Categories.
When Kevyk fills out the skill develop-
ment costs on his character development.
worksheet, alf of the development costs
will come from the Semi-Telepath row,
except for his Weapons and Combat
skifls, which will come from the Arms-
man row. Kewyk decides to choose
Alteration as the Field of Telepathy he
wishes to concentrate in. Again checking
the table, his cost is 2/* for alf the Psion -
lists in that Field. If the GM aflows Semi-
Telepaths to chogse lists from a second
Field, Kevyk's cost for learning Psion lists
in his other Field would be 5/ :

24.3 PENE—
NON-TELEPATHS =

Non-Telepaths are characters of other
protessions that desire to pay the high DP
cost to gain limited Telepathic Powers.
Non-Telepaths are only alfowed to learn
portions of lists from one Base Field. That
Field must be chosen when the character
begins development and can never
change. _
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LEARNING LISTS

25.1 DI
DEVELOPING SKILL
RANKS FOR PSION LISTS

When a character expends.develop-
ment points to acquire skil ranks, he may
attempt to study pne and only one list of
Psions by developing skill ranks for that
list {see below for the only exception).
Characters may not develop skill ranks for
a variety of lists ang count on the Juck of
the dice to give them Psion abilities. A
character must develop onfy one "list” of
Psions at a-time.

Once he has “learned” a portion of that-
list (i.e., made a successful Psion Gain
Roll}, his skill ranks in that list drop to
zero. Then he may begin to develop skill
ranks in another list or new skill ranks for
a higher tevel portion of the same list.

The cost for devefoping a skill rank for
2 list varies depending on the chosen
fields of concentration of the Telepath (see
Sectton 3.4 and the Character Develop- -
@ ment Chart for details on determining
@ costs). Depending on cost, a Telepath
® may acquire several skill ranks for a Jist at
one time. These skill ranks represent the
@ amount of the character's development
@ devoted to discovering.the basic concepts
® invglved in the use of those Psions,
through meditation, practice, etc. The GM
@ must be the judge of the availability and
@ cost of that information {0 the charactes.
Note that a portion of 2 Psion list may
® be “learned” (see Section 25.3) only if the
Telepath has already learned the lower
® ieve! Psions on that list.

@ * It a character is abie to aliocate develop-
ment points for a total of 20 skill rarks
® with a list {insuring its gain at the riext

level of experience without the use of a
@ stat bonus), he learns the the first teve!
@ Psion on that list (if any) immediately
® (betore reaching the next level of experi-

ence) and may begin to develop skill
ranks for of a second Psion list. When he
@ Cains the next level of experience, he will
® “learn” the appropriate portion of the first

list and be entitled to make a Psion Gain
@ Roil for the second.

Psion users learn lists up to and including certain levels by developing skill ranks as
is true with alt other skills in Space Masfer. However, this area diverges from the
standard skill and bonus rules: a character who is trying to learn Psions (i.e., has
allocated development points to learning part of a Psion list) makes a Psion Gain Rall

(PGR) upon reaching each new experjence level. This is a 1-100 roil (NGT open -ended)
wlth a roll of 101+ required to successfully "learn” a portion of a list.

« |f a character, after making an unsuc-
cessful Psion Gain Roll, wishes to begin
the study of another list, he may do sa,
but he torfeits all skill ranks developed
for the first Psion list. Such skill ranks
may be neither transferred nor retained i

~ the character wishes to switch his efforts
to some other Psion list. He may, if he
has enough Jevelopment points, allocate

_ development points to bring the skifl rank
1otal with the first list to 20 and then -
begin to develop skill ranks for the
second as -described above.

25.2 IR
THE PSION GAIN ROLL

When making a Psion Gain Roll, the
character roils 1-100-{not open-ended)
and adds his applicable stat honus and 5 x
his skill ranks inthe list; a result of 101+
indicates success. Thus 20 skill ranks
guarantee that the character will “learn”
part of the Psion list up to a certain level
(see.Section 25.3).

Moditication due to Skill Rank: (5 x skill
rank in the list) A bonus based. upon the
amount of practice/training the character
has performed in that particular area {list)
of Telepathy; as measured by the number
of skill ranks he has developed for that
Psion fist, -

Stat Bonus Modiiicatmn. True T_elepath-s
always use their Self Discipfine stat bonus.
The stat bonus used by Semi-Telepaths
varies depending on which field they
choose to concentrate in:

Fieid Stat Bonus
Visions Intuition
Alteration Empathy
Control Presence
Seif-Mastery  Seif Discipline

An Unsuccessful Roil: If the PGR is not
successful {i.e., less than 100}, the skill
ranks are not Ipst, rather it just means that
the character has not gained a complete
understanding of the forces to be utilized.
After he has had time to “ponder his
experiences” and has gained further
“understanding of his universe” {i.e., when

his experience level increases), he may

125.3 ISR

make another Psion Gain Roll, gaining the
tull benefit of his skill ranks in the list
{(which he may increase by further -
development in the meantime). Eventuaily
the character will learn of part of the Psion
list {agsuming he survives and continues
1o advance in experience levels).

|
I
I
{
(
A Successful Roil: Once a successful !
Psion Gain Roli is made, the character is |
considered to have learned the use of the i
Psicns on the portion of the list that he
was studying and may use them as fong 1
as such use complies with other rules for I
their use (Psion power points, time
requirements, etc.). The number of skill |
ranks in that list is reduced to zerg. The I
character may develop more skill ranks for i
that list, but they appiy.to learning a hrgher o
level portion of the list. I
Psions, once learned, may be cast at I
any time by the expenditure of power
points {see Section 26.1). The Psion Gain !
rall, successfully made, means the . - |
character is generally capable of casting !
the Psions on the list up to a certain level -
(see Section 25.3). To cast the Psion, the !
character states he is doing so and |
expends power points. The minimum ;
number of power points to cast the Psion = - | !
is equal to the level of the Psion. Thusto g |
cast a third level Psion, the character must © S i
expend three power points, !
|
I
I
I
I

LEARNING A “PORTION”
OF A PSION LIST

When 2 Psion Gain‘Roll for a Psion list
is successfully made (see Section-25.2),
the character may learn some of the
Psions on that list (called & FPortion of that :
list). The Telepath may learn from one to
ten new Psions for each successful Psion
Gain Roll. The number-and {evels of the
Psicns learned are dependent upon;

» The profession of the Psion user.
« His Base Field (see Section 24.1), 3
* The Field of the list “learned”.

« The portions of that list that he has
already learned.

Remember that the Telepath does not
gain the ability to cast a Psion until his
experience level equafs or exceeds its
level; even then he must abide by all the
normai restrictions tor casting Psions.

Tue bearnaaLE PoRTIONS
There are five Portions of Psion lists
that may be learned. Generally a Trug
Telepath or Serni-Telepath will be re-
stricted to learning only certain Porticns of
certain fists (reflecting the relative

QRO

difficulty of learning these lists).
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“A" Portion: An “A” Portion includes all
Psions on the list up to and including level
5 {1-5th level),

“B” Portlon: A “B” Portion includes alt
Psions on the list up to and including lavel
10 (1-10th level).

“G" Portion: A “C" Portion can only be
tearned if an "A" Porticn has already been
learned for the Psion list and the Telepath
is level & or higher. (In effect, he can
already cast the Psions of lower leve! than
the ones he is attempting to learn). A “0”
Portion includes alt Psions on the list up to
and Including leve! 10 (5-10th level).

“D” Portion: A “D" Portion can only be
learned if a "B” Portion has aireacy been
iearned for the Psion list and the Telepath
is level 10 or higher. A “D” Portion
includes all Psions on the list through level
20 (10-20th level),.

*E” Portion: An "E” Portion can only be
learned if the Psions on the list have
already been learned to level 20 {through a
“B” Portion and a “D" Portion previously
learned), This Portion includss a single-
25th, 30th or 50th levei Psion. All Psions
of lower ieval on this list must have .
aiready been learned. In addition, the -
Telepath must be at [east the sarme level as
that of the Psion being learned..

254 _
RESTRICTIONS -~

Talepaths Semi-Telepaths, and Non-
Telepaths may only learn certain “Por-
tions” of Psion lists (see Section 25.3),
dependent on their Base Field, their
profession, and the Fleld of the list they
wish to learn. These restrictions are
summarized in the foliowing chart:

Base Field Other Fieids
True Telepaths B.D.E B.D
Semi-Telepaths B,D,E AC
Non-Telepaths A -
* if option chosen. :
Example: Suppose & Telepath reaches
26th level, and knows one of his Base
Field fists to fevel 20, one Qutside Field
lists to level 20 and another to level 10.
With one pick he could (a) learn a new
Psion list up to and including 10th level,
a "B" Portion; (b} learn the 25th fevel
Psion on the Base Figld list he already
knows to 20th level, an “E” Portion; or (c)
fearn the 11th-20th level Psions on the
second Outside Field list (the one he
already knows to 10th level), a "D"
Portion. Note that because the other
Cutside Fieid list is not a Base Fisld fist,
he could not learn its 25th level Psion as

. of an “E” Portion.

CASTING PSIONS

Once a list is known (i.e., learned) to a given level, a Telepath can cast those Pswns
he knows at his level or lower. Normally, however, a Telepath is restricted in how long it
takes to cast a Psion and how many Psions can be cast without rest, .

26,1 I
CASTING CAPABILITIES

The number of Psions which can be
thrown by a character is dependent upon
his power points and the level of the
Psions cast. The number of power points
expended o cast a Psion is equal to the
fevel of the Pslon (e.g., a 5th level Psion
costs 5 power points 1o cast). Power
points, onice used, can be regalned by a
pericd of sleep or meditation (vsually
around 8 hours for most humanmds)

26.11 INHERENT CAPABILITIES

Each Telepath has a number of power
points (PP} based upon his experience
level and one of his stats (see Stat

Bonuses Chart, pg. 45). For a character of

extraordinary faculties it could be as high

as three or four power pomts for each
experience level,- :

» True Telepaths base their PPs on Seif
Discipline regardiess of their Base Fieid,

» Semi-Telepaths and Non-Telepaths base
their ppwer point on a statistic based .
upen their Base Field {see Section 4-6).
If a GM allows Semi-Telepaths 1o learn
Psions from a second Fieid, power points
for casting those Psions are still based
upon the statistic for the Base Field (i.e.,
each character only has one set of power
points to use).

Base Field PP Stat
Vision Intuition
Alteration Empathy
Control Preserce
Self-Mastery - Seif Discipline

Example: Suppose a 15th level True
Telepath had a Self Discipline of 92 (1 PP
per level), then the Telspath would have
15 power points each day (1/level x 15th
levei). If his SD were 95, then he would
have 30 (2 x 15} power points per day,
and if his 80 were 100 he would have 45
(3 x 15) power points per day, Assuming
the last power point total (45), the
Telepath could cast 3 of his highest level
Psions (15th), or 4 of his 10th fevel
Psions and a 5th level Psion, or any
combination of Psion levels totaling 45.

Under certain circumstances, the GM
may find it desirable to aliow both Psion
using professions a minimum of one PP
per level. Psion using characters may be-

Pe92

severely handicapped if their prime
reguisite is not high encugh to allow them

. .| any inherent power points..

" Power points are regenerated only after
a proper rest peried, usually involving 8
nours of steep {or uninterrupted medita--
tion, or whatever is standard for the race).

21.12 BONUS ITEMS

Certain items can gnable characters to
throw more Psions per day. The most
“common” of these (though alf such items
are extremely rare) are called Focus
Crystals or sometimes Psion Prisms.
These gems are imbuad with a psi-power
of their own, which can bs tapped by

- Telepaths and used to enhance their own

Psion casting abilities. Focus crystals
must be worn {usually set into 2 piege of
jewelry) to be used. They should rarely
exceed +3 or x2 in power {see below), -

There also may exist artifacts of the

1 Ancient races which predate the current -

spacefaring civilizations. Though even
more rare than focus crystals, these items
might be even mere powerful and interest-
ing, perhaps fashioned into ornamental

-jewelry, crowns, bracelets, etc.

Psion Muitipliers: The inherent power
points of a 'Pelapath with a Psion mulitiplier
are increased by the factor of the item.

For example, a Telepath with a “x2" item
and an inherent power point total of 7 has
a net power point total of 14 points.

Psien Adders: Each +1 on a Psion adder

{ ‘means that the owning Telepath may
throw {once) any ons Psion which can

normally be cast and not expend any
power points. These Psion itemns can
generally be used repeatedly, {after the
same rest and/or meditation that enables a
character to regain his own Psion paints).

Example: Suppose a 15th ievel Telepath
in the example abovs had a Self Disciplin-
eof 92 (15 power points} and a +2 Psion
2dder. He could cast any combination of
Psions he knows costing up to 15 power
points and any 2 other Psions (the levels
of these two additional Psions would not
matter at all for the purposes of calouiat-
ing the power points he had expended).
If the sama Telepath had a “x2" Psion
muftiplier, he would have 30 power
points to expend in the normal manner.
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handing out Psion bonus items as they

type 0f power point enhancer shouid be
relatively rare and expensive. Only one

psion points by 4}, and items should be
usable by only one character per day.
psion items are required to be held (or at
lzast worn) when used {e.g., a Teiepath
would have to wear his +4 Focus crystal
on 4 pendant around his neck if that were
his bonus item),

26.13 MISCELLANEOUS

Various factors may be introduced to
affect power points in a given situaticn or
game. For example, proximity to a
Telepathic spiritual source might result in
increased power points, or proximity to
areas rich or poor in unmined focus
crystals would affect a Telepath's power
points. This is a factor which is decided
by the GM.

CASTING TIME REQUIRED

The time required to cast a Psion will
be des¢ribed in terms of rounds (we
suggest 10 second rounds, but this may
vary from game system to game system).
The time required to cast a Psion is based
on the level of the Telepath and the Psion
he is trying 10 cast. Most Psions become
gasier to cast as the taster becomes more
farnitiar with them, a factor that is reflected
in game terms by comparing his level to
that of the Psion being cast.

During Psion preparation, a Telepath
must concentrate and be relatively inactive
(10% of norma! activity or movement
allowed). On theround of Psion effect
(when it is actually "cast” or “thrown™), a
Telepath may operate at 25% effectiveness
(which means he may not cast another

Psion). if a caster is dropped, stunned, or
killed during preparation, the Psicn is
cancelled but no power points are
expended.

Note that gertain Psions are instanta-
neous in effect and do not require prepara-
tion, Treat these as Class ] Psions
regardless of the level of the caster.

@ Instantaneous Psions are marked as such

@ ©nthe Psion lists and in the descriptions.

@ Class M) Psions: Class iHl-Psions require 3
reunds to cast; two rounds of preparation

® 204 one round for effect. Class 11 Psions

@ have a level equal to the caster, one level
less, or two levels jess (a Telapath of level

° 7 would have all of his 5th, 6th and 7th
level Psions as class NI Psions). '

Restrictions: GMs must be very careful in

can distort the balance of the system. Any

iten shouid be vsable by any one charac-
ter between periods of rest (possession of
two x2 Psion items does not muitipiy your

26.2 IR

Class I Psions: Class (1 Psions require
two rounds to cast: one round of prepara-
tion and one round for effect. Class Il
Psions have a leve! of three less than the
caster, four less than the caster, or five
less than the caster (a Teiepath of jevel 7
would have all of his 2nd, 3rd, and 4th as
class Il Psions).

Psion being ove:whelmingly successful.

27.1 N
NON-ATTACK PSIONS

Nonr-attack Psions include all Psions
which cannot adversely effect an oppo-
nent. These are indicated in the Psion de-
scriptions and include all those marked:
informational, defensive, etc. When a
non-attack Psion is cast, the caster makes
a roli. If the roll is 03-Q0, the Psion
succeeds, but if the roll is 01-02 the Psion
fails. In the case of a failure, another rolt
is made (NOT open-ended), the rolf is
modified by -10 and applied to the Psion
Failure Chart ; then the result s immedi-
ately appiied to the Psion or caster.

27.2 IR

DIRECTED ATTACK
PSIONS

Directed attack Psions (DAPs) manipu-
late elemental forces to directly attack a
target, and thus do not involved a resis-
tance rolf {see Section 27.32). Direct
attack psions are resolved by making an
attack roil (high open-ended), modifying it,
and then applying the result to the
appropriate Weapon Attack Tabie (see
Tech Book). For example, Energy Boitis a
direct attack Psion that concentrates
gnergy intc an attack that is resolved on
the Laser Attack Table. Normal OB and OB
modifications (except for the ¢aster's skill
bonus) apply and are based upon the
Weapon Attack Table used for the Psion
(e.g., OB and 08 modifications that appty
to laser attacks aiso apply to Energy Boit
attacks).

Skill Banus: The skill benus for a directed
attack Psion is based upon the attacker's
skill in “Qirected Psions” not s skill for
the corresponding weapon. Directed Psion
skill must be developed separately for

each type of directed altack Psion (2.g.,
skill for Energy Boit must be deveioped

RESOLVING PSION EFFECT
Once a Psion s cast, the effect of the Psion must be resclved. In many cases the

resuits are automatic, but when the target is a living ¢reature or unusual object, various
results can occur. These resuits range from the Psion faifing to operate correctiy to the

Class | Psions; Class | Psions require one
round to cast; zero rounds to prepare and
ane round for effect. Ciass ! Psions have a
leve!l of at least § less than the caster (our
hypothetical ievet 7 Psion user would have
all his st ieve! Psions as Class | Psions,
when he advanced to 8th Ivl, his 2nd Iv)
Psions would become Class |, etc.}.

Psion Failure: Psion failure is based upon
the Psion itself and not the corresponding
Weapon Attack. If the directed Psion
attack rall is 03-00, the Psion succeeds
and the attack praceeds normally. Butif
the roil is 01-02 the Psion fails. In the
case of a faiture, another roll is made (NOT
open-ended), the roll is modified by +20
and applied to the Psion Failure Chart ;
then the result is immediately applied to
the Psion or ¢aster (whichever is indicated
by the table).

27.3 IR
'BASE ATTACK PSIONS

Base attack Psions (BAPs) include all
Psions which are not non-attack Psions
(how surprising) and which are not
“Directed Attack Psions”, Base attack
Psicns are resolved Dy the caster making
an aitack rolf (NOT open-ended) and then
applying the results te a resistance roif
-(open-gnded) made by the target (or GM).
This net resistance rall will indicate i the
Psion has affected the target.

27.31 PSION ATTACK ROLL
The Psion Attack Rolt {PAR) is NOT
open-ended and represents the effective-

ness of the caster's Psion.

Unmooiren RoLLs
An unmodified rolf of 01-02 indicates
autornatic Psion failure, while a roll of 96-
00 indicates a higher than norma! resis-
tance roll modificatton {nene of the
maodifications below apply tg such rolls).

separately from skili for Hurfing).
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Mopircanons 1o THE PAR
The following modifications are

additions or subtractions to the base
attack roll tha t apply if the original roll
was not 01-02 or 86-00. if the Psion
Attack roil thus modified is less than 03
then the net base attack rofl is 03, if the
modified roll is greater than 95 then the
net base attack roll is 85. These modifica-
tions are summarized in the Psion Attack
Roll Modifiers Chart..
Level of Caster: If the caster is a pure
Telepath, the level of the caster is added to
the PAR (Psion Attack Roll}. Semi-
Telepaths do not get this bonus.

Range: The distance from the caster to the

farget can modify the PAR, The modifica- -

tions are printed on the Psion Affack
Chart. They range from +30 if the caster is
touching the target to -30 if the range is
greater than 300 feet.
Cover and Situation : Certain situations
can result in modifications being given by
the GM. For example, if the target is
detected but not seen, a subtraction of -20
might be given, . - .
Race ar Unusual Material: Certain
creatures and races are especially hard to
affect. These creatures shouid be given a

. modification by the GM based upon his
world system Simitar modifications
should be glven to cenam unusual
materials.: :
Shields: Certam shields may modify PARSs
the Psion Attack Rofi Modifiers Chart.

_ ErrFecTs oF THE PAR

The net PAR is used on the Psion
Attack Chart to obtain a resuit.
Psion Falluse : A “F" result on the Psion
Attack Chart means the Psion has failed.
in the case of a failure, another roll is
made (NOT open-ended), the roll is

- modified by +10 and applied to the Psion

Faifure Chart ; then the result is immedi-
ately applied tc the Psion or caster
(whichever is indicated by the chart).

Resistance Roll Modification: A result of
a positive or negative number indicates a
result which must be added to the
tesistance roll.

27.32 RESISTANCE ROLL

~ The target of a base attack Psion MUST
make a resistance roll (RR) if the Psion

_ has not failed. This roll represents the
target's innate resistance to the effects of
the Psion and may be modified a number
of fagtors, This rolt is open-ended and
thus always represents a chance that the
target may not be affected by a very

. powerful Psion or may fail 10 resist a very

- weak Psion, _

Mobpircamions To THE RR

Modifications to the RR are additions
or subtractions to the RR which resultin a
net RR. _
Modification from the PAR: The modifica-
tion indicated by applying the PAR 10 the
Psion Attack Chart.
Statistic Bonus: The target may add his
Seif Discipline stat bonus to his RR.
Items and Psions: Certain items or Psions
may give a target a modification to his RR.
These modifications depend upon the 1tem
or specific Psion.
Race: Certain races are unusually resistant
to Telepathic power and may be given a
madification by the GM based upon his
galactic system, These modifications for
the standard Space Master races are
given in the Racial Statistics Chart, p.31.
Willing Targets: Certain targets may
submit themselves as willing participants
it a Psion, in such & case, the RR should
be modified by -50, and the level of the
target should be one for the RR.
Special Attack Psions: A few Psions are .
very.-difficult to resist and have their own
additional modification to any RR made’
against them (e.g., any RR versus .
Ventrifoguism on the llusions st is
subjected to a special -30 "Mod"}..

" RESISTANCE HOLL TABLE 3
To use the Resistance Roll Chart,

cross-index the attack level (usuvally i¢ the
level of the caster) with the level of the
target. If the net resistance roll is greater
than or gqual to the result of this cross-
indexing, the target has successfuily -
resisted the Psion. Otherwise, the target
has not resisted the Psion and suffers the
results given in the description of that
Psion {see Section 28.0 for details of indi-
vidual Psion effects).

Critical Hit Tables: Some Psion attacks
require for a roll on one of the Critical
StrikeTables (see Teck Book). In these
cases, the PAR and Resistance Rolls are
made as usual, and If the Target fails their
RR, the Telepath casting the Psion then
makes an unmodified roll on the appropri-
ate column of the chart indicated.
resull { #1atiure: Certain Psions will
indicate a total result based upon the
difference between the net RR.and the
result from the resistance table. This
ditterence divided by the # (round off)
indicates how many increments of the
resuit are applied .
. Exampla: If a target fails his AR by 47
- againsy Paralyze on the Mind Assault fist,
he will be paralyzed for 5 rounds becausa
the Duration is “1 rnd / 10 failure” (47+
10 = 4.7 which rounds to 5).

1 (-19)-0% — Lose Concentration Sue %o strain. Psion

27.4 I
PSION CHARTS :

PSION FAILU RE CHART

tost, but not Power Points.

06-20 — You have second thoughts. Psion lost,
but not Power Points.

21-35 — Indecision, mild mental lapse, Delayed
imd; but may be cast next rnd.

36-50 — Serious mental lapse. Psion lost; not PPs.
~30% activity for 3 ends.

51-65 — Moderate but serious strain. Psion and
PPs last, Stunned for 1 md.

66-79 — Subconscious fear, Psion and PPs lost.
Stunned 2 mds. Psion internalized. +15
hits. Stunned 3-300 rnds. _

80 — Caster internalizes Psion, +15 hits. Knocked
down, Stunned for 1 hour.

81-86 — Sarigus strain. Psion lost, but not Power
Points. Stunned 3 mds.

§7-89 — Internatization; sense overload, +20.
Blinded & deaf for 60 mds.

90 — Strain causes mild stroke. +20 hits, Knocked
out for 12 hours,

91-86 — Severe strain causes misfire. +5 hits. .
Stunned for 3 rds, .

97-99 — Target's powerful mind causes Psion to
backfire, Reverse roles of target and

" caster in Psion effects.

100 — identity ¢risis, Lose Psion casting
capabilities for 2 waeks. :

101-166 — Extreme mental pressure causes . :-
misfire; Knotked down. +10 hits-
Stunmed for & mds.

107-169 — Caster intemalizes, Psion. Lose all
Psion casting abilities for 3 wks, +25
hits. bnconscious for 3 hrs.

119 — Strain causes severa stroke, Paralyzed from
- the waist down.

of target. Al In line takes an unmodi-
. fied attack. Stunned 3 mds.

117-119'— Psion strays; travels to a pointSm left
of target. Allin line takes an unmodi-
fied attack. Stunned 3 rnds,

120 — Mental Collapse. Psion is cast in direction
opposite to intended line. Lose all
Psion casting abitity for 100 days.

L e e VL WA 4T el S e

111-116 — Psion strays; travels to a point 5m right ] ¢

Modifications *:

-20 Non-attack Psions that affect only the
caster

-10 Non-attack Psions that involve matter/

energy only

0 Non-attack Psicns that invalve another

living creature .

+10 Base Attack Psions

+20 Directed Attack Psions

* Use only largest applicable modifier.
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° - g
® : _
LA pSION ATTACK CHART , PSION ATTACK ROLL MODIFIERS: _
® )
® Rfi Category Effect Note . f
® _________ROH Modifier Levei of Caster - - +1 perlevel True Telepaths enly.
@ Um 01-02 F Race/Unusual Material+/- (variable)  GM determination.
® 03-04 +80 Cover and Situation;
® 05-08 +70 Fuli Cover -20 Detected, but not sighted.
e 09-12 +B5 : Partiai Cover -10 Less than 1/2 of target sighted.
13-16 +60 Static Target +10 Applies only if no cover.
® 1720 430 Shields: | |
o 21-24 +45 . Velocity Shield 0 —
® 25-28 +35 | Absorption Shield -5 —
° 29-32 . +30 Deflector Shield -10 -
33-36 +20 Barrier Shield . -15 — :
P 37-40 +15 Range: - | [
ot _ ange:
o 41-44 +5 Touching 430 ' Target or what he is wearing.
® 45-48 0 FromOmupto3m  +10 -
® 49-52 0 From 3m up to 15m 0 -
53-56 5 From 15m up to 30m  -10 - !
® 5760 -10 From 30m up to 100m -20 —_— )
® | 61-84 -15 More than 100m -30 —
® 65-68 -20 '
® - 69-72 -25
o . 2 K BASE ATTACK ROLL MODIFICATIONS
® 8184 40 Category Effect Note
® gggg gg | PAR Modification  -125to+80  Apply result from Psion Attack Chart,
® 93-95 .55 Target's SD Bonus  -25 to +35 Self Discipline Stat Bonus, See page 45.
® UM 9697 75 Race +/- (variable) See page 31.
.INUM 98-99 -100 : Psion Modification  +/- (variable}_ _ Depends on Psior_l. “Maod"” in Psion descriptian.
@ ; Willing Target -50 Target wants psion cast at/ont him
4 |
® ; . _ _
ol RESISTANCE ROLL CHART :
L Attack Level t . -
@arget | 1 2 3 4 5 6 7 8 9 10 M 12 13 14 15 »15*|Target
.._ml Level
.;j 5 55 60 65 70 73 76 79 B2 8 @ 8 893 ©1 93 95 1
2 45 50 55 60 65 g8 M 4 77 80 82 84 86 88 9N * 2 :
®; 40 45 50 55 60 63 6 69 72 75 77 79 B 83 85 v 3
® 35 40 45 50 b5 58 &1 64 &7/ 70 2 14 76 78 80 * 4
@5 |30 35 40 45 50 53 56 59 62 65 67 69 71 73 715 ¢ 5
®6 |27 3 37 42 47 50 53 56 59 62 64 66 68 70 72 - 6
e’ 24 29 34 39 44 47 50 53 56 59 61 63 65 67 6% " 7
® g 21 26 31 36 41 44 47 50 K3 56 58 60 62 64 66 * 8 {
9 [18 23 28 33 38 41 44 47 50 53 55 57 59 6t 63 ¢ .| @
®p |15 20 25 30 35 38 41 44 47 S50 52 54 56 58 60 * [ 10
®y |13 18 28 28 33 3 39 42 45 48 50 52 54 56 58 0+ | 1M
®32 |11 16 21 26 31 34 37 40 43 46 48 50 52 54 56 ¢ | 12 :
®13 9 14 19 24 29 32 3 38 41 44 46 48 50 52 o4 v 13 _
@4 (7 12 17 2 27 30 33 36 39 42 44 46 48 50 52 | 14
@5 |5 10 15 20 25 28 31 34 37740 42 44 46 48 50 | 15
.lsa * L] L] a L3 * ] ] &* * * * * x - " >15 i
@ ‘or each level over 15, the attack level raises the result by 1; the target level Iowers |t byt. .
@ he Attack Level is the level of the psion caster.
® Pe+95




3) Cut Repairt* s
4) Pain Relief True * s
5) Tissue Repair * s

6} Clotting True * s

7} Fracture Repair * §

8) Mask Pain * 5

9) Gut Repair True * s
10} Transfer True *

11) Neutralize Poison * §
12) Tissue Repair True * §
13) Mask Pain True * §

14} Fracture Repair True * s
15) Regeneration * 5

20} Lord Empath *

25) Regeneration True ™ s
39} Empathic Trance * 8
50) Empath * 8

3) Utitize Language
4} Locate Data
5) Data Copy

6) Override Security |

7) Enhancelec

B) Data Search 1 ¢

9) Override Security 11t
10} Interface Trus

11} Enhance V¢

12} Add Datae

13) Delete Datac
14} Dverride Seourity V
15) Enhance True c

20) Alter Data ¢
25) Purge Data
30) Alter Data Trug ¢
50) Interface Master

3) Mind’s Hand 1 ¢
4) Deflection | *. . =
5) Levitation (15m/rnd)

6) Manipulate True e

7) Flight -

8) Mind's Hand {10 kg/vl) ¢

9) Deflections 11 * .
10} Hurling | -
11) Levitation (100 kg/vl)
12} Deflections 11} * :
13) Landing True * -~ -
14) Mmd's Hand (1 00 koAvi) e
15) DeflectionsV* =~

20} Deflections True *

25) Hurling 1H

30) Reaiming* . -

50) Mind"s Hand (1000 kg/vl} ¢

THE FIELD OF VISIONS THE FIELD OF ALTERATION
- . EMPATH INTERFACE = - - TELEKINETICS MIND INTO ENERGY
1) Transfer{ * 1} Ccnﬂguraﬂon Scan 1) Manipuiate { ¢ 1} Energy Percaption ¢
2) Clotting 111 * 5 2} Interface | - ) 2) tevitationt- - - 2) Drain Energy :

- 3) Radiation Shield

4) Elsctric Charge
5) Human Battery ¢

6) Enargy Dispersai | *
7) Drain Ensrgy {10m/vl)
8) Radiation Armor
9) Cloaking .

10) Energy Dispersal I *

11) Charge Power Supply ¢
12) Powar Surge

13) Energy Dispersal V .
14) Energy Retaliation *

15) Human Battery True

20} Energy Dispersal True *
25} Power Erhancinge
30} Power Routinge -
50} Power Enhancing True &

11) Truth v *

12} Mind Scan

13}

14) Truthtrance |

15} Far Mind Scan {100m/vl)

20} Truthtrance 1II

1}

12} Proximity Warning * 8
13) Mind Tracking

14} Mass Patterning * ¢
15} Awareness Trug * &

20} Proximity Warning True * 8

11) Psion Armor * 1

12) Heat Matter {10 cumaet/ivl)
13) Chill Mafter (10 cumet/iv)
14) Undoor

15) Great Vacuum

20) Unstone

MIND’S TRUTH MIND DETECTION MIND OVER MATTER ARMOR

1) Emotien Touch 1) Presence *c» - 1) Warm Matter 1} ,

2) . 2 2) Coof Matter 2) Radiation Shieid *
3 3) Mind Pattem ¢ 3) Portal Jam " 3) Shield 1

4) Thought Scan - 4y el e - 4) Hea! Matter - = -ren 4) Armor (AT4)

5) Truth1* 5) Pattern Store *- : 5} Chilt Matter ~-. -~ ¢ )| :

6} Thought Analysis . B) Pattern Anaiysls . . B} Psion Shleld c f.-,'ﬁ_'»'g 6} Radiation Armor1*..
7 7} Mind Location (30rn!1vl)c 7} Refresh Atmosphere ' 7) Armor (AT8) .
8) Truth 111 * 8) Mind Compass {SGOmIIvI) ¢ 8) Vacuum - ¢ - - 8) Shielg It

9 9) Presence True * ¢ 8) Shatter )}
10) Far Thought Scan (100m/vl) 10) Awareness * ¢ 10y Disintegration 10) Armor (AT12)

11} Radiation Armor [it *

12} Shiald 11§

13} Radiation Armor 3ImR* ¢
14) Armor {AT16)

15) Shield V

20} Lord Armaring (AT20)

15} Far Empathic Warning s

20} Forewarning True s

25) Fate's Vision True

] 30} Far Empathic Vision s
50) Far Empathy True s

15} Past Sight (10 yra/ivi} ¢

20} Event Lock

25) Past Analysis .

30} Past Sight {1000 yrs/vl) ¢
50% Past Sipht True ¢

15} Distant Phrase *

20) Lord Telepath *

25) Far Speak* ¢
30) Far Tetepath True *
50} Distant Telepath True *

25} Mind Probe 25) Mind Location {10 krrv/ivi} ¢ 25) Mold Matterc 25) Radiation Armor V *
30} Truth True * 30) Mind Compass True £ 30} Eyes of Disintegration 30} Hull Armoring | ¢
50} Truthsaying 50} Mind Location True ¢ 50} Transmutation §0) Hull Screen ¢
MIND'S EYE MIND IN THE PAST TELEPATHY 'CONCEALMENT
1) 1) Crigins 1) Phrase * 1} Cverlock 1 ¢
2} intuition 1 2) Fash Behind (1 day/ivi) 2) Speak (T} * 2} Chameleon
3 3) 3) Phrase (10m/lvf) * 3} Cloaking |
4) Death's Vision 4) 4) Speak (3m/v) * 4}
5) Forewarning t 8 5) ltem Purpose 5) Phrase (10 km/v)) * 5} Higing ¢
6} 6) Past Sight {1 day/vl} © 6} Listen{T) *¢c §) Overlook HI ¢
7} 7 7} Speak (10 krn/ivl) * 7) Cloakiag Il
8) Fate's Vision 8) Flash Behind {1 yr/lvl} 8} Mass Speech " ¢ 8) Hiding Truec
9 9) Deiving 8) Speech True (10m/vl) * 9}
10) Empathic Warning $ 10} Past Patterning 10} Telepath {10m/Iv) * ¢ 10} Invigibility
11} Forewarning 1l § 11} Past Sight (1 yt/Ivi} ¢ 11} Master of Speech {10m/Avl} * ] 11) Overlook V¢
12) 12} Past Compass 12) Mass Speech True * 12} Gloaktng v
13) Empathic Vision § 13} Flash Behind True 13) Far Phrase {1 LM/Ivi} * 13)
14} Death's Vision True 14} Past Location 14} Teiepath True (10m/v)) * 14)

15} Cloaking X

20) Cioaking True

25) Invisibility True
30) Cloaking True ¢
50) Invisibility True
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P 0} Impiant thought

B 1 tnminding

2) Forget True

3) Unlearning {1 day}
P ) Amnesia

5) Impiant Memory

® 0 Cruel Unminding
5} Uniearning True
@ ;) Mind Break
® 3) Implant Thought Pattern

10} Knowing Transferral

11}

12) Ready Metempsion * §
13} Distant View ¢

14) Distant Sanse ¢

15) Metampsion True * §

20) Lord Metempsion * &
25) Transferral True

30) Transferral Mastery
50) Psioric Body

10) Ready Block * ¢5

11) Psion Shieid

12) Retaliation

13)

14) Psion Armor i

15) Mind Block True ™ §

20} Lord Retaifation
25} Psionic Defense * §
30) Retaliation True * 5
50) Psionic Citadel * s

]

)

)

) —

) THE FIELD OF CONTROL : THE FIELD QF SELF-MASTERY

) THOUGHT MASTER POSSESSION MIND'S DEFENSE MIND DISCIPLINE

P T Detec 1) Detect Tampenng 1} 1} inkling * s 1} Detect Probe * »

J 2 Forget {1 mtin} 2) View } 2) Congentration | *.
3) Confusion 3} Pattern Store * 3} Psion Shield | 3)

4 4} Lapse 4) 4} Ming Alert * s 4} Recall

b 5) Mind Blank 5) Sense ¢ 5} Psion Armor | 5) Memory Trance

p §) Forget (10 min) B) Metempsion * 8) Psion Shield 1t 6} Observation

p 7) Mind Restoration 7) Transferral 7) 7} Concentration I1l *
gy-uni garning (1 min} 8) Far View ¢ 8) Mind Block * ¢ B) False Pattern * »

D 9) Forget (1 hour} 9) Far Sense ¢ 9) Psion Armaor 9) Unpresence ¢

10} Mind Block

11) Concentration V.

12} Faise Presence True * &
13) Carrelation

14} Sensitivity

15} Total Recalt

20} Observation True

25) Sensitivity True

30) Carrelation True

50) Mind Master

® VOICE MIND ASSAULT TELEPORTATION BODY DISCIPLINE
® } 1) Distraction ¢ 1} 1) Touch 1*
® ') Question 2) Touch of Unconsciousness 2) Blink 2) Leaping *
'Y 3} Disogrientation 3) 3) Speed il
) Befriend 4) Firenerves 4) Phasing {1 min/ivi) 4) Dodging 1 *
@} command . 5} Blinding 5) Leaving {30m) 5) Flig | *
® ) Fear ' 6) 8) Merge 6) Hold Breath *
@ ) Suggestion 7) Paralyze 7) Lang Door (30m] 7) Great Leap *
} Beguile 8) Unconsciousness 8} Leaving {100m) 8} Dodging 11 *
@} Holding Word ¢ 8) Firenerves True 9) Phasing True 9) Touch H *
@& | Contro! 10) Mind Shout (10mR) * 10) Teleport 10) Haste (11 *
Sow Suspicion 11} Transterrai 11) Passing 11) Flip Ht
.: Seduce ’ 12) Coma 12) Speed V *

® True Command
@ Mass Suggestion
Contrat Il

PY Lord Controf
Cantrot True
@ Creat Control
® Mass Control

)
13}
14} Sensory Deprivation
15} Mind Shout (26mR} *

20} Lord Paralyze

25} Great Shout {30mR) *

30} Transterral True :

50} Great Shout True (30mR}

12) Lang Door {(160m)
13

)
14} Merging True
5) Mind's Portal
20} Leng Dogr (300m)
25) Passing True
30) Mind’s Portal True
50) Teteport True

13) Landing True *
14) HasteV *

15) Wallrunning *
20) Dodging True *
25) Haste X *

30) Ceilingrunning *
50) Master of Seif *

® HOUGHT INTO PAIN ILLUSION CHANGING METABOLIC CONTROL
Numbing ¢ 1} Refraction 1) Contortions 1) Clqmng i*e
Pain ¢ 2} Ventriloguism ¢ 2} Study * 2) Pain Rehe.f I*e

@ Choke e 3 Audio tmpersonation 3} Mask 3) Unstuni™s e
Unbaiance 4} Deafness | 4) Merge 4) Mask Pain (25%) * s
Touch of Digruption 5} Visual Impersonation §) Shape-shift ¢ 5) Cut Repair I e

® agony ¢ 6) Facade 8) Mask True 68) Tissue Repairc

@ Pgin tyll c 7} Displacement | 7} Passing 7) Fragture Repairc
Choke True 8} Visual Hliusion ! 8) Great Merge 8) Unstun tl * s

® 9} Phantasm ! 9) Shape-shift True 8) Ves;ei Relpaur ¢

@ nergy Channef ¢ 10} SHent Fence 10) Metarmorph 10) Resist Poison * ¢ 8

¢ 11} Audio Impersonation True 11) 11) Mask Pain (50%) * 5

® Agony Hl g 12} Visual impersonation True 12) Merge True 12) Tls-_sue Bepajr Trfe
Jlsruphon 13} Visual litusion tt 13) 13) Pain Relief Trtge §

@ rue Agony 14} Phantasm !i 14) Metamorph True 14} Fracturg Repair True

® Aass Pain e 15} Displacement {1 15) Passing True ¢ 15} Neutralize Poisen * CS

®: ‘nergy Channel True € 20) Eisp:fceTmem i gg; ggfg_%etamorph 0) Regeneration *
‘orment ¢ 25) Facade True ifti

lisruption True

30) Mirage

50) Mirage True

30) True Change

50) Master Metamorph

0} Trance * s

25; Resist Stun * s
!
}

0) Renewai True * §

@ hought Into Pain ¢
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PSION LISTS

281—

FIELD OF VIS!ONS

EMPATH

Nole: The Empathy list differs rrom the
Metabeolic Control fist primarily in that it
can be used to heal wounds on other
beings. Some of these Psions act more
quickly than those in the Metabaolic
Contral /ist. Jt should be noled that
Empaths are rare individuals. An Empath
may consciously keep a subconscious
healing Psion from activating.

1) Transfer ! (H*) D: P R: T The Telgpath
need oniy touch the injured party, and the
woung is transferred to the Telepath in
only one round (both must be *static’).
This transfer costs 1 Psion Point per
wound (GM discretion; though in genera
an area or critical type could be consid-
ered oné wound, e.g., a 25-hit wound
bleeding 3 hits/rnd is aH one injury. This
designation bears no resembiance to the
process needed to healthe injury from
the Telepath.) Even a 1st-lvl Telepath
could transfer any injury — though he
might not survive long afterwards. Once
transferred, the injuries are as if the
Telepath had actually receiveq them {e.g.
they bleed, etc.), and can be healed using
the Psions below. Most of the Psions are
Subconscious — triggered automaticalty
by the Telepath's unconscious mind, In
this way the Telepath might Transfer

wounds, pass out from the pain/hits/etc., -

and his body wil! automatically heal until
he has 0 PPs. Empaths have an intuitive
understanding of how much they tan
take before assuming a fatal burden and
nermally their instinct for self-preserva-
tion would prevent a fatal Transfarral.

2} Clotting Il (HS*) B: PR: S Will close a

« wound of up to 3 hits bleeding severity/

rad Patient cannot move appreciably or
the wound will reopen.

3) Cut Repair I (HS*)D:PR: S As
Clotting except one hit of biseding is
permanently stopped every round.
Wound is fully healed.

4} Pain Relief True {(HS*) D: PR: S 1 hi/
md of concussion damage is relieved,
this Psion's effects wilt continue until the
caster has 0 hits. If he is conscious,
caster may keep this Psion from “Sub-
consciously” activating.

5) Tissug Repair (HS*} D: P R: S Caster
is able to repair one damaged (but not
“destroyed”) muscie or tendon {or
similar tissue). This requires 10 minutes,

W

6) Clotting True (HS*} D: PR: S Any one
bieeding wound is instantly closed. Cut
Repairis necessary to completely heal
the wound, however.

7} Fracture Repaly (HS*} D: PR: S This
Psion will repair hone or cartitage which
is broken but not shattered or destroyed.
The process takes ten minutes,

8) Mask Pain (HS*) D: P A: S Allows the
caster to absorb an additional 50% of the
hits he or she could normally before
losing consciousness.

9} Cut Repair True (HS"} D:PR: S As
Clotting True except bleeding wound is
completely closed and heaied.

-106) Transter True (H*) D: P-R: T Utilizing

this Psion, the Empath may Transfer as
many wounds as desired upon himself,
moving from patient to patient if desired.

11) Neutrallzs Polson (HS*) D:PR:S ™
Consider the poison to be the Psion
target, and it must make a RR vs attack.
RR failure means that the poison is

permanently rendered harmless (and the '

Empath is immune from this poison
forever), The process takes 1 minute.

12) Tissue Repair True (HS*)D: PR: S
Gaster is able to repair one damaged
muscte or tengon (or similar tissue) in
but 1 minute. A desiroyed tissue may be
regenerated in 10 minutes {though the
caster must remain immobite),

13} Mask Pain True (HS*} D: PR: 8
Allows the caster to absorb twice the hits
he or she could normaily before iosing

constiousnass. Note that hits may never

exceed hit capacity plus Constitution.

14) Fractura Repalr True (HS*}) D: PR: §
Caster is able to repair one damaged
(including shattered} bone or cartitage in
1 minute. A destroyed bone may be
regenerated in 10 minutes (though the
caster must remain immobiie).

15) Regeneratlion (HS*) D: P R: S Caster
can regenerate lost limbs, damaged or
destroyed organs (basically any body
parts except the brain) while in a trance.
If caster is supposed to die from such a
wound, this Psion will not save him un-
lass the repair is cormpleted before he
‘dies’. Time required variés: ~ 5-100
days for a limb (finger to leg); ~ 10 days
for a damaged organ; ~ 50 days for a de-
stroved organ. f the heart, liver, etc is
destroyed or damaged, the caster will die

unless he is in a Medstasis unit or other-

wise kept artificially alive. H the organ is

- Allows the Empath the unique ability to

a kidney, eye, etc., he will likely hoid out,
20} Lord Empath (H*) D: P R: 30m With

" this Psion the Empath may “reach out™

Psionically and take upon him/herself a
wound from up to 30 meters away. °
Because of the strain and compiexity,

.only one wound may be taken and healed
at.a time in this way.

25} Regensration Trug (HS") D: PR: T
Caster is able to regenerate lost limbs,
damaged o destroyed organs {not the
brain} while in a trance. Because of the
nature of such injuries, the wound is not
actuaily “transferred” (though a
Transferral Psion must be cast in order t
tink the Empath and patient nervous
systems). The patient's limb/organ is

“regenerated in 1-100 minutes (GM
discretion; varies with severity) and kept
alive in the meantime by the Empath's
body. After the healing, the Empath
lapses into a coma for 1-100 hours
(hours equai minutes of healing requrred
while he recovers. -

30) Empathie Trance (HS*)D:VR:S .

cast more than one healing Psion on
themselves simuftangously, The normal’
limit is one per 10 levels at a time, but: +
more are possible if the Empath's life is !
gndangered otherwise. The Empath may
also draw on as many as 3x per 10 Ievels
their normal daily allotment of Psion

"Points, but is incapable of castmg any it
Psion until they “catch up” (e.g., if the -
next three days worth of Psions ar useﬁ.;
they are unable to cast any for the next 3
days). He is in a Trance for the duratlon

of regenaration.

50) Empath (H*) D: VR: S Onca this
Psion is cast, the Empath has free use of
any of the Psions below. The only |
limitation {s that a new Empath Psion
must be cast for every set of injuries
{e.g., the Empath takes on a group of
injuries, casts Empath, heals, takes on -
another group of injuries, must cast
Empath again).

MIND'S EYE ;

2) Intuition | (1) D: — R: § Caster gains
vision of what probably wilt happento .
him if he takes 2 specified action within -
the next minute.

4) Death’s Vision (1) D:—R: S Caster -
gets a vision of the events surrounding
the death of any 1 dead being through th
eyes of the deceased. He also gets 2
view of the killer (if any). Caster must be
within 3m of the corpse, who must have
died within a number of years equal to
the caster’s level.

l.................O...._..................
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1} Transfer | *

2) Clottinglli* s

3) Cut Repair | *s

4) Pain Relief True * s
5} Tissue Repair* s

g} Clotling True* s

7) Fracture Repair* s

8) Mask Pain*s

9) Cut Repair True * 8
10) Transter True *

11) Neutralize Poison* s
12) Tissue Repair True * s
13) Mask Pain True*s
14) Fracture Repair True * s
15) Regeneration*s

20) Lord Empath *

25) Regeneration True * s
30) Empathic Trance *s
50) Empath* s

MIND’S EYE
1) '
2) Intuition |
3} _
4) Death's Vision
5} Forewarningls
6)
7
8) Fate’s Vision

9) .
10} Empathic Warning s
11) Forewarning Il s
12)
13} Empathic Vision s
14} Death’s Vision True
15) Far Empathic Warning s
20) Forewarning Trues - -
25) Fate’'s Vision True =
30) Far Empathic Vision s
50) Far Empathy Trues

- MIND’'S TRUTH

1) Emotion Touch

4) Thought Scan
5) Truth|*

6) Thought Analysis
8) Truthlll*

Far Thought Scan (160m/Ivl)

Truth v *
Mind Scan

Truthtrance |

Far Mind Scan {100m/Ivl)
Truthtrance [l -

Mind Probe

Truth True *

Truthsaying

20)
25)
30)
50)

o 5) Forewarning 1 (IS) D: 1 hour R: Tm/vl
{aster is alerted as far as one minute in

@ advance if someone within range is

® planning violence against him. Caster
receives no details of who or exactly
where, however.

® ) Fate’s Vision (1) D: — R: 3m If target

@ of Psion is likely — as determined by the

® &M — to meet a violent death or near-
death {assassination, heart attack, efc.)

® yithin 25 hours, caster receives a

@ momentary vision of the event, including
the perpetrator (if any).

® 10) Empathic Warning (IS) D: until
triggered (can be days, weeks, etc.} R: 10
kmAvl Caster can key this Psion to one

@ Deing previously Paftern Stored. If the

® keyed entity is killed or in an immediately
life-threatening situation within the range
of the Psion, the caster is immediately

@ aware of it. Caster cannot have more

Py than one Empathic Warning active at one
time, but can cancel and cast a new one.

® '1) Farewarning i1l (IS) As Forewarning {
- @ except duration and range are tripled.

@ 3) Empathic Vision (IS) As Empathic
Warning, except caster gets a vision of
® target's death as in Death’s Vision,
4) Death’s Vision True () D: —R: S
® Caster gets a vision of the events
@ surrounding the death of any 1 being
@ Within 3m. Caster gets an understanding
® of the reason(s) the deceased died,
exactly who the killer was (if any), and
® who.was ultimately responsibre (if
@ invone). Corpse may be of any age as
® ong as it is (reasonably) intact. A couple
»f bones or teeth fragments is not
intact’; a complete skeleton is.

15) Far Empathic Warning (IS) As
Empathic Warning, except range is 1
light-year/Ivi

20} Forewarning True {IS) As Forewarn-
ing, except that duration is until triggered
and range is up to 10m/Ivl

25) Fate's Vision True (1) As Fate’s Vision,
except caster has a vision of the (most
tikely) ultimate fate of target, no matter
how far in the future,

30} Far Empathic Vislan (IS} As Empathic
Vision, except caster’s range is 10 LY/IvI

50) Far Empathy True (IS) Allows caster
to have as many Far Empathic Visions (or
lesser Empathic Visions or Warnings)
simultaneousty keyed as he desires.

MIND’S TRUTH

1) Emotion Youeh () D: 1 rnd R: T Caster
receives detailed information about
target's current emotionat state (e.g.,
depressed, angry, happy, frightened).

4) Thought Scan (IM) D: 1 rnd/Ivl R: 20m
Caster receives surface thoughts from
target. H target makes his RR by 25 or
more he realizes what is happening.

5) Truth [ (1*) D: — R: 5m Caster is able
1o tell whether a specific statement is a
geliberate lie. Psion must be cast
immediately before statement is made.
Also, target may make a RR (at -50}
against lie detection with any Acting skill
bonus. If the RR succeeds, casteris
uncertain, but is not fooled into believing
that a lie is truth. Caster must have at
teast 5 skill ranks in language being used.

6) Thought Analysis (IM) As Thought
Scan, except caster also gets reasoning
and patterns behind surface thoughts.

8) Truth 1 (1*) D: 3 min R: 10m As Truth
i, except caster may determine the Truth
of any 3 statements within the duration
and range of the Psion.

10) Far Thought Scan (IM) As Thought
Scan, but the range is 100m/Ivi Target
must have been Pattern Stored previ-
ously if out of sight.

11) Truth ¥ (I*) As Truth I/ except Psion
holds for § minutes or five statements.

12} Mind Scan (IM) As in Thought
Analysis, except caster can also scan
target’s conscious memaries.

14) Truthtrance I ([} B: 1 hour R: 10m
More powerful than the Truth Psions, all
deliberate lies within range and duration
are detected. Unfike the Truth Psions
above, caster is immobile and unable to
speak except to dectare lie or truth during
the trance, and requires 3 rnds to enter
or leave the state. Truthsayer must be
physically present for full effect, Targets
get a RR as in Truth if electronic surveil-
lance used. Caster can be awakened
before the hour if his name is calfed.

15) Far Mind Scan (IM) As Mind Scan,
except caster's range is 100m/Ivl Target
must have been Pattern Stored previ-
ousty i out of sight. .'

20) Truthtrance Ul () As Truthtrance |, ‘
except duration is 3 hours.

25) Mind Probe (IM) As in Mind Secan
except caster can probe target’s subcon-
scious memories (i.e., all experiences).

30) Truth True (1) As Truth /, except
duration is 1 statement or T min per [vl.

£0) Truthsaying (1) As Truthtrance |, ]
except duration is up to 5 hours, caster is :
able to speak freely, and is at -50 to other
activity (no other Psions may be cast).
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INTERFACE

Nots: The Interface list deals w:rh a
Telepath’s ability 1o tap into electronic
data storage systems. The computer
being scanned/affected receives a2 RR
based on it's Mk. ¥ (Mk # equals leve).
If an Android, the Android level is used.
Note that the designation “touch” for
most means that the Telepath must be
within 1 meter of the Central Processing
Unit or in contact with a full-function
ferminal. Telepaths may use their
Computer Technics skilt as a direct
bonus versus compuler resistance rolis
(not useable against Androids).

1) Configuration Scan (U) D:— R: T
Telepath gains a basic understanding of
the computer’s nature: Mk. #, programs

_in memory, languages utilized. It aiso

- . .will provide the level and profession of an
 Androig. It normally needs o be cast
. before the Telepath is able to utilize most
‘of the Psions below.

2) Intertace | {U) D: 1 minute/WI R: T
Allows the Telepath to directly link his
. ngrvous system with the circuits of a
computer. It must be cast before the
Telepath can employ the Data access and
other Psions below."

3) Utilize Language (U) B:VR:T Allows
_the Telepath to understand any one .
language used by the computer currently
Interfaced with. This might be necessary
in order to gain dccess to certain data,
attempt a security override, etc.

4) Locate Data (U) D:— R: T Caster may
scan the database for specific (unre-
stricted) information related 1o one key
term (such as a name) and read one file

_reiated to that term. This is not as
sophisticated as Data Search, which

_allows the caster to quickly scan through
all records refated to a topic and seiect
the one(s) desired. It is not very usefui

. when dealing with large ship or planetary

databases, being more appropriate for
small equipment memory,

5) Data Copy (U) D: — R: T Allows the
caster to copy-inta his own memory one
file located via Data scan (or called up

i using normal methods).

B) Overrlde Security | (FYD: —R: T
Usmg this Psion, a Telepath may attempt
*: to bypass a Levef | security system. The

Y. «_ security system resists at 10th fevel.

25 Should the Telepath fail, he may try again
3tz after 25 hours, Onge the Telepgth has
~¢i5. overridden a certain security program, a
Quiar computer pperator may then
 the hfes (untal Ing-off}.

7) Enhance | (F) D: C R: T By using this
Psion, an /nterfaced Telepath can
enhance any computer processor by one
Mk#. Normally the Telepath cannot
perform in this manner 1or more than 1
minute per level per day. **

8) Data Search | (U} D: C R: T Caster may
search a large database for any informa-
tion witich relates to a given topic, and
quickly scan such for what is desired.
Concentration is required, and the time
may vary with complexity of the search.

9} Override Security Ill (F) As Override
Securily I, except that caster may attempt
to defeat Level Il (20th [vl) or li! (30th i)
security programs. /- - -t o

10) Interface True (F) D 10 min/vi R: T
This Psion bypasses the need to cast.
Configuration Scan and Utilize language,
and also has a longer duration.., ..

11) Enhance V {F} Similar to Enhance ],
except caster may increase a com puter S
processing capacity by five Mk #s.

12) Add Data (F) D:CR: T Caster may
add information to any memory storage
system. He cannot add information to
existing files (that is consmered “altem-
tion”).

13} Delete Data (F) IJ C R T Caster may
delete part or alt of one datafile. Pro--
grams, command files and basm system
files cannot be deleted.. b

14) Override Securily v (F) As Gvernde

Security I except caster may attempt fo

defeat level [V (40th iv!) and levet V {50th

Ivl) security.

15) Enhance True (F) As Enhance 4, but

alliows the caster to enhance a computer
by Mk, #'s equivalent to hls level. In

cases where a computer's processing is
crippled or destroyed, the Telepath can
even act as the processor {up to their;
ieve! in processing capacity). Normally
the Telepath cannot perform in this
manner for more than 10 minutes per
feve! per day,

20) Alter Data (F) D: CAVR: T Allows

caster to alter the information on one

datafite,

25) Purge Data (F) D: —R: T Ailows the
caster to purQe any datafile, group of
datafiles related to a key term (e.g., 2
name) or any command, program or
system file,

30) Aiter Data True (F) D: C R: T Allows
caster to alter certain data every time it
occurs, even in very large datafiles. Also
allows the caster to alter a program.

| 50) Inferface Master (F) D: 10 min/M R: T

After casting this Psion, the Telepath may

freely cast any other Psions on the list,

Sl AR nn?
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MIND DETECTION ®
1) Presence (P*) D: C R: 3m/M Castc @
aware of the presence of all sentient/ o
thinking beings within his range:

3) Mind Pattern (P*) D: CR: 3miv @
Caster gets general idea of the race an @
level of one entity being scanned; entil @

* must first {if not in sight) be Iocated v e
Presence.

5) Pattern Store (P*) D: — R: 3mad @
Caster stores mental pattern of target;
¢an be later used to Jocate that speciti
sentiert through Mind Pattern, Mind
Location, or Mind Cornpass.

6) Pattern Analysis (1*) D: — R: 3mm. @
Caster gets race, proiessmn and Ievel @ !
target. : @

7) Mind Lacation (1) : C R: 30miv <4 g !
Caster gets direction and distance to a
one unshielded mind which he has i3
Pattern Stored. 2

8) Mind Compass (i) D: C R: so0mns |
Gaster gets direction to any unshrelded
' Pattern Stored mind he desires. 25

9) Presence Trus (P*) D:CR: 301!1!1\'!@
Caster can discern presences in one 10
meter radius up to 50 meters away

10} Awareness (1*) D: C R: 3m/vi A;,
Presence, plus a genera knowledge

** the actions of each being in range (6,gz

being is firing a wéapon, but nat wh

- kind of weapon, of at whom).’ " "<

12) Proximity Warning (5*)D: 1 hrfl B
3m/vl Caster is immediately alerted% ®

{even awakened from sleep} when a
Presence enters the range. Comrades
presences can be ‘filtered’ to not trlgqex
the Psion, if Pattern Stored.
13} Mind Tracking (1) B: 1 hr/v R: 30
vl As Mind Location except caster IS
constantly aware of the location of the
target in relation to himself, o
14) Mass Patterning (1) As Mind Parregg
except caster may ‘pattern’ one being pe
round.
15) Awareness True (1) As Amreness,
except that caster is aware of more .z
specific information (e.g., Someont ls’
firing a laser at target x). _
20) Proximity Warning True (s* )As :
Proximity Warning, except caster '«
immediately gains data from the intrud
ing presence(s) as if Patlern Anawsts __
Pattern Store had been cast. O
25) Mind Location (1) As above, exc
range is 10 km/lvi

30) Mind Compass True (1) As abov
except range is unlimited. b
50) Mind Location True (I} As above. 03
exceptrange is unlimited, and caster ¢ v,

P vele gy

have Awareness 20mR around the 1319 f ° !
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INTERFACE
1} Configuration Scan
2) Interface |

3) Utilize Language
4} Locate Data
) Dala Copy

11) Enhance V c

12) Add Datac

13} Delete Data ¢

14). Override Security V
15) Enhance True ¢

MIND DETECTION
1) Presence* ¢+
: 3)'_ Mi_nd Pattern * ¢

: Pattern Store * -

11)

12) Prox:mlty Warning * s
13) Mind Tracking :
14) Mass Patteming * ¢
15} Awareness Tme c

e

MIND IN THE PAST
1) Origing -~ .-~
2) Flash Behind (1 dayr‘lvl)

11) Past Slght(T yrflvl) c
12} Past Compass
13) Flash Behind True
14} Past Location ' '
15} Past Sight (10 yrs/ivl) ©
4 ptgr o oK) .

® MIND IN THE PAST
P 1) Origins (1) D: = R: T Gives the area of
origin of the item (a planet, if the item is
@, extra-terrestrial), the race of the being
@ - who made it, and when it was made
L(wmun 10% of total actual age).
?) Flash Behind (1 day/lvl) (1) D: one
o, ssecond R: T Caster gets a ‘flash’ silent
2 gmage of an event associated with a given
@ (jtem or place, up to 1 dayin the past per
.. evel of caster. lmage is of a random, but -
relatively significant event. Flash is too
uick for caster to make out more than
@ imost prcmlnenl perso 5 or nearby

40T "*

o ebjacts i

| 5) ltem Purpose (1) D: — R: T Caster

gains detailed understanding of a given

itern or place’s original intended purpose.
- 6) Past Sight (1 day/IWl} () D:CR: T As
Flash Behind, except the view of the past -

lasts.as long as the caster concentrates
{is in a trance, in this case).” Caster also
receives aural input, and can travel up
and down the time range at up to 10x

_normal time speed. Time range of Psmn
is'1 day/vi of caster. . -

/| 8) Flash Behind (1 yrmrl} ()  As Ffash

Behind (1 day/ivi}, except tlme range is 1
year per level. .

19 DerIng nHD: -——ﬂ T Combmes the

abilities of Origins ang ltem Purpose, -
also providing the name of the creator,
the exact date and location of construc-
tion, and the material make up if an-item.

10) Past Patterning (!*) D: — R: S Caster
may ¢ast this Psion while in a Past Sight;
it saves the image/mental pattern of a .
person that can later be used with
another Past Sightto key in on the saved
image in-another place or time. This
Psion may be cast even 1hough Past_
Sight requires concentration. ~

11) Past Sight (1 yr/ivl) (1) As Past S:ght
(1 day/ivi) above except time range is 1
year per level. -

12) Past Bompass (HD:VR:T When
cast before a Past Sight it allows the
caster to scan the past very rapidly,
seeking the temporal location of signifi-
cant events. :

13) Flash Behind True (1) As F!ash
Behind, except timie range is unlimited.
Image is usually of most significant event
in item’s past (e.g., deathof a ring’s =
wearer while it was worn).

14) Past Location (I} D: — R: S If caster
has & general description concerning an
event or place relating to an item to be
used in a Past Sight, casting this Psion
first will key on to the event or place in
time most closelyr matchmg the descrrp—
tion,

15) Past Sight (10 yrsiivl) (1) As Past

Sight above, except tlme ra JGJS 10 yrs}'
vl

| 20) Event Lack (I‘) 0:1 mi_m'.lvl_R. 5

Allows caster to stop concentration while
using Past Sight. He is, in essence, - -
locked in the past time and place, .~
Though he has not physicalfy travelled
there, he is able to cast Psions from the
Mind Detection and Mind’s Eya lists for
the Psion duration. Note: A GM may -
wish to associate an element of danger. .
with this Psion: for every 10 yrs in the -
past, there jsachance (1% x | mmute
stayed, round down) however, that the
caster is unable to returm; his body a
mindless vegelable in the present while
his mind is caught up in the past,

25) Past Analysls (I*) D: — R: 3m Alfows
the caster, while using a Past Sight
Psion, to perform a Pattern Analysis (6th
Ivi Mind Detectior) on anyone in the
Sight. This Psion does not entail any
risks, unlike Event Lock. This Psion may
be cast even though Past Sight requires
concentration.

30) Past Sight (1000 yrs/lvl) (I) As Fast
Sight above, except time range is 1000
yrs/ivl - :

50) Past Sight True (1) As Past ngm
above, except time range is unlimited.
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_ TELEKINETICS
- 1) Manipulate 1 (F} D: C R: 3m/Ivl Caster

. 2) Levitation | (F) D: 1 min/ivi R: S Allows

. 3m/rnd, horizonta! movement is possible

3) Mind’s Hand (F) D: C R: 30m Caster

© living being get normal RR based on the
; being’s level. Items moved about with

[Py y— -

FIELD OF ALTERATION

is able to operate one control switch,
button, lever, etc., for the duration. Oniy
one control may be manipulated per
Psion, and it must be of a type operable
by one finger (e.g., not a huge lever).

caster to move up and down vertically

only through normal means. -

can move cne object, up to T kg/vl in
mass, .5m/second with no acceleration.
Living beings or items in contact with a

- Mind's Hand do not have enough kinetic
force for an effective attack. See Hurling.

4) Deftection I (F*} D; — R: 30m Deflects
one missile attack (includes thrown "«
weapons) or projectile attack {up to Mark
V or equivalent; not an energy attack). A
“Burst” attack from a projectile weapon

receives a -20 modification ar one missile]
or projectile { Mark |-V or equivalent; not

an energy attack) receives a -100 mod. .
In order for the caster to "deflect” an- -
attack, it must be in the his field of vision
and must pass within 30m (it need not be
directed at him)

5) Levitation (F) As above, except rate is
15m/rnd.

6) Maniputate True (F) D: C R: 3m/vl As
Manipuiate above, except Caster may
operate the number of controls equal to
his level each round.

7) Flight (F) D: 1 min/lvi R: § Caster can
fly at a rate of 5m/rnd {or 1.8 kph).

8) Mind's Hand (F) As above, except
object of up to 10 kg/vi may be moved.
9) Deflections il (F*) As Deflection | with
one of the following additional options: a)

“deflect” one additional attack; or b)
increase the “deflect” mod. of one

missile/projectile attack by -100 (not a
“burst” attack) or ¢) increase the
“deflect” mod. of one “burst” attack by -
20 or d) “deflect” a second attack in the
next Fire Phase (e.g., one in Fire Phase A
and one in Fire Phase B); or ) increase

the range to the “deflected” attack by

30m. Example: This Psion can a}
“defiect” two attacks, or b) “deflect” one

missile/projectile aftack with a -200

modification; or ¢) “deflect” (-40 mod}

one “burst” attack; or d) “deflect” two
attacks in sequence (e.g., one in Fire

Phase A and one in Fire Phase B}; or e)

K

“hurl” one object of 1 kg or less mass
with sufficient force to deliver an Impact
Critical Hit. The attack is made on the
Melee Weapon Aftack Table (see Tech
Book) as a normal “Thrown Weapon™
attack. The caster may modify the attack
rolt by his Em/SD (average) stat bonus
and his Directed Psion skill rank bonus.
and a range modifier (+50 - 1/meter).
11) Levitation (F) D: 10 minutes/ivt R: 3m/
ivl Note that this fevitation allows the
caster to lift other objects than himself,
but allows no lateral movement. Mass
fimit is 100 kg/Ivl, and object can be
moved as quickly as 3m/rnd in the -
vertical plane — &s long as object does
not pass out of range.

12) Deilections NI (F*) As.Deflections Il
except caster may use twoofthe
additional options with the Deflection {

- Psion (the same option may be selected
twice). Example: “Deflect” 3 attacks or
“deflect” one attack within 90m or ~

"deflect” one "burst"artack wrtn a-60.

S modorete.

13) Landing True (F*) Caster can land
safely from a fall of any height, in any
gravity field {up to 1Ux Terran normal)
99% of the time.” .

14) Mmd s Hand ‘J (F) As above except

caster may move an object up to 100 kg/

i, or a number of objects equai to his

level, each massing 100 kg, or any .

combination between. Caster can control

and move the objects simultaneously and
independently as long as the remain
within range.

15) Deflections V (F*) As Deflections If

except caster may use four of the

additional options (the same option may
be selected more than once).

20) Deflections Trus (F*} All missile/

projectite attacks (up to and including

Mark V attacks) made against caster

during the round of Psion effact are at -

100 or one missile/projectile attack up

to and including Mark X is at -100.

25) Hurling Il (F) As Hurling I, except

caster may hurl up to three objects, each

of 1 kg/level in mass, at one target. The
caster must divide his stat bonus and

Directed Psion skill bonus between the

attacks, but each attack receives the mod.

for range and a +2 bonus/kg of mass.

30} Reaiming (F*) D: — R: § All missile/

projectile attacks made against caster are

reversed towards their source with a +10
mod. (i.e., make the normal attack for
the “reaimed” missile with 2 +10 mod.).

50} Mind’s Hand (F} As below, except
range is 10m/lvl and caster may move an

“deflect” ane attack passing within 60 m.

'10) H'ﬁ_rﬂl’ing I(F) D: — R: 60m Caster rﬂay

MIND OVER MATTER

1) Warm Matter (F) D: 25 hrs R: T Ca
can warrmn up to 1 cubic meter/level o
solid material to 40° Centigrade. -

2) Cool Matter (F) D: 25 hrs R: T Casi
can cool up to 1m? level of solid mat
to 0° Centigrade. If trying to affect a
hat object (such as an overheating
reactor} caster can reduce the tempe
ture by 30° (but never lower than @).

3) Portal Jam (F) D: 25 hrs R: T Caste
can cause any portal (as large as 3m
3m x 5¢cm) to jam by manipulating
temperature and/or humidity. Doorc
only be opened by breaking through,
by casting another Portal Jam to reve
the first — which receives a RR, Doa
can be jammed open or shut,

4) Heat Matter (F) D: 1 minivi R: T As
Warm Matter, except temperature can
raised to 200° C. at the rate of 50° pei
round. Caster is immune to this heat

5) Chill Matter (F) D: 1 min/vi R: T As
Cool Matter, except caster can lower
temperature to -50° C. or cool someth
as much as 100 = but never lower ti
-50.. Caster is immune to the cold. -

6) Psion Shield (D*) D: CR: S Creates
shimmering, transparent energy shielc
{ront of the caster, which subtracts 20

trom ail frontal Psion Attack Ralis. f1
Caster performs no other actions durir
the round, he can ‘parry’ one Psion ™
attack. Parry consists of diverting his
own normal Psion attack bonus (nor-

mally +1/vi)to defense {in addition to+
+20), therefore subtracting it from the
attack roll being made against him:

7) Refresh Atmosphere (F) D: PR: T

Caster can convert up to 10 cubic mets

of air per level. Stale, carbon-dioxide

laden air is altered to a fresh, breathab

mix. Poison gases make a RR against

this Psion based on their attack level.

8) Vacuum (F} D: — R: 30m Creates a

radius near-perfect vacuum for an

instant; all within the radius take a *B"

Impact critical as the air leaves, then

returns implosively.

9) Shatter (F) D: — R: 3m/ivl Causes &

ong non-metallic object of up to 1000

cm? (10x10x10) to shatter. Target mu

" be a single piece of material, not a mul!

part object. Those nearby may suffer
damage: a Mark | or Il Shrapnel Grenac
attack (GM: base the Mark # on size an
compaosition of object).

10) Disintegration (F) D: P R: T Caster
can cause an object of up to 1 kg in ma
or 100cm in volume to disintegrate into
dust. This could include an entire ‘unit’

- bbject up to 1000 kg/Ivl in mass.
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(such as a small gun or other assemble
device).
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TELEKINETICS

1) Manipulate | ¢

2) Levitation |

3) Mind's Hand 1 ¢

4) Deflection | *
Levitation {15m/rnd)

11) Levitation {100 kg/vl)
12) Deflections Il *

13) Landing True*

14) Mind's Hand (100 kg/Ivl} ¢
15) Deflections V * .

~MIND OVER'MATTER:

1) Warm Matter
2} Cool Matter
3) Pertal Jam
. 4) Heat Matter
5} Chill Matter

11) Psron Armor* :

12) Heat Matter {10 cumet/ivl)
13) Chill Matter (10 cumet/ivl)
14} Undoor

15) Great Vacuum

LTt e wrmemarnvg o memessmtl R . A

11) Pslcn Armor (D*) D: — R: S All Psion

e Attack Roils made against the caster this

® . round are modified by -50.
@ ' 12) Heat Matter (F} As above, except that
< valume is 10 cubic meters/lvl and caster
7 can raisg temperature as high as 500° {or
- until material melts}.

. 13) Chiil Matter (F) As above, except that
Y5 &, voiume is-10 cubic meters/lvl, and caster
'Y *an cool objects by as much as -200° C
'14) Undoor ¢F) D: P R: 3m Causes any .
_single door or porta! {as large as 3m X
@ £ 3m x 5cm) to vaporize totally. - _
o 15) Great Vacuum (F) D: — R: 30m As 3
¥ - Vacuum, except that the target radius is
~“10 m, and & “0" severity Impact critica! is
" delivered to all within the radius.

20) Unstone (F) D: # R: 10m Caster can

. disintegrate as much as 100 cubic meters

" of rock or earth per level. Metal, iiving
flesh and artificial substances are
_unaffected.

25) Mold Matter (F) D: pIC R T Caster
may shape up to 1000 cubic centimeters
of any matter by molding it with his
hands like putty. Material is soft while
caster concentrates; rehardens in new -

_ ftorm immediately afterwards. = .- -

30) Eyes of Disintegration (F) D: 1 rnd/Ivl
R: 3m/vt Caster can use any one of the
following Psions once per round for the
duration and at the range of this Psion:
Shatter, Disintegration, Undoor, and
Unstona. Caster need only look at the
target and will the Psion to be cast.

50) Transmutation (F}) D: PR: T Caster
can transmute 10 grams of any element
into 10 grams of any other element that
the caster has a sample of. Useable but
once per 25 hour day.

TELEPATHY

Note: alf Telepathic communication is
instantaneous. '

1) Phrase {I*} D: 3 words/images; 1 rnd
R: T The Caster may mentally 'speak’ to
any one other sentient being. - Unless the
cther being perceives reality in a radically
different way, communication should be
fairly clear, as Telepathy transiates into:
thought-images rather than words. Note
that caster can speak with this Psicn, but
cannot get a reply {unless he casts Hear
or the other is also a Telepath and casts
Phrase or Speak.) - :

2) Speak (1*) D:CR: T As Phrase, except
caster may ‘speak’ as Iong as he wrshes
to concentrate. :

3) Phrase (I* )As abcve except range rs
10 meters/lvl,

4) Speak (I*) As abcve except range is 3
meters/ivl..

5) Phrase (!* )As abcve except range is
10 kilometers/vl.

6) Listen (I")D:CR: T Caster is able tc
‘hear' communication produced in the -
mind of another sentient. Sentient must
understand what he/it is to do (can be -
tofd via Speech), wish to cooperate, and
be in physical contact with caster. Note
that, to carry on a conversation, the
caster will have to cast a Psion every time
he speaks and listens {until he can cast
one of the True' Psions below).

7} Speak (I*) As above, except range is 10
km/vl. ,

8} Mass Speech {I )D CA: 30m Caster
may mentally speak to & number of
individuals equal to his Jevel withir range.

| All ‘hear' everything the caster ‘says'.
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TELEPATHY

1) Phrase*

2) Speak (T)*

3). Phrase .(_10mf|v1) *
4) Speak (3m/vt) *

5} Phrase (10 km/lvly *

1 1) Master cf Speech (10m!lvl
12) Mass Speech True *

13} Far Phrase (1 LM/IvD) *

14) Telepath True (1om/vi) *
15) D:stant Phrase * '

) Speech True (I*) D: 1 rnd/W! R: 10mAv!
As above, except caster need not
concentrate. Note that caster can cnly
speak to one target at a time; to change
focus he must re-tast the Psion.

10) Telepath {I*) D: C R: 10m/lv| Caster
may mentaily Speak and Listento cne
other sentient for as Icng as he ccncen-
trates.

11) Master of Speech (1 ) D 1 rndr’l\rl H
10m/Ivi Caster can interchange the -

‘powers of Speak and Mass Speech at erI ]

for the duration of the-Psion. ',‘,';"", :
12) Mass Speach Trug (1*) D: 1 mrnuter’lvl
R: 10m/lvl As Mass Speech, except *
caster need not concentrate. . . -
13) Far Phrase(l yD:—R; 1L|ght- ¥
minute/lvi Asabove, except range |s
“interplanetary in scope.

14) Telepath True (I*) D: 1 miaute/vi R:.
10mAvi As Telepath, except caster need
not concentrate. - .

15) Distant Phrase {I*) D: —R 10 Lrght-
years/Ivi As above, except range i§ %
intersteliar. :

20) Lord Telepath (1*) As Te!aparh Trus,
except caster may speak and listen to as
many as 20 peaple over :he duratrcn cf
the Psion. -

25) Far Spaak (I*} D: C R 1 Lrght minuter’
Wl As Speak, except range is mterplane-
tary in scope.

30} Far Telspath True (I*) As Te!eparh -
True, except range is 1 nght—mlnutel
levef.

50) Distant Telspath Trua {I*) As Te!eparh
True, except range is 10 Light-years/ -
level. -




MIND INTO ENERGY - _

1) Energy Perception (P) D: C R: 3m/ivl
Caster is able to trace and perceive
energy potentials and flows (such as in

~power supplies and gircuits). Adds +10
to all repair rolis on such devices.

2) Draln Energy (F) D: —R: T Allows
gaster to totally drain the power from cne
parsonaf equipment power supply (non-

_ flamer) in one round (a cell, cartridge or

" pack; but not a reactor). Caster must
touch the power supply itself, not simply
the machine it is in. Energy is radiated
harmlessly by the caster.

3} Radiation Shisld (D) D. 1 mindIvi Fl S
Caster's radiation protection level is
raised by 1 factor (Radiation criticats are
reduced in severity by 1).

4) Electric Charge (F) D: — R: T Caster
delivers an “A” Electricity crmcal totarget
that fails to resist. )

5) Human Battary (F) D: C R: T Caster is
able to power any piece of equipment
which normally requires ens non-flamer
“cell”. I 10 power points are used, the =
caster can provide power in piace of a

“cartridge”. If 15 power pomts are used,
the caster can prowde power in place ofa
“pack™.

6} Eneruy Dusparsa{ ! (F ) D:—AR:S
Caster can absorb part of the effects of
one energy attack (e.g., faser, blaster,
plasma rifle} directed against him. Attack
Is at -100. (attacker must be in caster's
field of vision),

-7) Draln Energy (10m/ivl) (F) As above,
axcept caster can drain a personal
equipment power supply (non-flamer) up
to 10m/vl away. Power supply may be in
a weapon or device, and can be in
operation. Hems on a person's living
hody, however, receive 2 RR based on
the person's level.

8) Radiation Armer (D) As Radiation
Shield, except caster's radiation protec-
tion factor is raised by 2 factors.

8) Cloaking (F) D: CR: § Allows caster to
‘warp' scanner and sensor beams so that
he has a chance of not being so detected.
Bonus is base 10, +2 per fevel.

10} Energy Dispersal lll (F*) As Energy
Dispersal I, except caster may subtract
100 from any three attacks made against
him. Alternatively, caster may subtract
300 from one attack, or any combination
between. Attacker(s) must be in caster's
field of vision.

11} Charge Power Supply (F) D: CVR: T
“J2ster draws energy from atou® him to
-6 & personal equipman. power

. upply (non-flamer}. If there is a reacto.
Jr simifar high-energy source nearby

(within 10m), caster requires: 1 min, for -
an cell, 10 min. for a cariridge, and 15 .-
minutes for a pack. A GM may aliow
larger power supplies to be recharged
(e.g., 2 firs for g vehicular gnergy cell
cluster), .f no high-energy source near,
charge times are multiplied x10. '
12) Power Surge (F) D: — R: T Caster is
able to cause a damaging power surge in
a device o1 system; item which must be
already activated or charged. Leve! of
damage is dependant upon ©P’s ex-
pended: 1x {12PP) grants a Routine
malfunction, 2x {24PP} causes a Light
maifunction, etc. (See the Malfunction/
Repa'r Table in the Tecl Book or make a
percentile roli and treat as minutes x -
multiplier for time to repair.} The system
Invariably ceases functioning,-then the-

- GM shouid make the roll on the tab!e tn

determine severity.. -

13) Energy Dispersal V (F‘) As Engrgy.
Dispersal I, except caster can subtract
100 from any five attacks made against
him orform an energy burst attack from
one weapon. Attacker(s) must be in .
caster's figld of vision.”

14) Energy Retaha!mn (F 1D — “R:S’
Caster can reverse any one energy attack
made agarnst him. The original attacker
must receive the energy attack Wlth a +10
bonus. .

15) Human Banary Trua ( ) 0:1 rnd/ivi R:
tm As Human Battery, except caster
need not concentrate to maintain the
Psion, and the item to be powered must
only be within 1 meter, . °

20) Energy Dispersai Trus (F*) As Energy
Dispersal, except all energy attacks made
against the caster in the round the Psion
is cast are at -100. Caster need not be
able to seethe attacker(s).

25) Power Enhancing (F) D: C (max 15
hours/day) R: T Casteris able to
increase the power output of any system
by one increment. Telepath must, in this
case, stay in the engine room with hands
on the drives. Nole: In Star Strike and
Armored Assault this would transiate
into Mark Number, Funiction Rating or

Displacement Rating (e.g., a starship with

Sublight Acceleration Rating (SAR) of 6,
if this Psion was used on it, would have
an effsctive SAR of 7).

30) Power Routing (F) D: C R: 30m
Caster is able to act'as a homan power
conduit and transformer. He can tap into

reactor as far as 30m away and charge a

power suppiy 30m in the other direction,
as “'rge Fower Joorly (aotime
rerninah Tlihere is 2 30 St

rdt ca*l"g “severed power congui....” he

cananaut it by «cting as ihe conduit,
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- when he hea s someone coming. As the;
larget enters, Burke casts Overlook 1. - l
-The target fails and does not sge Burke .
standing .. the corner. Howsver, poor

_atiemats by -30.

©or. g 2otion firing & weapon, striking

shleld} w.lf cancei the Psion.

50} Power Enhancing True (F) As Power
- Enhancing except caster can double 8
system’s function rating. Note: /n Star

Strike and Armored Assaull this does noi

necessarily mean that the net output (D8,
Acceleration, elc.) is doubled. Consult
the declining return ratios detailad in the
construction rm‘es

CONCEALMENT .. .
Nole: Concealment aflows the Tefeparh

T

to hide himsslf from wsuaf and e!ecrronfc

detection.

“* Gverlook ! (M) D: CR: 30 m Mod -20
Caster is able to cause one person to-

“overiook” him. Caster cannot move, and
any stimu'us targset receives other than ¢

visual regarding caster will annut the
Psia-. Example: Burke Carter, Inremrel
iar spy an? Telepath, is searching a room

Burke cannof control a sneeze. immedi- .

ately the target looks i in Burke s d:recf:on

and sees him,

2) Chameleon ot min/vi R S
Caster (including all garments and * .
equipment) will change color to match "

the nearest surroundings. This adds 4-('}3(g

g

to Hiding, +30 to Stalking!55# 7 _
3) CIoakinut(P}D 1 min/ivi R; § Caster

gains +10 vs detection by electronic "~
means (scanners, sensors, radar). itis ¥

not cumulative with electronic or
‘mechanical EW equipment, - :
5) Hiding (M)'D: C R: § Mad: -20 Simliar
to. Gverlook I except caster is “Invisible”
to all (each target may stiil make a
Resistance Roll). Caster must remain
immobite; any movement or noise will
cancel the Psion. _
6) Overlook IH (M) As Overlook /, except
‘caster may affect 3 types of sensory

input of one target (sight, hearing, touch,

taste, sme'l) or up to 3 separate targets.”
Nole: because this Psion affects areas of
the brain rather than actual senses, it can
be-used to inhibit Kashmerian abiiity o
detect Replicants .

1) Cloaking i (P) As Cloaking | except
cas'er is able to modify detection

8) Hiding Tiue (M) D: C R: S As Hiding,
except no RRs are made; caster is truly
“invisiole”. He must remain immobile.

0} Invistt !ty (U) D: 1 minviR: §
Caster cannot be seen by normal visual
measns, enc is able to move freely. Any

someene, aclivating a personal energy

B

...........................................................

! A R T T T T T ) 4 T S TR T

1 —

o —

T T I T —,

o — e —.i

o A G A N, S 6 S, i~ T R~ 3 MR 4 Yy, & N b o . & N A - T "

- n—

TP i —




MIND INTO ENERGY

1) Energy Perception ¢

2} Drain Energy

3) Radiation Shield

4) Electric Charge
5) Human Battery c

11} Charge Power Supply ¢
12) Power Surge _
13) Energy Dispersal V *

14) Energy Retaliation *
15) Human Battery True

CONCEALMENT

~1) Qverlook | ¢
2) Chameleon
3) Cloaking |
4)

5) Hidingc

1)
2} Radiation Shield *
3) Shield I

4} Armor (AT4)

]

11) QOverlook Ve
12) Cloaking V
13}
14}
15} Cloaking X

11) Fiadzanon Armor III *
12) Shield Iil
13) Radiation Armor 3mR* ¢
14) Armor (AT16)
15} Shield V

11) Ovarlook V (M) As Overiook i!i except
one sense of 5 targets or all five senses

% 12) Cloaking V (P) As Cloaking /, except
caster is able to raduce detectmn
attempts by 50. :
15} Cloaking X (P) As Cloaking |, except
j: detection attempts are modified by -100.
& 20) Cloaking Trie (P) D: 1 min/ivi R: 3m
‘R As Cloaking Iexcept caster may *
:*cloak” all within 3 meters, subtractmg 1
- per level from electronic detection Bk
‘aftempts (e.g., at 25th level, aII scanner
" and sensor rolls are at -25)." :

-3m/vl R Allows the caster to'cause up to
@ one individual per five levels to become -
&+ invisible (thus, five — inciuding himself
£ — at 25th level). Each person’s invisibii-
@ ityistreated as a separate Psionfor .
z- cancelling effects. - :

& 30} Cloaking True {F} D: C R: 3mflvl R
This very powerful Psion enables the
caster to ‘cloak’ an area up to 3 meters
per level around him {a 18C meter
diameter sphere at this level) from
Electranic detection, subtracting 1 per
level from such attempts (+30 to cloaking
at this fevel). The Psion must be appiied
to one object {such as a vehicle or
spacecraft). Itis not cumulative with
electronic EW/Stealth equipment.

50) invisibility True (F) D: 1 hour/lvl R:
3m/viR The ultimate stealth Psion,
Invisibility True not only subtracts 100
irom all electronic detection attempts
(Sensor Scans) but also renders a single
craft within the radius invisible. It will be
cancelled by offensive actions or activat-
ing deflector shiglds.

® . .
HInT !

25) Invisibliity True (P) D: 1mmnw R

Note: Armor deals with the manipufation
of energy to protect the Telepath from
physical attacks and radiation.

Z2) Radiation Shield (F*) D: 1 min/vl R: §
The cast creates a frontal radiation
barrier, reducing any radiation critical by
one severity level. {e.g.,a“C” radlatlon
critical becomes a “B", etc.) "

3) Shield t (D} D: 1mmnvIR S Caster o

projects a shimmering force barrier
which subtracts 10 from all frontal =
attacks. He may also parry attacks using

his Directed Psion skill bonus developed -

for this purpose. . -,

4) Armor (AT4) (D) D:1 mmflvl H S For
the duration of the Psion, caster is .
enveloped in an energy neld which acts
as Armor Type 4.

6) Radiation Armor | (F*) D: 1 min/vl R: §
As Radiation Shieid, except caster is
protected from all directions.

7} Armor (AT8) (D} D: 1 min/lvI R: S
Caster is enveioped in an energy field
which acts as Armor Type 8.

8} Shield I (D) D: 1 min/vl R: S As
Shiefd I except frontal DB bonus is 20.
10) Armor (AT12) (D) D: G R: S Caster is
enveloped in an energy field which acts

as Armor Type 12.

11) Radlation Armor IEf (F* )D.1 miny/lvl
R: S As radiation Armor |, except
severity of radiation is reduced by 3
levels (a2 “D” becomes a “A*, a “C" or
below is ignored, etc.).

12) Shield 11l {D} D: 1 min/lvl R: § As
Shield 1 except frontal DB bonus is 30.
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13) Radiaticn Armer 3m R. (F*) D:CR: S
As Radiation Armor |, except caster is
ahle to protect everyone in a 3 meter
radius {provided the radiation source is
not within the radius as well).

14) Armor (AT16) (D) D: 1 min/ivl R: §
Caster is enveloped in an energy field
which acts as Armor Type 16. '

15} Shield V (D) D: 1 min/lvl R: & 'As 3
- Shield { except frontal DB bonus is 50

20) Lord Armoring (AT20) (D) D: 1 m'irv'lv!
R: 3 Casteris enveloped In an energy ™ ¥
field which acts as Armor Type 20. -

25) Radiatfon Armor V (D) D: 1 min/lv) R:
S Caster is immune to al! Radiation ™~
criticals {not including Heatand Efecrnc—
ity critical). ' _

30) Hult Armoring | (D) D: CR: T Th|s
Psign allows the caster to increase the
hull strength of any Construct Armer -
Type vehicle he is in contact with by ong
level (to a maximum of 28). Casteris -
limited in that he cannot reirforce the huil
of a ¢raft massing maore than 1000 tons x
his level {e.g., a 3Cth ievei Telepath could
raise a 30,000 ton craft of CAT 25 to CAT
26). Due to the powerful nature of the
Psion, the caster must concentrate
throughout. Only one such Psion can be -
in effect on a given construct. - ... ..

50) Huli Screen (D) B: C R: T Allows the .
caster to create or augment an energy
screen around z craft he is in contact
with. Same mass restrictions as Hulf
Armoring ! apply. The screen defensive
bonus is 1 per level, so a 50th level
would add 50 to a ship’s DB. Nota: for
any critical delivered which indicatss that

screens are down or damaged, caster

must make a Psion Failure Roll.
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28.3 I
FIELD OF CONTROL -

VOICE
Note: All Psions on this list {whfch
specifically mention that the caster
speaks} are ineffective unless the target
has at least two skill ranks in the lan-

~ puage used. Regarding Psions with

: gxtended durations, once the target has
faifed the initial attack, the caster can
continue to contral him via vocal
communication, though with each such
command there is a 10% chance the
target will snap out of the control..

2) Question (M) D: —R: 3m. Target must
answer one, single-concept question .
truthtully. 3

4) Befriend (M) D: 1 min/vi R: 10m
Target believes that caster is his friend -
(but will not necessarily obey an order ~
from caster). Caster must speak to target
at least once per round, though this does
not require concentration.:, noeivns

5) Command (M} D: —R: t{}m Target
will obey a singie command (up to 3.
words} from caster, e.g., “drop your -
gunt”. If the'command is for inaction -
(such as.“don’t move!”}, the target is at !
25% of activity and technically 'static’ for

" the remainder of the round.: 7.z 0

§) Fear (M) D: 1 min/10% failure R: 30m ..
Target fears caster and will attempt to
flee from his sight.. - _

7) Suggestion (M) D: V R: 3m Target will
follow a single suggested act that is not
completely alien to him (e.g., will not
suicide, will not blind himself, etc.)

8) Beguile (M) D: V R: 3m Caster may
speak one lie to the target, who will
beligve it to be absolute truth untit -
presented with irrefutable evidence to the
contrary.

8} Holding Word (M) D: C R: 10m Caster
spaaks the worg “Hotd!" Target is forced
to meet the caster's eyes and is paralyzed
until caster breaks eye contact (stops
goncentrating).

10) Contral (M) D: 10 min/vi R: 3m Target
must obey the caster as specified in

- Suggesfion, but for the duration of the

Psion.

11) Sow Suspicien (M) D: 1 min/lvi R;
10m Caster can use this Psion to turn
opponents against gach other by making
insinuating statements. Targets failing to
resist forget the caster and argue
amongst themseives.

12) Seduca (M) D: 1 hour/ivt R: 10m Mod:
-30 If target of appropriate sexual ..
preference and same race, caster is able
to emotionaily, sensually, or sexually .
seduce the target, who will also obey him
as in Control for the duration, Thereis a
20% chance that the target is perma- .
nentfy emotionally tied to the caster '
afterwards. g

13} True Command (M) D —R: 30m
Mod: -50 As Commandg, except for range
and modifier {to target's detriment) and it
target ordered to freeze, he is paralyzed
for 1 rnd/10 failure.

-} 14)-Mass Suggestion (M) B: VR: 10m R

As Sugpestion, except caster may affect a
number of targets equal to his level,
Those who fall under the suggestion will
automatically attempt to convince any
who resist to also follow it (though they
will not use force). .

15) Controt 1 (M) As Canrra! except “
caster may simultanepusly control two ™"
fargets. oo

20} Lord Control (M) D: 1 hour/ivi R: 30m
Mod: -20 As Confrol, but wrth lncreased
gffectiveness.” '~

25} Control True {M} As Lord Cenrrof
except target will obey caster ig al
things, including murder, Suicide, etc

30) Great Controt (M) D: PR: V AsTU
Controf True, except Psion Is permanent
until caster dies or. annuls it e

50} Mass Control (M) As Lord Contro:'
except caster can affect everyone in a
100 meter radius.

THOUGHT INTO PAIN -

1} Numbing {F) D: C R: 30m Random
limb is numb and useless.

2) Pain (F) D: C R: 30m Target feels pain,
and operates at -30.

J) Choke {F) D: C R: 3m Target feels
something around his neck. First round
he is at -10, second round -20, etc., until
after 10 rounds he is unconscious {max
hits). If the caster wishes to concentrate
10 more, target is dead.

4) Unbalance (F} D: — R: 30m Target is
unbalanced. 1f he is moving he trips and
falis {1-4 rnds to recover), if performing a
maneuver he must attempt it at -100.

5) Touch of Disruptlon (F) D: PR: T
Bones and tissues of target’s body are
disrupled as if he had falien a long
distance. 1f target fails his RR, by (1-10)
he takes an “A” Impact critical; (11-20) =
“B", (21-30) = “C"; (31-40) = "D"; {(41+}
“E",

_ duration is 1 rnd/10 failure,: -;,

&) Agony (F) As Pain, except target
operates at-60 =

7} Pain H (F) Caster rnay cause Pa.fn to
three individuals.

8} Choke True (F) As Cheke except caster
need not concentrate for the Psion to
“choke” the target until he Is unconscious
{takes 10 rounds, but the caster may
cancel the Psion at any time). Alterna-
tively, he may concentrate and the target
will immediately be at -90; then if the
caster holds the "Choke” for 10 rnds the
target will loses consciousness; if the
caster holds the “Choke” for 10 more
rnds the target will die.” ‘

10) Energy Channal (F) D C R 3m Mod
30 A destructive channsling of raw Psion
power. Caster extends hands and bolts
of energy lance out to strike the target,
who is immediately at -50 and recsives
one “B" severity Electriclty critical per -
round. Caster must expend 10 PP’s
every round Psion s in effect, (Target
only receives the one Initial RR.)

12) Agony il {F) Caster may cause Agony
to three individuals. . * -

13) Disruption (F) As Touch of D:sruptton,
exceptrangeis 30m. ... ...

14) True nuunw {F) As Agony, except

15) Mass Pain (F) Caster may attect a i'.

number of targets equa! to h|s fevel wnh -
Fain. .. R

20} Enercy Channel True (F) D:CR: 1ﬂm

Mod: -50 As Energy Channel, except.”
target is at -90 and receives a “E"
Electricity critical every round.

25} Torment {F) As Pain, except target is ;
at -90 dus to intensity of the discomfort.

30) Disruption True (F) Mod: -20 R: 60m

As Touch of Disruption, except for
modifier and range, and target takes an
“E™ Impact if he fails to resist.

50) Thought Into Paln (F) D: C R: 100m
Caster may use any one of the Psions on
thig tist at the rate of one per round as
long as he concentrates. .
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. VOICE

1) '
2) Question

3)
4} Befriend
5) Command

11) Sow Suspicion
12} Seduce

13) True Command

14) Mass Suggestion
15) Controf Il

THOUGHT MASTER
1) Detect Tampering (M) D: — R: 3m

- Allows caster to detect whether the
target's mind has been telepathicaily

E>) “ tampered with (as with the Psions on this
. list and Mind Assault especially).

.., Original ‘tampering’ Psion may resist

B  detection at the level of the ongmal

g . Psion’s caster. .- . -

: 2) Forget (M) D: P R: 10m Target forgets
&2 1 min. block of time from his memory

Bl the time lost is the caster's choice. -

3) Confusion (M) D: 1 rnd/5 failure R: 30m

% Target is mcapable of making dec:srons

7 "or taking offensive action. He may -
: 0 'contmue to fight a current foe nr act in

i Self-defense. - - i

% -4) Lapsa (M) D: 1 rnd R: 30m Target
PY 22-5 momentarily forgets how to do whatever
-he was planning to do that round {e.g.,
" the ability to fire his laser he just drew,
how to cast a certain Psion, etc.) In
addition, he has a -25 modification for
- one hour to whatever activity/skill was
~ involved. A target making a superior
orientation roll might be able to act upon
another option thatround. ~ ...

5) Mind Blank (M) D: 1 tnd R: 30m
Target's mind is temporanfy blank and he
can do nothing. .

6) Forget (M) As Forget, except duratlon
of lost memory Is ten minutes. -

7) Mind Restoratlon (M) D: PR: T This
Psion acts to reverse the effects of other
Mind Control and Mind Assauit Psions.
The original attack Psion must fail a RR
{the attack level is the level of the caster
of this Psion, the defense level is the level
of the caster of the original Psion). If the

ooooooooooooooooqooq:g

. THOUGHT INTO PAIN

1) Numbing ¢
" 2) Paine

3} Choke ¢
4} Unbalance
5) Totich of Disruption

12} Agony lic
13} Disruption ¢
14) True Agony
15) Mass Pam c

original attack Psion is not cancelled, the
caster of this Psion may not try to cancel
it again until he has advanced another
experience level. However, another
Telepath may try.

8) Untearning (M) D: 1 minute R: 30m
One of the target's skills has its skill rank
reduced to 0 for the duration of the Psion

-and the skill has a -25 mod. for one hour
after that. Caster must know that target
has the skill before he can make the
target Unfearnit. {though seging a
blaster in the target's hand is enough for
the caster to assume that the target has

' skill with a blaster ...). 7. 71 hias . o
9) Forget (M) As Forget, except Iost penod
of memory is one hour. -~ 3"

18) impiant Thought (MyD:P R: 30m -
Caster is abie to implant one single-
concept thought In the target's head. The
thought must not be absolutely contrary
to the target's normal lines of thinking, or
target is at a +50 for his RR. If target
resists by more than 25, he perceives
what is being attempted. - - .- -

11) Unminding (M) D: 1 rnd/5 failure R:
30m Target's mind is compietely blank
for the duration. He cannot perceive
gvents, time, or activity; he is stunned 1
round after his mind wanders back, -~

12) Forget True (M) As Forget, except

period of time lost is up to 1 hour/level,

13} Unleaming (M) As above, except
duration is one standard day. :

14) Amnesia (M) D: 1 day/5 failure R:

30m Target forgets who he is, who his

friends are, and his entire life background

for the duration. He does retain all of his

skills and Psion knowledge (if any).

THOUGHT MASTER

1) Detect Tampering
2} Ferget (1 min})

3) Confusion
4) Lapse

5) Mind Blank

11) Unm:ndmg
12} Forget True

13) Unleaming (1 day)
14) Amnesia

15) Implant Memory (M) Caster can
implant one memory in target's mind, .
causing the target to believe that he did
or said something in the past. Same
restrictions as per Implanr Tnoughr -
above. :

20) Cruel Unminding (M) D: 1 /5
failure R: 30m Similar to Unlearning,
except target “forgets™ a/l skills, and is
unaware that he has forgotten each one
until he tries to use it. Each attempt to
cast 2 Psion mewtabry ends in failure; any
maneuver or attack is resolved witha™
skill rank bonus of -25. » st

25) Unlaarning True (M) As Unlearning,
except effect of Psion is permanent.
Target is allowed to learn the skill again
as if he had never knownit. - -

30) Mind Break (M) D: 1 day/Iv! R: 30m
Target's Reasoning, intuition, and . -
Memory drop to 02 for the duration of
the Psion. He may be led about and fed,
but is essentially a mindless buffeon and
useless. He can take no mdependent
action.

50) Implant Thought Pattern (M) D:VR:
30m Caster can alter target's entire way
of thinking (i.e., change his personality,
who he thinks his friends are, his -
‘alignment’). His old memoriesare
repressed, but skills remain unaffected.
Target gets to try to resist (and thus - --
cancel) the Psion's effects once every 10
standard days. If cast immediately after
an Amnesia, the target's RR is modified
by -30, and target get's no further RR for
the duration of the amnesia. .

S ——



MIND ASSAULT
1) Distraction (M} D: C R: 30m Target is
at -30 for all actions. _

2) Touch of Unconsclousness (M) D —
R:T Target fails into a state resembling

natural sleep. He can be awakened, but
is at -23 for the first two rounds after-
wards, 5

3) Disorientation (M) D 1 day/5 failure R:

- 30m Target must subtract 25 from all
prientation and initiative rolls. -

4) Firenerves (M) D: 1 min/vl R: 30m
Target's brain receives pain stimulus:
target in effect receives 50% of his

~ remaining hits.- These hits are "relieved’
when the Psion duration expires — - -

~ unless the target takes more hits than his

: “totaf hit points” in the meantime, in -
which case they become real. .-

5) Biinding (M) D: C R: 30m Targetis
blind and at -90 for all activity. :

7} Paralyze {M) D: 1 rnd/10 failure R: 30m
Target is paralyzed.

8) Unconsciousness (M} As Touch of ..
Unconsciousness, except range is 3¢ m.

9) Firenerves True (M) As Firenerves,
except target’s "hits taken” totai is .
increased to 10 less than his “total hit
DOII’“S., RETHETE I

10} Mind Shout (M*} D 1 rndﬂo faﬁure
R:3m R Everyone within the radius is a
target, and all failing to resist are
stunned. As with all of the Shout Psions,
targets have 2 +30 to RRs if they are
unable to actually hear the shout.

11) Transferral (M) D: V R: 30m Target's
mind and caster’s mind are interchanged.
The caster can operate at -50 in the

target's body. Target in caster’s body is
inactive but aware. Caster may cancet
the Psion at any time (takes 1 rnd); the
tarpet can only cangel the Psign if he
makes a successful RR (which he gets to
attempt every hour). H either body is
destroyed (i.¢., killed), the Psion is
broken and the dead body’s ¢riginal ming
is also destroyed. The other mind is
returned to its ntiginal body, but he is in
a coma for one day,

12) Coma (M) B: 1 hour/190 failure R: 30m
Target is in a coma (unconscious and
unwakeabie).

14} Sensory Deprivation {M) D: 1 day/10
failure R: 30m Target Is totally deprived
of sensory input; virtually incapable of
action without artificial aid. Mental
breakdown may result if condition lasts
more than 5 days (GM discretion).

15) Mind Shout (M*) As zbove, except
radius of effect is 20m R

20) Lord Paralyze (M) D: 1 min/10 failure
R: 30m Mod: -20 Target is paralyzed.

25) Great Shout {(M*) As Mind Shout -
except radius is 30m and al failing thair
RR by more than 50 are unconscmus and
at max hits.

30} Transfarrai True (M) As Transferra!
except caster can operate at -10 effective-
ness in target’s body, and target may
only make RRs once perday. -

50} Great Shout True (M} D: VR: 30m R
Mod: -20 to all Telepaths These failing to
resist are unconscious as per Great -
Shout, those failing to resist by more
than 50 are dead.

ILLUSION

Note: Psions on this list aliow a Te!eparh
lo alter the way that the target(s) senses
things and so a RR is invoived for the
larget(s). Normally, a RR may be made
gach rnd to “disbelieve” a lllusion; after
the first successful RR for a given target,
all foliowing RRs against the same
Hlusion by that target are modified by
+30. A GM may give special mods for
RRs against lflusions that a target has a
reason to believe is unreal (e.g., if you
put your hand into an iflusionary wall,
you will find it easier to "disbeligve” ;r)

1} Refraction (P) D: 10 min/vi R: 30m
Makes an inanimate object {up to 100 .
.cubic feet} appear to be 10'to one side of
. ts actual location,”." -, bt LoLTL

2) Ventriloquism (P} D: C R: 30rn Caster
can speak and his voice will appear to
come from a point within 100", (Point
must be in his field of vision.}

3) Audio Impersanation (M) D: 1 min/iv

R: 8 Caster is abie to {seemingly) imitate
the voice of any one person he has heard
in the last 25 hours — to all who fail their
resistance rofls. Those Resisting by 01-
50 simply hear the caster as he normatly
is; while those resisting by 51+ realize
what the caster is trying to do.

4) Deafness 1 (M) D: 1 minA10 failure R:
30m By suppressing certain brain
patterns the Telepath can cause deafness.

5) Visual Impersonation (M) D: 1 min/ivi
R: § As Audio Impersonation except
caster can appear to be any person he
has seen within 25 hours. Same RR
rules apply.

6) Facade (M) D: 1 min/ivl R: § Mod: -30
Creates a visual warping of a two
dimensicnal area of up to 100 square
meters. Caster can create whatever
images he desires on the Facade. No RR.

7} Displacement | (M) D: 1 min/iviR: S
Med: -100 Caster appears to be off-set
from where he really is; all attacks have
no effect. 10% of the time. Eachtime a
foe misses him, the chance of that foe |
missing again goes down 5%. '

8) Visual Illuslon i (M) D: 1 min/VI R:
30m Mod: -30 Cast may create a three-
dimensional illusion of up to 5 meters in
radius. The illusion Is very detailed, and
remains in place even when touched (or
passed through). NoRR:» - -

8) Phantasm | (M) D: 1 min/lv R: 30m
Mod: -30 Creates the image of one
object or being, that will move however
the caster desires while he concentrates.

- When the caster stops concentrating the

image remains, but is immobite (the

caster can resume concentration later

and move the phantasm again). The. :

phantasm may be of any size to fitin a .

1m radius sphers. . - . ih

10} Silent Fence (F) D i mmﬂvt R 30m .
Enables caster {o create a sonic barrier, -
either fiat up to 100 square meters ora .
hemisphere of § meter radius. Sounds !
cannot pass through the barner in elther
direction. -

11) Autio Impersonallun True (M) D: 1
hr/ivi R: S Mod: -3¢ As Audio Imper--7
sonation except for duration and modi- 1
fier, and ¢aster may also lmpersonate '
someone he has Patfern Stored. 3

12} Visual Impersenaﬂun Trus (M) D 1
hr/ivi B: S Mod: -30 As Audio lmper- i
sonation Trus except visual stimulus is) ,g“
affected. .. oo e ,;m

13) Visual Illuslon )] {M) [ hrﬂvl R:3i
300m Mod: -30 As Visual 1llusion I, *g :

..-.,yl,-.—- X
b '

" except for range and duration, ang caster :

may tripie the size or subtract 30 from all
RRs

14) Phantasm !Ii (M) D: 10 mmﬂvl R: 3Bm:
Mod: -30 As Phantasm |, except caster ~
has three images. -

15} Displacement It (P) D: 1 min/ivi R: S
Mod: -100 As Displacernent |, except .
chance of missing is 20%

20} Dispiacement H1 {P} D: 1 min/iviR: §
Mod: -100 As Dfsp!acemenrf except
chance of missing is 30% _

25) Facade True (M) D: 1 day/Ivl R: 300m
Mod: -50 As Facade fexcept image is as
large as 10,000 square metars.

30} Mirage (M) D: 1 day/ivi B; 1 km/ivt
Maod: -50 Caster is able to create a three-
dimensionai illusion of great complexity- -
‘up to 10 km in radius (town, spaceship,
stc). It can be made to move if the caster
concentrates.

50) Mirage True (M} D: Until dispelled R:
10,000 km/Ivi Mog: -50 As Mirage,
except caster can ¢reate a 100 km/ivl
radius ilusion {an illusory planet, even!).
0f course, even the most basic sensor
scan will reveal that there is nothing
there,

oh—.
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1} Distraction ¢

2} Touch of Unconsciousness
3) Disorientation

4) Firenerves

) Bhndtng

: 11) Transferral

12) Coma

13}

3 | 14) Sensory Deprivation
1 15) Mmd Shout (20mF1)*

St

R

R

ILLUSION

1} Refraction

2} Ventritoquism ¢

3} Audio Impersonation -
4) Deafness! - '
5) Vtsuat impersonatton

11) udto impersonatlon True
12) Visual Impersonation True

13) Visual lllusion-1H
14} Phantasm IH
15) Displacement It

1)

2) View

3} Pattern Store *
4)

5) Sense c

- : -"r -

12} Ready Metempsion*s
13} Distant View ¢

14} Distant Sense ¢

15) MetempsnonTrue *

i POSSESStON

. Note: The Possession list is devoted
2w mainly to the concept of the Telepath
®: i controlling or ‘Inhabiting’ the body of

........."-""'—- ST T

’,2) View (1) D: 8 R: 3my/ivl Mod: -20

ol g Allows Gaster to “view” a scene through

£ another’s eyes; target must be within

'-1 srange and sight, or within range and have

y'been Psionfe Locked, A

@ §3) Patiern Store (P*) D:—R:3mAvl

R Caster records a mental pattern of the -

gtar(t for future reference (including -

@ & casting of other Psions on this list). -

@ B5) Sense (M) D: C R: 3m/vl Mod: -20

@ K Like View, except aflows caster to0

'x, experience all senses of the target; caster

718 in a trance and Extremely Hard {-30) to

@ 2! awaken while using this Psion. -

@ §) Metempslon (M*) D: P R: 3m/vl

~* Caster, on the threshold of déath {to be
“tdetermined by the GM) is able to transfer
3:his “soul” to another Jiving body within

@ <range. Psion may only be aftempted

..once {per death-threshold experience).
" Caster's spirit (assuming the Psion is

4 successful) will drive out and destroy the
. resident consciousness and have full
‘control of the body, and retain all of his
_own skills — but gain none of the body's
learned skifls. Should the ¢aster attempt
ta inhabit an animal, he will gain ali
instincts (GM may wish to devise rules
governing the controf of such instinct as
well). The Psion is permanent, and
Caster can live out a life in the body —

. even Metempsioning to 2 nsw body when
that one is exhausted. Caster may even -
transter to a plant — but of course will
be immobile...

H

7) Transfawral (M) D: 10 min/lvi R: 30m A
temporary (and less drastic) version of
Metempsion. Caster and target’s
constiousnesses are exchanged; the
caster is able 1o operate in the target's
body at 90% of normal capacity, while
the target is helpless and immobile in the

- caster's body. Target may try to break
the transferral once every 10 min. by
making a RR (at -20}; caster may cancei
at any time. If either body is destroyed
{i.8., killed), the Psion is brokan and the
dead bady’s original mind is destroyed
The other mind returns to its original
body, but is in a coma for 1-10 days. -

8) Far View (M) D: C R: 30m/ivi As V:ew
except, with the ald of Pattern Store,
caster may see through target's eyes tn a
gredler range. . =

9) Far Senss (M) D: C R: 30m/W) As ©
Senseexcept, with the aid of Pattern i
Store, caster may experience target’s
senses to a greater range.

18) Knowlng Transferrai (M} D: 10 min/ivi
R: 30m/lvl Like Transferral, except target
consciousness remains in his own bhody,
s0 the two "share” consciousness. This
is most often done with a willing target
{and so a 50 bonus to success), but can
be performed on an unwilling one. This
ctould very weli incapacitate the body,
however. Bodies must remain within
range or the Psion is cancelied.

12) Ready Metempsion (MS")} D: P

A: 300m/lvi Mod: -30 As Metempsion,

except caster may preset target {using .
Pattern Store), Target must be in range .

at time of death or caster fails, '

13) Distant View (M) D: C R: 10 km/lvl As
Far View, except for range

P109

14} Distant Sense (M) D: C R: 10 km/ivl
As Far Sense, except for range. '
15} Metempsion True (MS*) D: P
R: 10 LYAvl Mod:-70 This Psionis .
designed for use with 2 willing target (the
" Mod. inciudes ihe bonus). The caster's
soul may travel up to the Psion's range o
unite with a predetermined, wi!tmg ¢o-
host”. The two will share conscigusness
until death of the body, or Transferrai of
ons of the conscznusnesses
20) Lord Metempslon (MS ) D P__
R: 10 LY/vl Mad: -20 As’ Matemps:on
Trua, excépt Caster may attempt to selze
the body of an unwilling host. i
25) Transterrai True (M) D: 1 dayv -
f: 30m to cast, then 10 km/Ivt Med: -20
As Transferral, except caster has 1_00%
control of body, and target cannot | .
attempt to cancel the Psion. In fact,
when target returns to his body. he has
no sense of time passage.
30) Transferra! Mastery (M) D: P
R: Unlimited after touching (to cast)
Caster may exchange consciousnesses of
two targets, move 2 consciousness from
one target to another, etc. It takes 30
rnds to cast because of its complexity.
50) Psionic Body (M) D: 1 hourAviorP
R: S Caster is able to function without -
his body. -1f his body is destroyed, he -
maintains an invisible, noncorporeal
existence, able to cast Psions as normal
{including inhabiting another body}. The
body Is invulnerable to physical and °
energy attacks, and s at -100 to Psionig
attacks. Should the caster utilize this -~
Psion while his body Is intact, he must -
return to it before the duratmn :s over or’
it will die. - -~ -

-
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FIELD OF SELF-MASTERY

MIND’S DEFENSE _ :

- Note: By vtilizing Mind's Defense, the
Telepath is able to better defend himself
against Psionic attacks.

1) Inkling (PS*) D: — R: 30m Caster (it
conscious and genarally alert) is warned
one round before someone is about to
Psionically attack him (assuming the
attacking Psion requires preparation). 1f
attacker succeeds in a RR, ﬂ'IIS Psron Is.
not triggered. -

3) Psion Shieid 1 (O} D: 1 min/vVIR: S
Provides +10 to casters RR (or DB if a
physical attack Psion such as Energy ™
Channeis) vs all frontal Psion attacks. -

4) Mind Alert (PS*) D: —R: S Mod: -20
Similar 10 Inkling except caster can be
ingtantly awakened, is aware of the
nature of the 1mpend|ng attack and fts
direction. .

5) Pslon Armor | (D) B: 1 mmfivl R S As
Psion shield I, except provides +101t0° - ©
caster's RR (or DB} vs all frontal Psion -~
attacks in any directton Not Cumulatwe
with Psion Shigld.:-

6) Psion Shield Il (D) D:1 mmflvl R §-

.. As Psion shield I, except provides +30 to

casters HR (or DB} vs aH frontal Psmn
attacks3* o0 ¥ ’

8) Ming Bluck (D )D ¢ R.S Casteris
able to shiefd his mind from probes (not -
attacks) as if he were twice his actual -
level. The caster must have this Psion -
cast before he is actually attacked.

9} Psion Armor Il (D) D: 1 min/IviR: S As
Psion Armor | except provides +20 to
caster's RR {or DB) vs afl frontal Psmn
attacks in any direction.

10) Ready Block (DS*)D:CR: 8 As Mind
Block, but caster is able to shield his
mind from probes (not attacks} as if he
were three times (3x) his actual level.
This Psion is activated automaticaily by
the Telepath's subconscious.

11) Pslon Shield V (D) D: 1 min/ivI R: 8
As Psion shield I, except the bonus is
+50.

12) Retaliation (M) D: 1 min/vl R: 30m
Caster not only gains +20 to his RR vs
one Psion, should he resist successfutly,
the attacking Psion is reversed on the
original caster. Psion must be recast
after a sugcessiul Refaliation, other
Psions cannot be cast while this one is
active.

14) Psion Armor 11l (D) D: 1 minfiviR: §
As Psion Armor |, except provides +30 to
caster's RR {or DB} vs all frontal Psicn

" attacks in any direction.

15) Mind Block True (D,S*<) D: 1 minAvi

R: S As Ready Biock but Telepath resists
prabes as if he were five times (5x} his
actual level, and does not need to
congentrate. He cannot cast any cther
Psions while btocking, however,

20) Lord Retaliation {M) D: 1 min/vi R:
100m As Retaliation, except caster s
able to retaliate one Psion/rng up to
twenty {or he fails a RR). -

25) Psionic Defense (DS*) D: 1 min/Ivi R:
S As Mind Block True, except caster, -
resists a/f Psion attacks as indicated..

30) Retaliation True (DS*) D: 1 min/Ivi R:
S As Lord Retaliation, except caster has
+1/Ivl to his RR, can retaliate a. number of
Psions up to his level (as many as 3 per
round) and the Psion is activated
automatically when he Is attacked.

50) Psionic Citadel (DS*) D: 1 min/ivi Rt
S As Mind Block True except caster may
cast Psions while using the Gitadel, is
immune to all Psions below 20th v, and
has a +1/lvi RR bonus vs all attacks.

TELEPORTAT#ON /oL

2} Blink {F) D: 1 rnd/ivt R: S Caster is able
to *blink’ out of normal space-time for up
to a number of rounds equal to his level..
Caster must décide when casting the
Psion how long he intends to stay. .
‘blinked out’. While 'blinked out’, he has
no perception of events during his* "
absence, and in fact has no sense of time

passage. He returns to exactly the same -

spot with the same orientation as before,

4) Phasing (F) 0: 1 minute/level R: S
Alfows caster to put himseif and his
personal equipment 'out of phase’,
Caster's perception while out of phase is
at -50, and ha cannot be hit by any
weapon, nor can he attack or cast Psions.
Caster is visible as three images of
himself overlapping imperfectly: one
hlue, cne red, ane yellow. He may move
at a rate of 10m/rnd, but at a risk of
‘dissembiing’. For each meter (or
fraction) moved, caster has & 1% chance
of “dissembling” in 2 colorful display
{takes 1-10 “E” Electricity criticals}. Roll
is made when Psion is terminated.

5) Leaving (F) D: — R: S Caster teleports
himself to a peint up to 30m away, but
there can be no intervening physical or
energy barriers (shields) in a direct line
between the caster and the point (for
these purposes a barrier is anything he
could not physically go through; a closed
door is a barrier, a pit is not).

6) Merge (F) D: 1 mindiviR: § Allows
caster to merge (bedy + 10em depth)
into any normal material. Caster cannot |
move or see while merged. -

Pe110

7) Long Door (F) As Leaving, except caste
can pass through barriers by specifying
exact distances, An attempted Long
Daor which would put the caster inside a
solid object or send him through an .
energy shield simply bounces him back
where he started (he must also roll a
Psion Failure).

8) Leaviuu {F) As above except range is
100m

9} Phasing Trua {F} D: 1 mm/lvl R: S As
Phasing, except caster's perception is
only -25, and he can move 10m/rnd
safely. Attempting to move any faster
will risk “dissembly” as above. _

10) Teleport {F} As Long Door, except .
movement range is 10 kilometers/Avi This
is also more risky. The following
chances for failing (in addition to the
normal failure roll) exist: Never seen
target point (only described) = 25%;
Studied (25 hours) = 10%, Studied .
carefully (10 days) = 1%, Lived there
(100 days} = .01%. In cass of feleport -
failure, first determing direction of end-
point error, then distance (open-ended -
rolt for number of meters). Incaseof ©
regular Psion Failure caster never leaves
departure point, - AN

11) Passing (F) D: 1 mmflv[ R:S Caster i
abie to shift his molecules and so pass™
through any normal material of thickneSt
up to 10 centimeters/vl. If the caster =
attempts to pass through an activated - i
energy shield of any type (he will sense *
the proximity of energy shields), he musf
resist versus a 1st level attack or his
maolecules will be hopelessly scrambled :
{he is dead), A successful RR cancels.
the Psion anq bounces him back safely -
mto,a normal state. '

12) Lnng Door TF) As above, except range
is 100 meters. :

14) Merging True (F} As Merge except
caster can turn around and see out.

15) Mind’s Portal (F) As Tefeport, except
there is no additional failure danger if
caster is in mental communication
(Telepathy) with a friendly entity at the
destination point,

20) Long Door (F) As above, except range
is 300 meters. |

25} Passing True (F) As Passing, except
caster may pass through up to 1 mster 0
material per level.

30} Mind's Portal True (F) As Mind's

. Portal, except caster’s travel range is

_unlimited — even to intersteliar dis-
tances.

50) Teleport True (F} As Teleport, except
caster's travel range is unlimited.

...........................................................




MIND’S DEFENSE

1) lnkhng s

2

3; Psion Shield |
4) Mind Alert* s
5) Psmn Armorl

1) Psion ShleId
. 12) Retaliation
o 13}

.} 14) Psion Armor I -
L B 115). Mlnd BIock True *g

TELEPO RTATION

)
2} Blink

- 3)

4) Phas:ng (1 min/vi)
" 5} Leaving (SOm)

Passing
12) Long Door (100m)
13) -
14) Mergrng_.True-
15) Mind’s Portal

CHANGING

1} Centortions

2) Study*

3) Mask

4) Merge ~
Shape-shlftc

12) Merge True
13)
14) Metamorph True '
15) Passmg True C

CHAN GI NG

of his body. By shifting the bonds
mfhour actually affecting the stryctures,
f‘ they skilled Telepath can assume -

i

Mrough ‘solid’ objects.” Note that

®

.

®

@ $iearns to control the molecylar bonding
o

L 21

L

L :
Passing is learned much earlier on this -

® ar shift than to 2 sponraneous marter/

:n I:onlorllonc (P} D: VR s Allows the
©® ‘and trunk; this facilitates escaping from .
@ bonds and small places. -

') Study ()*) D: — R: 100" Caster studles .
and memgrizas the appearance and
® mannerisms of a being, for later use in |,

@ other Psions on this list. '

@ ) Mask (PYD: 10 minvi R: S Allows

@ taster 1o aiter the form of his face; if he
o Sruo‘:ed a belng he can take on the exact

@) Meroe P) D21 min/vi R: S Allows
@ >aster to merge (body +25 cm depth)
into any solid material. Caster cannot
nove while merged, Casteris also
Jnable to pass through force barriers
@ shields). . .
@ ! Shape-shlit (P) D: C R: $ Caster can .
® ilter his body to the form of another

wmanoid race {no incraase In mass).. -

This cannot be a specific person, . .. .
@ Mask True (P) D: Until cancelled R: S

@ \s Face Shifting except tor extendsd
® luration.

. |'7) Passing (P) D: —R: S Caster may
F Note: With the Changing list the Telepath '
ifferent forms — or even learn to'pass-

fist than on Telaportation. The concepts
@ Y0t Passing are more related to mofecu- _

pass through any material up to 1 meter
thick {Psion simply does not activate

_ when attempting to pass through thlcker
matenal '

8) Great Merpe-(P) D 10 minAvi R: § As
Merge except caster may turn while -
merged and. view the outside from wrthm

“-|_the object. -
9) Shape-shift True. (P} D: 10 min/vi R: S

_As Shape-shift, e_xcept caster nged not
concentrate, and is able to appear 'xactly
[ the same as a specific individual. -

10) Matamorph (F) D: 10 minvI R: S As
mterto slightly alter his muscles, hmbs -

- Shape-shift, except caster may adopt any
. life form within 20% of his normal mass.

- man.V or'gven an Idorfan, but nota

" Trilopt roeremaran

Caster must take on a form similar to his -
own (a human Gould become a Transhu-

12) Merge True {P) D: 10 minvl R: S As
Great Merging, except caster may cast
Psions on himself while merged. - . -

.14} Metamorph True (P)- D:10m/Mi R: §.'

Caster is able to assume any form withirt
50% of his own mass and even assume '
fairly different physical shapes (such as'a

Snee or a Trilopter —but not a Wlhr- -

Kohl or 2 Aoemaran. -

"15) Passing True (P} D: CR: S Caster is
. able to pass through as much as T meter/ .

Ivl of solid material.

20) Lord Metamarph (P) 0: 1 hivi RS
As Metamorph Trug, but caster also

gains the abiltties as well as the outward =~
+ form he has assumed (thé:Snee Armor
" Type and strength, the Tnlopter tnnary-

brain capabilities, etc.). '

25) Shitting (P) D:. Ihr}IvIR 5 As Shape-
shift True, except caster may change

form at will without casting-another Psion -

(1 rnd is required per change). .

30) Yrue Change (P) D: 10 min/Ivi R: S
Caster is able to assume the form of any
fairly solid object (no more liquid than a
very viscous fluid) of between 50 and
200% of his actual mass. Castercan '
even assume the form of an inanimate
abject, such as a chair or door.

50) Master Matamorph (P) D: Untit |

cancelled R: S As Lord Metamorph and " .

True Change except caster can increase
his mass by 5x or decrease it to 10% of
his actual mass. He can assume any
Caster may also change form at will
without casting another Psion {1 md is
required per change). -

o A
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MIND DISCIPLINE

1) Detect Probe (I*+) D: —R: S Psionis
triggered whenever-caster’s mind is .
being probed, attacked or monitored, and

lprobing Psion fais a RR modified by -25.
) Concentration 1 (U*} D: —R: S Adds
10 to any maneuver (not combat).

4) Recait (U) B: — R: S Caster gets a
25% chance of recaliing some key fact or
occurrence from his subconscious,
which could refate to the current situation
{coutd be from his background or
something he has forgotten).

5) Memory Trance (P) D: PR: S Caster
enters a trance-like state where he is
unable move or tatk, and is in fact not
consciously aware of his surroundings.
He is able, however, to absorh and
flawlessly memorize audio or visyal
information at 10x normal speed. Ths
session can tast up to 5 hours, and the

caster can pre-arrange the ending time,

or have the computer (or whatever is, -
feeding the information) give a signal
which terminates the trance. Otherwise
the trance is gifficult to come ou! of, and
the caster is groggy for 2-20 rounds if
disturbed or wakened by someone '
unaware of the ‘trlgger Useable once
perdayonly. ‘.-

6} Observation (U) D:—R:S Caster i
gains insight or facts by observinga
person or thing (as far away as 30m or
‘equivalent with high-quality eguipment)
with intense concentration.

7) Concentration I (U*) As Concentra-
ton, except bonus is 30.

8) False Patiern (P*+) D: —R: S This
Psion is triggered any time someone
attempts to Mind Pattern or Pattern Store
the caster and faifs t0 resist detection
{with a 50 modgification to the Patterner/
Storer's detriment). 1t generates a false
Mental pattern, different every time.
Patterner/Storer is unaware that he has
taken a false pattern. _

8) Unpresence (P} D: CR: 5 Caster is
undetectable by Presence, Mind Pattern
and similar Psicns.

10) Mind Block (P) D: 1 min/IviR: S
Caster gains a +20 to his RR vs ali
Psionic Aftacks (.., attacks involving a
Psionic Attack Roll, PAR).

11) Concentration V (U*) As Concentra-
tion except caster has a +50 bonus, -

12) Faise Presence True (P*+} D: 1 day/lvl
R:S As false Pattern, except caster may
pre-set any false pattern he desires.

13) Correlation (P} D: 1 topic R:.S Caster
is able to correlate known facts to obtain
conclusions (i.e., help is given by the GM

’ 14} Sensitivity (P) 0: — R: S Similar to

. Dbservation, except using all senses in -
concert {caster must be physically &>
present to utilize the Psion). Caster
might detect hidden presences by breath-
ing or heartbeat, note air patterns, minor
temperature changes, odors, sounds (or
lack thereof) and thus deduce useful
data, Caster should roll, using Percep-
tion honus. Range is about 100m

15} Total Recall (P} As Memory Trance,
except caster is fully aware of his ~
surroundings and can break the Psion at
any time. o

20) Gbservation True (P} D: 1 min/viR: §
As Observatipn except virtually nothing
escapes the notice of the caster. There is
a duration, which implies that the castar
is constantly receiving input — including
from other persons in the room: nervous
gestures, significant glances, body
language, etc. The GM should be aware

which the truly observant can gain.

25) SensHivity True (P) D: t min/M R: §
As Sensitivity, but with the added
potential as discussed in Observation
Trug above multiplied by all senses.

30} Correlation True (P) As Correlation,
except no roll Is involved and conctuslons
are obtained attomaticatly, hased even
on scant information, -

50) Mind Master (P) D: 10 min/v R: S
Caster is able to freely use Total Recall,
Sensitivity True, and Correlation True at
will for the duration of the Psion.

BODY DISCIPLINE

1) Touch | {U*} D: one maneuver R: S

Caster gains superior tactile sensitivity,
enabling him to perform smal! maneu-
vers (repairs, picking a fock, a surgical

based on 2 rofl).

procedure) at +10. Can be cumulative
with Concentration.
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- still act within the round sequence.
1 4) Dodglng § (F*) D: 1 md R: S Allows

of the enormous amount of information
7} Great Leap (F*) As Leapmg. except XY

2) Leaping (F*)D:1rmd R: § Allows
caster to feap 20m laterally or 5m - .
vertically (on Terran-normal gravity) in-
the round that the Psion is cast.

3} Speed 1l (F*) D: 3 rnds R: § Caster
may act at twice his normal movement
rate, but must spend a number of rounds
equat to the rounds 'Speeded" at half-rate -
(immediately afterwards). Caster must

l
Pl

e et

caster to dodge (-50 to attack roll) one
nonenergy attack {missile, projectile or :
meiee). The attack must be in caster's . ;J
field of vision. e
S)Flip{(F*)D:1rnd R: § Allows caster 0
to somersault in midair, landing up to 3m.
away, fully oriented and facing any
direction. +30 to DB while “flipping’.
6) Hold Breath (U*) D: 1 rmd/ivi + 6rnd
basg R: S Caster is able to hold his ;
breath for an extended peracd by con-_
serving oxygen. .. . R

A alr

fimit is 3m/vl laterally and 2m/ivl ~ !
vertically (on Terran-normal gravity). +*23

8) Dodging 1 (F*) As Dodging / except 3‘
attacks can be dodged., .
8) Touch 1l (U*) As Touch except 30 |s
added to the MANUVEr... .

10) Haste I (F" } As Speed Hf except nc."
half-rate rounds are assessed. -, :
11} Fi'p i {F*) As Fiip, except 3 rapld
‘flips’ may be executed in qu1ck sticces- ‘.
sion. . J;;t
12) Speed V (F*) As Speed /il except Y
caster is 'Speeded’ for five rounds. 3’

13} Landlng True (F*) D: until tandmg R:* 3
S Allows the caster to Jand safety inafall &
of up to 15mAvi o

14) Haste V (F*) As Haste /il except caster
is ‘hasted’ for five rounds. -

15) Wa'lrunntng {F*) D: t min/vi R: 8
Caster is able to walk or run on any solid -
surface up to 97° from the gravity source £}
as if he were on 'flat ground’. B,

20) Dodging True (F*) As Dodging except <
all {inctuding energy) attacks against
caster are at -50. il

25} Haste X (F*) As Haste I/l except caster =
is ‘hasted' for fen rounds.

30) ceﬂinnmnninq {F*) B:1 min/ivi R; -
Caster can walk or run on anysolid -
surface as if he were acting against his . .
homewaorld gravity. This includes )
surfaces on which no gravity field is -
operating {e.q., the outside of a space- [
ship) as weil as ‘ceilings’. L

50) Master of Self (F*) D: 1 rd/MI R: S *!
Caster may utilize any one of the non- -,
Speed/Haste Psions on this list every rnd. ™

-'"::;

)
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MIND DISCIPL!NE

1) Detect Probe *
2) Concentration l *

3)
4) Recall

11) Concentration V
12) False Presence True * ¢
13) Correlation
- | 14) Sensitivity
15) Total Hecall

..."-"""'"'_.' —
Traoeyls

11) Flip 1 +
12} Speed V*
13) Landing True *
14) Haste V.*
15) Wallrunning *

“'BODY DISCIPLINE
1} Touch ™
2) Leaping*
3; Speed Ill *
. 4} Dodging I *
5) Fl:pl‘ _

- METABOLIC CONTROL
1) Clottingl* ¢
2} Pain Relef[* ¢

3} Unstuni*s

4} Mask Pain (25%) * s
5) Cut Flepa:r[c

11) Mask Pam [50%) $
12) Tissue Repair True
13) Pain Relief True * s
14) Fracture Repair True

15) Neutrahze Poison*c s

® ﬁ METABOLIC CONTROL

= {)Clotting 1 {H*) D: C R: S Reduces hits/
j}- rnd by 1, and after one minute of
. concentration the stoppage is permanent. -
r 2) Pain Reilef | (HS*) D: C R: S Takes off .
;. 0ne concussion hm’mmute
3) Unstun I (HS*) D: —R: £ Caster is
3 - relieved of one round of accumuiated
1117 N
® 4) Mask Pain (HS*) D:1 minWi R § -
@& Caster is able to sustain an additional
" 25% of his total concussion hits before
= losing consciousness. Hits are still taken
@ and remain when the Psion lapses.
.z 5} Cut Repair 1 {H) As Ciotting /, except 1
hit of bleeding fs permanentry s‘opped
.'— gvery round. :
§) Tissve Repair (M) D: P/C R: S Caster is
able to repair one damnaged (put not-
@ ‘destroyed’) muscle or tendon (or similar
tissue). This requires one hour of
® congentration.
T) Fracture Repair (H) As Tissue Repair
except this Psion will repair'bone or
@ cartilage which is broken, cut or torn (but
not ‘shattered’ or ‘destroyed’).
® 8) Unstun I (HS*) As Unstun I except
three rounds of stun are immediately
® relieved.
@ 9) Vessel Repair (H) As Tissug Repair,
@ cxcept repairs one vein or artery.
@ 10) Resist Poison (HS*) D: CR: S Delays
the effect of a poison as Icng as the
@ caster concentrates.
@11) Mask Pain (HS*) As Mask Pain,
@ except additional 50% hits can be taken.

12) Tissue Repalr True (H) As Tissug
Repair except caster need not concen-
trate. Wounded area must be kept
immaobile, however, Will repair a

1~‘destroyed’ muscle or tendon {or similar
fissue) m 25 hours while caster is m a
trance.

13) Pain Relief True (HS*) As Pain Relief
/except 1 hit/round is relieved, and
caster need not concentrate.”If he is
conscious, caster may keep this Psion
from “Subconsciously” activating.

Repair True, except wm reparr bones and
cartilage. T
15) Neutralize Poison (HS } D CN A: S
The goison is the target and must make a
RR vs the attack by this Psion. Failure
means that the poison is permanently
rendered harmless. Caster must
concentrate for T hour to completely -
destroy the poiscn, and the effect is
detayed for as long as the caster coricen-
irates in any case.

20) Regensration (HS*) D: VR:S Caster
is able to regenerate lost limbs, damaged
or destroyed organs (not the brain) while
in a trance. Note that, if caster is
SUpPIses %o tie from such a wound in a
give: per.od, this Psion will not save him
yniess it completes the repair before that
time. Time required varies: 5-100 days
for a limb {finger to leg); 10 days for
damaged organ; 50 days for destroyed
organ. Naturally, if the heart, liver, etc is
destroyed or damaged, the caster will die
vnless he is in 2 Medstasis unit or
ctherwis: kept artificialiy alive. [f the

dia "

organ is a Kidney, eye, etc., he will be
able to hold out. .

_ Pet13

14) Fracture Repalr True (H) As Tissue

25) Resist Stun (HS*) D: — R: S Any

stun delivered to caster is im mediately
annulled.

30) Trance (HS* }JD:VR:S It caster is
struck a death-bfow, this Psion places
him in a trance-like state, He does not
die, but is in suspended animation. if
caster is abie to subconsciously utifize
the repair Psions above (or, ideally,
Rengwal True, below) the trance will las
until he is able to regain conscaousness
— even if it requires days.

50) Renewal True (HS*)D:VR:S i ~
caster is forced to revert to Trance
(abave) or atherwise rendered uncon-
scious, this Psion is triggered, and it
utilizes all Psions necessary to repair the
caster, at a total cost of only 50 PP’s.
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PSION DEFINITIONS AND
NOTATION |

PsioN ABBREVIATIONS

D: = Duration: ' -
R: = Range: :

Mod: = special modification to a RR

~ rnd or rd = round (a battle round of

approximately 10 seconds)
fvi = level (normally of caster)
min = minute(s)
hr = hour(s)
R or Rad = radius
km = kilometer{s)
m = meter{c)
kph = kilometers per hour
AR = Resistance Roll .
PP = Power Points
pt=point . -

" Psion CLASSIFICATIONS

¢ = free; Psion does not requ:re Power
Pomts tocast .

= .nstantaneous; psmn dnes not reqmre

LR

prepamtlon

.- Y = Utility Psion; a general use Psmn that

dogsn’t physically affect anyone of
anything but the caster.” . - ©~

= § = Subconscigus Psion; a Psion thatIs

_ Distance /vl =

tnggered by the subconscious. Most do
not require the conscious casting of the
caster.

| = Informationat Psmn a Psmn which
gathers information.

P = Passive Psion; 2 general use Psion
that ueually involves another person or
thiny, vut not actively. .

D = Defensive Psion: allows caster to
tugist of withstand the effects of a Psion,

the elements, ete.

F = Force Psion; involves the manipulation
of matter, energy, the elements, etc,
through the use of 2 Psionic force,

# = Manial aftack Psion; an attack Psion
affecting the target's mind.

Psion Range

§ = Self; Psion can only be cast on the
caster himself,

T = Tough; the caster must touch the
target {or what he is wearing) in order to
cast the Psion.

Distanca R = Effect is felt in an area with a
radius equal to Distance. The center
point of such area Psions must be within
the Psion's range.

Psion can take effect

anywhere within: [Distance] x [level of

the caster].

Psion Duranon

— = Instantaneous {or negligible time);
Psion's effect is instantanecusly applied.

{C) = Concentration required, except
duration cannot exceed the given limit.

P = Permanent; Psion has a permanent
effect in the sense of creating a physical -
or mental condition. After the casting
process is complete (or after the caster
has ng ionger concentrates) the effect
may be altered by outside forces {i.e., the
Psion effects may be cured, disturbed, .
eroded, etc. by another Psion or physical
forces). For example, if a Psion creatgs a
“sermanent” ice cube, it will melt and
gvaporate normally after the Psion is cast
(or its duration expires).

additional Psions helow 134 (o Ie\e

29.] IR
FIELD OF ALTERI}TION _.

TELEKINETICS

1) Landing (F*) D: Varies R: S Caster can
fand safely in a fallfump of up to 20'/vl,
and can take that distance off the seventy
of any fonger fall. _

60} Telekinetic Tow (F) D: CR: 10 009 -
ken/lVl Allows the Telepath to hold or pull
an object up to 100 kg/lvi mass as a M.
10 Tractor Beam (see Star Strike).

90} Telekinetic Tow True (F) O: 1 hr/ivi R:
100,000 kmfivi  As Telekinetic Tow,
except mass ‘s 1000 kg/lvi, caster neac
not concentiate, and has Towing poiwe-
equal to kalf his vl (.Trracror Bsam Mk, #).

MIND OVER MATTER -

6) Fog 5Sm R{F} D: 1 min/ivi A: 10m/Ivi
Altows caster to create a dense fog up to
5 mR, with the center upto 1Cm a vl
away. Fog can anly be created where it
could occur naturally (fog need not be
water based; a methane fog couid be

* created’in such an environment). Fog

dispsrses naturally after Psion duration.

9) Unfog (F} D: 10 min/ivi P: S Caster is
the center of a clear zone up to 10m in

ragius where any fog, smoke, or vision-
restricting gas is completely dispersed.

Pe114

V = Jariable; depends on the Psion.

1 € = Concentration required; caster gan :

pertarm only 50% activity until the
concentration is stopped {i.e., as if he
moves 50% of normal in a given round,
thus he may only move 50% of normal,
fire once in a round, melee at -50).
Caster cannot cast any other Pslons
while concentrating. Any action other
than simple movement will require a ma-

- neuver to avoid losing concentration,

Time [ vl = Duration is the Time multi-
plied by the caster's level,

Time { #1ailure =
[the amount that the target's RR is below '
the minimum needed 1o resist the Psion]
+ {the #1 x [the Time}.

T !'uf‘;.-'_

vt As Fog above, except for extensions.
25) Clouds {F) D: 10 min/ivt R: 1 km/lv
Caster is able to summon (or disperse)
clouds. This Psion has the same
‘envi.;onmentat restrictions as Fog.

40) Tremors {F) D: 1 rnd R: 30 meters/ivl

~Caster is able to create a very minor

ganthquake — approximately 5.5 on the

‘Richter scale. [t is string enough to make .

{oose obects rattle, but most structures

" would remain undamaged. On unstable

planets, there is a smail chance that it
coul’ igre. a more serious earthquake.

‘60, Quzkes F) D:VR: T (extent varies)

Erables caster to trigger an earthquake,
which ¢an be defayed up to Irain/ vi.
Severity cf quake is determined by a rolt:
(01-20) = 5.5, (21-45) = 6, (46-85) = B.5.
(66-8C) =7.0, (81-89) = 7.5, {91-95) =
8.0, (96-08) = 8.5, {98- 100) = 9.0. Note
that the Richter progression is exponen-

tial not lingar, so that the upper numbers

are many times more severe than lower
ones. Sever quakes can be felt decak-
licks {tens.of kilometers) away, have
severa! aftershocks, and even trigger a
natural series of quakes if near natural
fault lines. -

Y
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12) Fog 50m R (F) D: 10 min/ivi R: 100m/ .

9
>

Duration of the effect is: :'

ADDITIONAL PSIONS o

This section presents a number of Psions which conceptuany fit within the Psion ltst -
structure; but are either "High-Powered” Psic~s (ebove 50th levei) or supplemental TA
"sions are 0g1ized by feld and list, -
Both types are optivna. cor3e; ts 10 be usec at th: :A1's discretion, In some cases a m
new Psior will have a level and hst designation which slaces it at the same spotasan ..,
already existing Psion,” The GM has the option of making the player choose which
Psion their character has 'earned or al’awing knowledge of both Pslons at that level, If
the first-case is chosen, the aM may' allow the playe: to learn that sectson of the hst a
secord ttme m obtam the use of both sets of Psmns ' '
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TELEPATHY

60) Telepath {1} D: 10 min/ivi R: V As
Telepath Trug except range is unlimited.

MIND INTO ENERGY

1} Energy Bolt Mk [ (F) D: — R: V Caster
is abie tc¢ channei raw Psionic energy into
a concendrated bolt, Treat as a "Mini
Laser” attack for ranges, Mark #, and
attack table (Master Weapons Charts,
Tech Book). Skill bonus is the caster's
Energy Bolt Directed Psion skill bonus.

5) Energy Bolt Mk It {F) As Energy Bolt ]
except attack is a "Laser Pistol” attack,

10) Energy Bolt Mk It} (F) As Energy Boit |
except attack is an "Assault Laser” attack.

15) Energy Boit Mk IV (F) As Energy Bolt |
except attack is a "Laser Rifle” attack.

20) Lord Energy Bolt {Mk V) (F) As Energy
Bolt ! except attack is as a “Heavy Laser”.

25) Energy Drain (F) D: 1 min/vi R: 100
m/vt For the duration of the Psion,
caster is able to reduce the power output
of any reactor by 20%. -

30} Energy Absorption (F) D:CR: T
Enatle caster to absorb energy from a
reactor and convert it to PPs. Conversion
rate is 1 point per round, and caster's
totai number of Points cannot exceed
what he is normally atiotted fer the day.

; 35) Lord Energy Drain (F) D: 10 min/ivi R:

. 10kmAvi As Energy Drain except for

¥ range, duration, and reactor output is

@ 55 decreased to half normal.

“1 60) Energy Bolt True (F) D:—R:V As

- Lord Energy Bolf excapt that it is treated

- as an “Ordnance Energy Weapon® (GM

discretion: Mark 6-10, see Star Strike

and Armored Assauli).

ARMOR

40) Hull Armoring Hi (F) D: CR: T As Hull
Armoring I except caster may Increase a
hull's integrity by 2-3 CAT ivis (28 max)

60) Hull Armoring V (FYD:CR:T As Hull
Armoring | excep! caster may increase a
hult's integrity by 4-5 CAT Ivis (28 max).

- 29.2 I
FIELD OF SELF-MASTERY

TELEPORTATION

20) Teteport H {F} D: — R: 10 km/ivl As
Telsport except caster may take one other
entity (massing no more than 50% over
Caster's mass) along. Caster must be
touching ‘passenger'.

30) Mind's Portat 1! {F) D: — R: 10 km/vi
As Mind's Portal except caster may take
one other entity (massing no more than
50% over Caster's mass}) along Caster

must be touching 'passenger’.

o YRR IR e A T T e
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. which to be determined by the GM (they

_ Caster is able to walk on any sofid

~takes about a decaday. Caster is oniy

. youth, or accelerated aging begins: 1 W

Yo

40) Mind’s Portal True Il (F) D: — R:
unlimited As Mind’s Portal I except-
- there is theoretically no range limitation.
60} Telepori True Ii {F) D: — R: unfimited
As Teleport I except for untimited range.
70) Teteport True Iil (F) D; — R: uniimitad
As Teleport True H except caster may
take along two entities,

CHANGING

90) Metamorphosis {P) D: 1 he/iviR: S As
Master Metamorph except caster is abie
{0 assume any form-he wishes (liquid,
pasecus) and i$ subject to full benefits
(and penalties) of the form.

BODY DISCIPLINE

1) Landing (F*} D: V. R: S Caster can Jand
safely in a falljump up to 20'/W, and can
reduce the severity of any longer fall.

5) Strength (U*) D: 1 rndfivl R: S Caster
gains great strength for a short periog of
time, adding +20 and doubling hits
delivered by mefee and thrown weapon
attacks, Caster is also able to perform
feats of great strength, exact limits of

“should not excesd what is thecretically
" possible by a humanoid, however).

10) Wallwalking {F*) D: 1 min/tvi R; 8

surface up to 80° from the gravity source
as if he were on ‘flat ground’.”

11} Strength True (U*) D: 1 min/vl R: S
As Strength, except caster has +30 and
triples all strength-refated hits delivered
hy melee and t_hrown weapon attacks.
Caster also has ‘superhuman’ strength.
Suggested limits: lift 100 kilos/ivi

35) Hasta True (F*) D: 1 rnd/lvl H S As
Haste except for duratlon

METABOLIC CONTROL

25) Rejuvanate (H) D: VR: S Caster is
able to reverse ten years of aging from
his body. This includes regeneration of
any argans which have detericrated
(except the brain; though it does retard
brain cell death). Rejuvenating pracess

able to utilize this Psion safely once per
year, at which time ten more years can be
remaoved, until caster reaches post-
adofescence {about 20). Psion must
them be cast once/year to maintain

decaday until caster returns to reaf age
(or perhaps death). If Psion is cast more
frequently than once a year, caster risks
genetic damage and malformation. Nole:
The GM must decide whether this Psion
will confer immortality or extended life,
or if caster can just remain youthful until

ety o e T

ALTERATIONS

TELEKINETICS
Landing *
Telekinetic Tow
Telekinetic Tow True

MIND OVER MATIER
FogsmR
Unfog
Fog 50m R
Clouds
Tremors
Quakes*

 YELEPATHY
Telepath *

MIND INTO ENERGY
Energy Bolt Mk |
Energy Bolt Mk 1
Energy Bolt Mk Il
Energy Bolt Mk IV
Lord Energy Bolt (Mk V)
Energy Drain
Energy Absorption ¢
Lord Energy Drain
Energy Bolt True (Mk 6- 10)

ARMOR
Hull Armering 11
Hull Armoring V

60)
90

6)

12)
25)
40)
60}

80)

1)

10}
15)
20)
25)
30)
a5)
60)

40)
60)
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TELEPORTATION m*‘
20) Telepartn
30) Mind's Portalt . = .
49) Mind's Portal True Il 15 -
60) Teleport Truell -
70} Teleport True Il .

CHANGING
80) Metamorphosis

BODY DISCIPLINE
1) Landing*
5) Strength*
10) Wallwalking *
11) Strength True *
35) Haste True *

METABOLIC CONTROL o
25) Rejuvenate o
60) Rejuvenation

60) Rejuvenation (H) D: P R: S Casteris
returned to a youthful form in about 10
-min. This Psion is ongoing and need not
ever be cast again; caster remains locked

death catches up at the ‘appointed time'

in & youthful state until {(whatever}, .

_ SELF-MASTERY '




29.3 I
FIELD OF CONTROL

MIND ASSAULT

20) Lord Mind Shout (M) D: Varies R:
30m MOD: -50 Similar to Mind Shout
except there is only one target, who is at
a significant RR disadvantage (-50).
Failure means unconsciousness for 1
rnd/5 faiture; failure by morg than 50
means death.

40) Death’s Shout (M) D: VR: SOOm
MOD: -50 As Lord Mind Shout except
failure means instant death, -

POSSESSION

15) Mind Slayer (M) D:P R: 30m A brutal
twist on the Transfarral concept: caster
drive’s target’s consciousness out of his
bedy, rendering it comatose. Target's
coNSCiousness is ndt destroyed simply
‘lost’.

30} Mind Stayer True (M) D: P R: 30m .
MOD: -30 As Mind Siayer except target's
consciousness is utterly destroyed.

60) Transcendent Transfer (U) D: PR: T
Allows the caster to recall the concious-

- ness of another being (provided it has™
not been destroyed) and reunite it with

~ the body. o

29.4 IS
FIELD OF VISIONS

EMPATH

15) Neutalize Disease (H5") As Neutral-
ize Poison except that diseases may be
"neutralized” and it takes 1 hour.

25} Rejuvenate (H) As Psion by the same
name on the Metabolic Control list.

40) Empathic Bend (HS™) D P {until -
cancelled) B: 1 km/lvl Empath must be
touching target when the Psion is initially
cast; afterwards, any wounds taken by
the target {as long as he is in range} are
automaticaily transferred to the caster.
Caster may break the Psion either
permanently or temporarily at any time.
Caster's unconscious will suspend it in
any case if he is on the brink of death.

68) Rejuvenation (H) As Psion by the
same name on the Metabolic Control list.

84) Empathic Bond True (HS*) D: P R:
Unlimited As Empathic Baind except
range is limitless,

80} Reconstitution (H) D: P R T Casteris
able to completely reconstruct 2 being
from a few tissue celis; age of the celis is
not a factor. The original being must be
dead for this Psion to function; 1t is not a
"cione” Note: The GM must decide

* whether there is such a thing as ‘genetic

memory’ in which the reconstituted
being’s memories are somehow intact, or
if the consciousness is elsewhere.
GCombining Reconstitution and an
appropriate Transferral Psion could
restore a transferred consciousness back
lo a reconstituted body.

MIND’S EYE

5) Penetrating Sight (P) D: C R: S Caster
is able to see through any solid material
up to 1 meter thick.

7) Watch (P} B: CR: 3m Caster may
chogse a point up to 3 meters away and
he will have a field of vision from that
point; he can rotate the view but not
move it.

8) Far View (P} D: C R: 3m/v! Caster's
point of vision may be moved independ-
ently of him, but ke would have to
physically be able-to go there (e.g., the
View cannot trave! through solid objects,
a closed door, gtc.).

10) See nvisible (P) D: C R: S Caster is
able to see invisible objects (including
those made invisible by Psions and

Electronic cloaking). :
15} Watch 3m/ivt (P} D: CR: S As Warch_
except range is 3m/vl - 1

20) Lord Sight (P} B: G R: 30mAvi As Far
View, except caster's "View" is abie to -
pass through solid objects. The \.hew
may travel at 10m/rmd

25) Watch True (P) D: 1 min/ivi R: SAs
Watch 3m/Avl, except caster need not
congentrate.

30) Sight True (P) D: 1 min/lvl R: 30m/ivl
. As Lord Sight except caster need not
concentrate while the View is motionless.

Pe116

50) Mind's Eye (P) D: 10 min/ivi R; 10
km/ivl As Sight True except for extended
range. The “View” may travel at 10 km/
rnd

£0) Far SIght (P) D: 10 min/ivi R: 100,‘000
km/lvl As Sight True except for extended
range. The "View” travels at 1,000,000
km/rnd

90} Sight Master (P) D: 10 minvi R: 1
LYAvt As Sight True except for extended
range. The “View” travels at 10 LY/rnd

MIND'S TRUTH

Nota: If using these Psions, the GM may
wish to decide that all of the standard
Mind’s Truth Psions in Section 7?77 are
designed to judpe truth in the humaniod
mind, Due 1o the vastly different”
configuration of alien (Xenohuman)
minds, more powerful Psions have been
added here which enable the Truthsaying
Telgpath to accurately interpret such
thoughts. If using these Psions, ail
Psions on the original list should be
designated as designed for use on the
humanoid {of the caster’s race!) mind,
and have a 25% error ratg if used on a
different type of mind (25% chance the
caster makes a wrong interprelation).
Xeno Psions are identical i alf other
ways to their normal counterparts,.

3) Xeno Emotion Touchy i~ o~ it

6) Xeno Thought Scan =~ - - -

7} Xeno Truth | '

7} Thought Search (IM) B: C R: 30m
Aliows caster to use a key word/phrase/
picture 1o key on a specific surface
thought group. One of the Scan Psions
mus? be used to actually read the
thought.

9) Xano Thought Analysis

10) Xeno Truth tH

13) Meamory Search (M) D: C R: 30m As
Thought Search except caster is able to
iocate a specific memary.

13) Xeno Truth ¥

15) Xeno Mind Scan

16) Xeno Truthirance |

18) Xeno Truthtrance IH

30) Xeng Mind Prabe

35) Xeno Truth True '

§0) Deep Mind Probe (IM)D: C R: 30m
As Thought Scan except caster is abie to
probe into the target’s true memories of
an event (as opposed to what distortions
the target's psyche has overlaid; caster
receives clear images of the actual
event).

60} Xeno Truthsaying

INTERFACE

35) Assimilate Data (U} D: VariesR: T




t3 - Caster can copy all data and programs

¥, from a computer (once any security has
| been overcome and Interface estab-
 if . lished). Data is transferred into
il . Telepath's brain at a rate of 1 memory
! unit/rnd Total storage capacity {besides

. pormal resident memories) of the human
bR |- brain is about 5000 units.
) § i 40) Input Memory (U) D: Varies R: T
) | 7. Allows caster to transfer all of his
y |- memories into a computer database.
4. ,' Space required varies with age and

b § 4 ° experience {usually 300-500 units).
D g i "§0) Emulate (U} D: C R: S Caster is able
p | i to emuiate a computer of Mk. # equal to
" b twice his level, interfacing with support
- gystems up to 1m/ level away, and using
{7 any programs he has assimifated.

1. MIND DETECTION

"_ "35) Mind Tracking True (1) D: until

45 o dispelled R: 1 km/ivl As Mind Tracking,

¥5 - duration is until dispelled. Nofe: caster
L. may only have this Psion activated for

A one target at a lime.

. 45) Far Mind Tracking True (1) D: until
dispelled R: 1 LY/Ivl As Mind Tracking
¥ True except for extended range.

Ivl As Mind Location except caster is able
o seek back in the past for the ming

. pattern, lock on, and utilize a Past Sight
S Psron 1o that temporal location.

B MIND IN THE PAST

15) Psychometry (P) D: VR: T Caster
oids an object or stands in.a place of
ignificance and is able to gain a number
f Flashes Behind of important situations,
events or peopls who have been associ-
ated physically with the object or piace. -
Psion also provides as many Fiashes as
mportant events/people which actually
gv- occurred. Time range is theoretically
"ar-unlimited. Nots: This Psion is heavily GM
¥ - discretion. A 50th vl Telepath standing
holding a fork which has never had a user
& of significance will get no images.
@ 30) Psychometry True (P} D: Varies R: T
v* ° As Psychometry, except caster receives
-‘.,aH information as in Delving, and instead
< of Flashes, he gets Past Sights. ~ ~
&3 55) Frozen Time (F) 0: 1 md/VIR: S
Caster is removed from time. From the
caster's viewpoint, everything else seems
" 10 be frozen in place. Anything touched
= will also be drawn out of time for the
. duration of the Psion. Nole: care must
- be taken that caster’s effect on events -
while in Frozen Time are limited. The brief |

ey

ﬁﬂ) Pasl Sight I (1} D: C R: T As Past

B

§0) Past Mind Location {1y D: — R: 30m/ .

| - characters will be quite rare...

- CONTROL

MIND ASSAULT
<20} Lord Mind Shout *
40) Death's Shout*

POSSESSION
15) Mind Slayer
30) Mind Slayer True
60} Transcendent Transfer

mentally backwards in time as far as

desired, located by Past Compass —

travelling to the desired tinje destination
at up to 1000 yrs/mnd). Caster’s con-

- sciousness is tied to the same relative
place, and is able to receive visual and
aural input. Caster's body is in a trance
for the duration of the Psion.) except
caster may bring another back with him.
Their body is also in a trance and they
see and hear just as the caster does.

{e.g., “l am the spirit of Christmas
Past...)

90) Time Travel [ (F) D: 1 minM R: §
Caster is able to physically travel back in
time up to 100 years/ivl. The shift is
instantaneous and caster returns to his
own time at the end of the duration
uniess the Psion is recast. Any relative
maovement by the caster is also reflected,
though cosmic shifts (planetary move-
ment, etc.) are corrected for. Note: This
is an extremely dangerous and powerful -
Psion, to be used with care. It is strongly
recommended that extensive research
with Past Sight and Past Location be

_done first. In any case the GM must be

prepared to deal with possibie ramifica-

tions ‘Of such travel it it allowed. Can
someone change the past? — or is what
they do in the past already a parr or what

- Has Gone Before?

100) Tima Travel H (F) D: 1 mmﬂvl R: T

As Time Travel |, except caster is able to

take another person with him. If the

other person is not touching caster at the
end of the Psion, caster returns without

Him. - '

120) Time Travel Trua (FYD:PR:SAs

Time Travel | except caster has unlimijted

time range, remains in the past until he

wills a return, and {optionally} can travel
into the future. Note: Travel to the future

“must be done biingly, and the GM must

-carefully monitor such activity. Hope-
fully, the incidence of 120th level piayer-

. duration should be strictly adhered to. ™|

-Sight True (ie., casteris able to travel

EMPATH

15)
25)
40)
80)
80)
90)

Neutraiize Disease * s
Rejuvenate

Empathic Bond * s
Rejuvenation

Empathic Bond True * s
Reconstitution

MIND'S EYE
5) Penetrating Sight ¢
7) Watche
8) Far Viewc
See Invisible ¢
15) Watch (3 min/vl) ¢
Lord Sight ¢
Watch True
Sight True
Mind’'s Eye
Far Sight
Sight Master

MIND'S TRUTH
3) Xeno Emotion Touch
6) Xeno Thought Scan
7) Xeno Truth{*
7) Thought Search ¢
9) Xeno Thought Analysis .
10) Xeno Truth 111 *
13) Memory Search ¢
Xeno TruthV* .
15} Xeno Mind Scan
18} Xeng Fruthtrance |
18} Xeno Truthtrance lil
30} Xena Mind Probe
35) Xeno Truth True
60) Xeno Truthsaying
60) Deep Mind Probe ¢

.- INTERFACE
Assimilate Data = "
Input Memary - -~ -
Emulate c ‘

3s5)
40)
60)

~MIND DETECTION .~
Mind Tracking True =~ .
Far Mind Tracking True -
Past Mind Locationc =~ .

35)
45)
60)

MIND IN THE PAST -
Psychometry = .. :ivix
Psychometry True

55) Frozen Time "™
60} Past Sight Il ¢
90} Time Travell .-
100} Time Travel Il B

15)
30)

Pe117

12Q0) Tirme Travel True
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Roll o'n

Under
25 -

Number given is the stal potential,
initial stat.

STAT POTENTIAI.S CHART

Hange of the Inltlal Stat
25.39 40-59 &0-74 75-84 85-89 90-94 95-97 98-99

100

5.5 EXPERIENCE POINT
VS. LEVEL TABLE

To begin with, all folk have experience fror
gone days. Thus, the “first level” adventy
begins his wanderings and antics having
base of 10,000 experience points, The foll
ingchart lllustrates the progression from
stage on.

B )

Lavel Paints Raquir

e 20,00
e 30,00
e 40,00
i 500
...70,0
80,0¢
110,00
130,00
150,00
o 180,00
—3 1Y
rereers 240, 0
e 270, oo
erenr. 300,00
vrrnenesns 340,00
eersn 380,00
e 420,00
o 860, ou
e 500,00
.550,00

Alf of the levels after one attains 20th feve
cost an additional 50,000 experience poin
* All of the asterisked points denote an’ -
increase in the required pomts necessary
progression.

o
P

STAT BONUSES CHART

Bonus on | Devel. | Pow
Paln

L5 " 4

P

P




3

Humanold: A sub-species of Homo sapiens.

Humaneids in Space Master are often
derived from Terran stock, having been
transptanted to different pianets in

- humanity’s infancy. They attained their sub-

species status through the workings of
genstic drift,

Hypershunt: A term descrilting the actual

" .- transfer of 2 vehicie into Hyperspace. Ali

_travel in Hyperspace is measured via FTL

= displacement rather than “velocity”. Itis

if Imperlum: In the Space Master universe, the
;. Imperium is the centrally located territory

+: . of prosperous industrial and agricuitural
¢ worlds.

XHlomonit: Monetary Unit equivalent to 1000
~t  (one thousand) Monlts

! 'LS: Light Second. A measure of distance; ona
Light Second equals the distance traveled by

& light in one second of ime. 300,000 km,
t :LY. Light Year. A measure of distance, one
pd Light Year equals the distance traveled Dy
4. Jight In one Standard Year.
ki M/A: Matter/Antimatter — relating to a power
£3 source derived from the mutual annihilaticn
& & of certain pasticles ot matter and antimatter.
KiMark (Mk.): A numeric deslgnation to indicate
% the power of a given weapon or system. .

. with rapiers, or a wrestlmg match All of

‘ to Mk.#.

“Misslle weapan: In Spa.-:a Mastarthls ?
i~ Indicates 2 weapon which manually fires an’ -
;- airbome projectile, such as an arrow from a
== bow or a quarrel from a crossbow. This
. does not include projectlles fired by

. #xplosions or other high-velogity propuision

" means. Thrown weapons are also included
* 1 this area.

?‘ - referrad to as a 'shunt' because of the high-
3. acceleration boost necessary for FTL travel.

i ~within the Terran Empire; encompassing the
%J Emperor's homewonld (Terra) and a pisthora

There is not necassarlly any mterrelatlonsh}p

Malecutronic: The ultimate electronics
technology, molecutronics stores data in a
method similar to that of the human brain,

-but much more efficiently. The pinnacie of
true moiecular efectronics is the Mole-
cutronic Brain, a sel-contained entity most

learning and independent thought.
N-Space: Normal Space — as opposed to the
interdimensional realm of Hyperspace.
Neo-human: A designation used to describe
those beings who embody the next evoiu-

are superior (mentaily and physicaliy) to
normal humans. _
0B: Offensive Bonus: the total of a number of
muodifiers-which affect an attacker's chances
of hitting an opponent with a weapon.
Projectile weapan: As opposed to a missile
weapon, this indicates a device which
mechanically fires a high-velocity projectite.
Province: In the Space Master universe, a
provinGe is 4 territory of space which may
encompass any number of systems,
Although within the boundaries of the Tarran
Empire, a province is not directly admin}-
stered by the Emperor, but rather by
imperially designated governors. These
governors often start dynasties to perpetuate
their iegacy, giving rise to the formation of a
noble class within the society. These
dynasties have avolved into Royal Families.
Pslnn Hefernng to Teiepathic/Psionic power;
" the act of using such power. This corre-
sponds the the Ralemaster term “Spell”

often emplayed in androids, It is capable of

tionary threshold of man-king. Neo-humans

Repticant: See Altarant Replicant.-
il onadad o TRt s i

whlcl;l refers to theuse of a magical abmty

_Hnssm Stmus A cumputar component

“run in the'CPU, and can not be heid in the
memory ualt dus 16 sfza hmrtailons .
HlF Relative lnertial Fleld — ~’nacessary for
hyperspace travel, it suspends certain
¢ relativistic and inertial physical properties.
Huhat. Any saif-fotive powared machine with
~manipulative fimbs.
Senscr; From the acronym 'SENSR {Selected
Electromagnatic/ Neutrino-Stream Reflec-

““which stores programs which are not bemg

-completely harmless and almast undetect-

- beyond about 50 light-years.

tion). This refars to a system using
selectively treated, hyperfight-atcelerated
neutrino {and photino) beams. They are

able. Range varies, but there is distortion

_one 's suciety

Sentlent: A being (biological or mechanical)
which is intefligent and has self-awareness.
Sex: Ask your mother.

through practice and aptitude. Whenever a
specific skill is mentioned, it refers to one
found in.

SMAC Fighter: (Singly Manned Attack
Conveyance) Fighters are a classification of
small, highly maneuverable ships with a
single pilat/gunner designed primarily to
assault other space vehicles. Some are
capable of in-atmosphere flight (and so
attack planetary defenses) and landing.
Mast are short-range, possessing no hyper-
space trave! capability, and have only a small
cockpit with limited pifot mobility potential.

The emphasis is on sublight speed and ma-
neuverability, and high-output weaponry.

Speed of Light: The rate of propagation of
electro-magnetic radiation in hard vacuum.

Light travels at 300,000 km per second or

30,000 km per round.

Standard Day: 25 hours. '
Standard Day: The standard palactic day in
Space Mastaris 25 hours long — the time
found to be most natura! for human
circadian rhythms. Hours and minutes
remain intact from Qld Earth timekeeping.
Standard Year: 350 Standard Days
Stealth: See £W.
Sub Light: Maving or ex:stmg in norma! space-
tima.
| Tachyon Beam Dictor: Communications .
system utilizing tachyon beams (more stable
over & long rangs than neutrinos) to transmit
information. Etfective range Is about 50
- light-years without relay. = i
Terran: Having osiging on Terra (aarth S
Transhuman: Term fnr a eugemcally amprouad
human. :
Xeno-human: A Homn saplens who is unable
ta trace his history back to Terra A human
trom a non-Terran soclety, < - % ™
Xeno: Something alien (usually fram tha '
perspective of Terrans). L
Xenophobla: The fear of somethlnq alfen to

Tam ~

Skifl: Refers to a bonus acquired by a character
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NEEDLEGUNS

Needie pistols, carbines and rifles fire a
spray of metal slivers by way of a sophisti-
@  cated spring mechanism. Because no

explosives are required to propel the
slivers, Neediers are almost completely
_ silent weapons. Needle ammunition is not
® _ nterchangeable between the three classes
@ - of needleguns bscause the slivers become
. - {arger (increasing the effective ranges and
* penetration power) as the classification of
gun increases, All Needieguns tend to be
. & notorlously small, with short barrels,
i making them sastly concealable. They are
% excellent (and quite dead!y) close quarter
T weapons.

o TANGLEGUNS
¢ .. Tangleguns fire a Special ammunition
@ . which, upon hitling the target, expands,
o enveloping the foe with tough fibrous
o strands. There are three types of tangle-
. guns, a pistol, carbine and rifle. Their
* ammunition is not intarchangeabie.
® L TASERGUNS
@ - Tasers are devastating stun weapons.
@ : The three versions (pistol, carbine and
@ rifie) each fire a prong or barb which trails
behind it a fine conducting wire connected
® 10 the shell. if the barb manages to strike
. the target’s skin, a small power source
located inthe sheH discharges.a strong .
electne jolt. The effective ranges ‘ot these .
weapens are restricted by the low’ carryma
®: !{‘rerght of the barb and the amount of wire |
@ 'which can be spooled out by the shell,
° -The ammunition of these three tasers is
not interchangeahle o

\,- -Ja.a . ."'T..:

: AR HOOKET‘OUNS ‘n C"‘.’U.I
. Rocketguns of which there are three -

types {pistois, carbines and rifies), are =
@ specially constructed launching mecha- .
® nisms for sef-propelied smal caliber

ammunition. Ammunition Is completely

interchangeable between the three types of
@ rocketpuns. o

®  Magnemc Linean Accauanmrons

@ MLA Pistols (1) and Riftes () have
special conducting-coil barrels which, - -
when powered, accelerate MLA ammuni-

®ion 10 exceptional velocities. Imparted

@ with such momentum, MLA slugs are the

@ Jitimate in hand-held, anti-personnel

.,teppinc power. The size of a “Linex” (as
‘he technology is referred to) weapon is .

@ cling; the pisto] barrel length is never fess

@ han 40cm, while tha rifie barrsl can be ™

° vell over 1.5 m long. Pistol and rifle
immunition Is interchangeabie.

represented in the game is a stangard
version. 1t may be a weapon unto itseif, or
a version fused alongside the barre! of
another gun, The range characteristics
listed in the Master Weapons Chart 1 are
indicative of the standard propellant
charge which most rifte-faunched gre-
nades have. Therefore, ranges will vary it
stronger or weaker propeliant is used.

Rocker PROPELLED GRENADE LAUNCHERS

These launchers are merely mecha-
nlsms to discharge rocket propelled
grenades. The may be disposable (after
one launching), or reusable. The range
characteristics listed In the Master _
Weapons Chart 1 are indicative of two
things: 1) the Standard propeliant charge
with which most rocket propelled gre- .

effectwe'tarqetmo for an unguided
warhead over a distance. With these
considerations in mind, the GM may wish
to vary the range of oiven RPG shghtly it

‘ lhe propeliant charge was altered. -

. PoaraLE MissiLg LAUNCHEHS

Portab!e missile launchers are firing
mechanisms for small guided or unguided
missiles. Because of the variaty of missile
types, no range characleristics are listed in
the Master Weapons Chart 1. Alisting of
the various typas of poriable missiles, and
their range characteristics can be found in
the Ammunition Section, pg.12. Basically,

the PML and the-PML Quad are breach-
loading tubes on a ha stock
alone harbors the firing controf; and the

guidance system (if guided missiles are

| used).” The PML Autofoad weapon uses a

single launching tube but is compatible
with a magazine feeder, eliminating the
necessity of breach-loading the device.
Because portable missiies are somewhat
standardized in physical siz¢, a PML could
theoretically fire any MK. number of

portahle mis_sile frem Mk.1 through MK.5.

nades are issued, and 2) the limitof .. ..

LASER RIFLE
Kashmere Togls
Grenaoe LauncHens 2.2 FE
Grenade faunchers come in many
shapes and sizes, all having different ENERGY WEAPONS
parfarmance characteristics. The one LasERrs

Man-pertable laser weapans function
on the premise that a highly cohesive,
layered stream of homogeneous electro-
magnetic radiation can be delivered to a
target causing 2 "burn-through” of armor
and subsequent heat damage to the
victim. Lasers have the advantage of
being absolutely silent when discharged,
and their beams are virtually invisible
unless observed in the infra-red or in pitch
darkness. There is no noticeable recoil
when a laser fires. Their disadvantages lie
in size and durability. By necesstity, Iaser
barrels are quite long and unwieldy, and
any misalignment of the delivery system -
will cause 2 maltunction. Lasers also lose
effectiveness as they fire through smeke

or anti-laser aerosgls. - oo RS

" Lasers are reprasented in the game by
five general types. The Mini Laser (*} is >
significantly miniaturized by most stan- ™
dards of this technology and so can fit
onto the end of a fingertip. The Laser -
Pistol {*} Is a comfortable hand-held ~
weapon, despite its longish barrei. The
Assauit Laser (1) and Laser Rifle (1),
though effective offensive weapons, are
cumbersome. Their greatest strength lies
i their range characteristics. The Heavy
Laser (3} is an excellent support weapon
when mounted on a firing platform.

Note: the GM may wish to introduce light
and medium versions of the Heavy
(support) Laser with reduced range.

O




py T o e P

BBk

i £ NI e L4,

TIPS it o

BLASTERS
Blasters, or, more properly, particle
beam weapons, contain miniature particle
accelerators. When the weapon is

~ discharged, the light atomic nuclei in the

accelerator are shot out at the target.
Unfortunately, once released from the -
mechanism, the “blast bolt” tends to iose
cohesion and becomes rather random in
its flight and hitting power. When
discharged, blasters emit a piercing
screech, and have a slight recoil.

Blasters are represented in the game by
five general types. The Mini Blaster (*) is
small enough to be concealed in the paim
of aman’s hand. The Blast Pistol (") isa
favored weapon due to its wieldiness and
excellent defensive capabilities. The
Assault Blaster (1) and Blast Rifle (1) are
popuilar military weapons because of their
relative reliability The Heavy Blaster (3} is
a devastating weapon only nrmted by its
range characteristics.

.. Fiamers

Flamers propel a chemical mix which
both adheres to its target and burns for an
extended period of time. Once ignited by
the discharging mechanism, the Hamer .
chemical mix is almost impossible to ex-
tinguish until it has consumed itself. Fla-
mers tend to make a satisfying “Whoosh”
sound when discharged. Oxygen is
required for the chemicals to burn, so
flamers are useless in vaccuum or oxygen-
starved atmospheres.

Five flamer types are represented in the
pame. The Mini Flamer (*) is small
enough to be fired from the wrist of a man
if its power supply is strapped to the
wielder's forearm. The Flame Pistol {*) is
considered a good close-range weapon.
The Assault Flamer (1) and Flame Rifle (1)
have a fair offensive capability, and are
only restricted by their range characteris-
tics. Heavy Flamers (3) are support wea-
pons to be feared at close because of their
fair range and superior burning effects.

STUNNERS

Stunners pulse strong electromagnetic
radiation at their targets. At the frequen-
ties used for these weapons, stunners
tend to shock and disorient their foes,
Because sound pressure waves are not the
medium for the discharge, stunners are -
weapons equally capabis in atmospheres
or vacuum. They make no noise when
discharged, emit no visible beam, and
have no recoil. Stunners are excellent
non-iethal, suppression systems.

There are five general stunner types-
represented in the game. The Mini
Stunner () is so small that it can be
concealed in almost anything, from a false
eye, to a chemical lighter. The Stun Pistol
(*} is a favored police weapon on non-
violent worlds because of its capacity to
subdue foes at close range. Assault-
Stunners (1) and Stun Rifles (1) are often
used for riot control and similar exercises.
The Heavy Stunner (1), with its arc firing
capability, makes an excelient non-violent
crowd controt support weapon,

- . DISRUPTORS < - - -

Drsruptors use the same attack dehvery
principle as stunners. However, at the
frequencies used for these weapons,
disruptors set up sympathetic wbrattons
with the target’s molecular structure, - -
Disintegration of chemical bonds is the
normal effect, causing massive destruc-
tion within the target. Often, the end result
in a living target is quite gruesome, Cells
explode, bones shatter, and blood vessels
rupture.

There are five general disruptor types
represented in the game. The Mini
Disruptor {*) is a typically small espionage
device, The Disruptor Pistol (*), Assault
Disruptor (1), and Disruptor Rifie (1) are
increasingiy deadly and crugl weapons
used aimost exclusively by the military,
The Heavy Disruptor (1) is a truly evil
weapon when used against organic
targets, and is thus severely monitored.

STRUPTORGUNS

Struptorguns are unique in that thay
incorporate both a stunner mechanism
and a disruptor mechanism in the sam:
weapon. invariably, struptorguns have
two settings; “STUN" and “DISRUPT”.
One merely flips a toggle on the weapo
breach to obtain a different effect. Ina
respects, struptorguns adhere to the
descriptions of Stunners and Dlsruptm
found above. '

 Prasmatic HEPEATOBS

Man-portable plasma weapon techn
ogy is an offshoot of the blaster firing
system. Essentially, plasma attack
mechanisms heat accelerated particles
means of their microfusion reactor poy
supply. The resulting super-heated, st
atomic particle plasma can then be shc
out of the accelerator with devastating
effects. The weapon is termed a “repe:
tor” because the limited magnetic cont
ment apparatus inside a plasma weapc
can neither hold very much plasma noi
hold i for a very long time. Thus, sma
boits of plasma are discharged in rapic
succession, for once the containment
vessel is evacuated, newly generated
plasma quickly fills it and is ready for
discharge again, The net resultisa
weapon system | that spits out bot aﬂef
bolt of fiot plasma, with menacing -

“cracking” sounds and moderate reco
Plasmatic repeators are by no means i
weapons; they quickly drain their powe
supplies, the individual bolts retain the
blaster’s inherent unpredictabiiity, and
they are invariably large and cumberst

Two types of plasmatic repeators at
represented in the game. The Plasma
Repeator Rifle (§) is just unencumberi
enough to be held as a two-handed
weapon, though it is still quite unwield
_The Heavy Plasma Repeator (§) is actt
“a support weapon requiring a firing
platform for full effectiveness.

PLASMA REPEATOR RIF
Haunt/Ridley




2.3 I
WEAPON DESCRIPTIONS

The weapons available to characters in
~ Space Maslerare many and varied. There
are essentially four different kinds of
personal weapons: Projectile Weapons,
Energy Weapons, Meiee Weapons, and
Archaic Missile Weapons.

The Projectile Weapons are noteworthy
- because they generally carry their ammu-
" nition in magazine clips or require breach
lpading. Projectile Weapons capable of
burst fire discharge several projectiles in
quick (automatic) succession. Each burst
< fired represents the discharge of five to
. fen individual slugs/sheils (exactly five
: slugs/shells for bookkeepers).

For those weapons capable of both
burst {automatic) and singie shot {semi-
- automatic) fire, careful track of ammuni-
tion expenditures will be necessary. A
. burst may be followed by two single shots,
then another burst, and then another
single shot. Before you know it, you have
- no idea how many more shells your
- magazine is holding. In such instances
--,assume the hard and tast rule that a burst
& represents five (S) rounds fired, and thata
® E‘ single shot represents one (1) round fired.
® r It a magazine holds fewer than five rounds -
Py + al any given time, do not allow the burst

; ﬁre option.

< Energy Weapons are umque in that |t is
pot necessary to keep track of ammunition
expenditure. . Power supply depletion for”
Enérgy Weapons is handled thre?:h the

i LR
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 weapon failure rules. If the unmbdified
= attack roll of an Energy Weapon/falls < =
> within that weapon’s failure range, there-is
o £ probability listed at the bottom of the

: respective attack chart which indicates
. that a power supply failure has occurred

2 31 PROJECT ILE WEAPONS

Convennonar Pistols!
5mm Pistol; Can fire up to two shots per
. .round using the Small Pra;ectr!e Attack
® Tabe(151)Mk1. . -
@ i10mm Pistol: Gan fire up to two shets per
round using the Smaﬂ Pm;ectrte Aﬂai

Table Mk.2.

12mm Pistol: Can fire up 1] twe shots per
round using the Small Projectite Artaek
Table MK.3, )

CoNvENTIONAL Mncums PISTOLB
Smm Light Machine Pistol: Can fire up to
two bursts per round or two shots per
round (or combination adding to two),
using the Smali Projectife Attack Table
Mk.1. Both burst and singte shot fire use
the same range characteristics.

10mm Medium Machine Pistol: Can fire
up to two bursts per round or two shots
per round (or combination adding to twa),
using the Smaff Projectile Attack Table
Mik.2, Both burst and single shot fire use
the same range characteristics.

Convennonat RiFLES

Smm Light Rifle: Can fire up to two shots
per round using the Smalf Projectile Attack

Tabie Mk 1,

10mm Medium Rifle: Can fire up to twa
shots per round using the Small Projectile
Attack Table Mk.2.

12mm Heavy Rifle: Can fire up to two
shots per round using the Small Projectife
Attack Table Mik.3.

ConvenTIONAL AssauLT RIFLES

Smm Light Assault Rifle: Can fire up to
two bursts per round or two shots per
round (or combination adding to two),
using the Small Projectile Attack Table
Mk.1. Effective single shot range charac-
teristics are somewhat better than burst
fire ranges.

10mm Medium Assaanlt Ritie: can fire up
to two bursts per round or twa shots per
round (or combination 2dding to two),
using the Small Projectile Attack Table
Mk.2. Effective single shot range charac-
teristics are somewhat better than burst
ﬂre ranges. y . :

Convaunomu MACﬂINE Guns o
10mm Light Machine Gun: Fires up o two
bursts per round using the Smaﬂ Pra;ectr!e
Attack Table k3. ..
10mm Medium Machine Gun: Fres up to
two bursts per round using the Smaﬂ "
Projectile Attack Tablg Mk.3. . .

12mm Heavy Machine Guu Flres up to
two bursts per round using the Smail -
Pro;ectrle Attack Tabfe Mk4.

e om

CONVENTIONAL SHOTGUNS
15mm Shotqun and Sawed-otf Shotgun:

Fires up to twice per round on the Shatgun

Aftack Table (15.2).

15mm Auteshetuun Fires two bursts per
round. All targets in the firing arc are
attacked on the Shotgun Attack Table.
20mm Shotgun and Sawed-off Shotgun;
Fires up to twice per round on the Shotgun
Attack Table.

20mm Autushnlgun Fires two bursts per
round. Al targets in the firing arc are
attacked on the Shofgun Attack Tabie.

MNEEDLEGUNS
Needle Pistol: Fires two bursts per round
on the Srnail Projectile Attack Table Mk.1.
Needle Carbine: Fires up to two bursts
per round on theSmall Projectile Attack
Table Mk.2.
Needte Rifle: Fires two bursts per round
on the Small Projectile Attack Table Mk.3,

TANGLEGUNS
Tangle Pistal: Fires up to two shots per
round on the Entangle Attack Table Mk.3.
Tangle Carbine: Fires Up ta two shots per
round on the Entangle Attack Table Mk.4.

Tangle Rifle; Fires up to two shots per
round on the Entangle Aftack Table Mk.s. :

TASERGUNS S
Taser Pistot: Capable of firing. one shot on
the Small Projectile Attack FableMk.1, - -
Specific critical rasults are ignored; rather
any target given a critical takes 3n “E™..

severity Stun critical instead. Y

Taser carhtne Fires up to twe st\ots per
round on the Small Projectile Attack Table
Mk.2. Specific critical results are ignored;
rather, any target given a critical takes an
"t severtty Stun critical instead. iz
Taser Rifle: Fires up to two shots per
round on the Smalf Projectile Attack Table
Mk.3. Specific critical results are ignored;
rather, any target given a critical takes an
"E" severity Stun cntlca! mstead

 ASSAULT STRUPTERGUN _
. Kashmere Tools
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ROCKET RIFLE
Cobra/Devcomn

~ ROCKETGUNS
Rockat Pistol: Fires up to two shots per
round on the Smail Pm;ecme Atrack Table
Mk3.-
Rockat Carbine: Fires up to two shots per
round, or two bursts per round (or a
combination adding up to two), on the
Small Projectile Attack Table MKk.3. Single
shot fire has somewhat improved effective
range characteristics over burst fire.

Rocket Rifle: F:res up to two shots per
round, or two bursts per round (ora”
combination adding up to two), on the
Small Projectite Attack Table Mk 3. Single
shot fire has somewhat improved effective
range characteristics over burst fire.- -

MAGNETIC LINEAR ACCELERATORS
MLA (Linex) Pistol (1): Fires up fo two
shots per round on the Small Projectile-
Attack Table Mk.4. This weapon must be
powered by one Utility Cartridge.

MLA (Linex) Rifle (i): Fires up fo two
shots per round on the Smalf Projectile
Attack Table Mk.5. This weapon must be
powered by one Utility Pack. Notg that it
is the more powerful energy source {as
opposed to a larger slug) which allows a
Linex rifle to do more damage than a Linex
pistol.

(GRENADE LAUNCHERS

Grenade Rifle: Weapon can discharge up
to two grenades per round. The combat
roll is resolved on the Launcher Error
Chart {Playsr Book, pg.50) to determine
where the grenade has landed. individual
grenade attacks are then resolved on the
Grenade Attack Table (15.3) against any
potential victims in the blast radii of the
warhead.

Rocker ProreLLep GRENADE LAUNCHERS

RPG Launcher: Mechanism capable of
discharging one RPG. The combat roli is
resolved on the Launcher Error Chart to
determine where the rocket propelled
grenade has fanded, Individual grenade
attacks are then resolved on the Grenade

- Aftack Tablg against any potential victims
in the blast radii of the warhead,

PorTaBLE MissiLE LAUNGHERS
PML: A mechanism fires one portable
missile. Range characteristics are
dependent upon the portable missile being
used. The combat roll is resolved on the
Launcher Error Chartto determine where
the missile has landed. Individual portable
missile attacks are then resolved on the
Grenade Attack Table against any potential
victims in the blast radii of the warhead, .
PML Quad and Autofeed: Mechanisms
capable of firing up to two poriable mis--
siles per round, Range characteristics are
dependant upon the portable missile being
used. Combat rolls are resolved on the
Launcher Error Chartto determine where
a given missile lands. Individual portable
missile attacks are then resolved on the-
Grenade AttackTable against any potential
victims ir; the blast radii of the warhead.

2.32 ENERGY WEAPONS

~ _Lasers
Mini Laser (*): Fires once per round on
the Laser Attack Table Mk.1. Power sup-
ply is gither a Utility Cell or 2 Weapon Cell,
Laser Pistol (") Fires up to twice per
round on the Laser Attack Table (15.4)
Mk.2. Power supply is a Weapon Cell,
Assault Laser (1): Fires up to twice per
round on the Laser Attack Table Mk.3.
Power supply is a Weapon Cartridge.
Laser Rifle (1): Fires up to twice per
round on the Laser Attack Table Mk.4.
Power supply is a Weapon Cartridge.
Heavy Laser (1): Fires up to twice per
round on the Laser Atfack Table MK.5.
Power supply is 2 Weapon Pack.

BLasTERS
Minj Blaster (*): Fires once per round on
the Blaster Attack Table Mk.1. Power sup-
ply is either a Wtility Cell or a Weapon Cell.
Biast Pistol (*): Fires up to twice per
round on the Blaster Aftack Table (15.5)
Mk.2. Power supply is a Weapon Cell,
Assault Blaster (1): Fires up to twice per
round on the Blaster Atfack Tabie MK.3.-

Power supply is a Weapon Cartridge.

Blast Ritle (1): Fires up to twice per rot
on the Blaster Attack Table Mk.4. Powe
“supply is 2 Weapon Cartridge.”

Heavy Blaster ($): Fires up to twice per
round on the Blaster Attack Table Mk 5,
Power suppfy isa Weapon Pack

. FLAMERS
Mini Flamer ( ) Fires once per round o
the Fiamer Attack Table (15.6) Mk.1.
Power supply is a Flamer Cell.
Flame Pistol (*): Fires up to twice per
round on the Flamer Aftack Table Mk.2.
Pawer supply is a Flamer Cell. '
Assault Flamer (1): Fires up to twice pel
round on the Flamer Aftack Table Mk 3.
Power supply is a Flamer Cartridge.
Flame Rifle (1): Fires up to twice per
round on the Flamer Attack Table Mk.4.
Power supply is a Flamer Cartridge.
Heavy Flamer (1): Fires up to twice per @
round on the Flamer Attack Table Mk 5. o
Power supply is a Flamer Pack. ! @

. STUNMERS ., i@
Mlm Stunner (*): Fires once per round ¢ ®
the Stunner Attack Table M.1. Power su
ply is either a Utility ell or a Weapon Cel @
Stun Pistol (*); Fires up to twice per ° "g ®
round on the Stunner Attack Table (15.
Mk.2." Power supply is a Weapon Cell.®
Assault Stunner (1): Fires up to twice pe !
round on the Stunner Altack Table Mk.3% ®
Power supply is 2 Weapon Cartridge. ; [
Stun Rlfle (1): Fires up to twice per roun{ @
on the Stunner Attack Table Mk 4. Pm'.fe:r| o
supply is a Weapon Cartridge.
Heavy Sturner (1): Fires up to twice perg
round on the Stunner Attack Table MK.5. ¢
Alternatively, it may fire once per round ul ®
the Stunnier table Mk.3 versus all potentid ¢
targets in a 30 degree arc. Power supply:F e
is 8 Weapon Pack.

DisrurroRs *" o
Mini Disruptor (*): Fires once per round -
on the Disruptor Attack Table Mk.1. Pow* @
er supply is either a Utility or Weapon cell ®
Disruptor Pistol {*): Fires up to twice per ®
round on the Disruptor Attack Table (15.7)
Mk.2. Power supply is a Weapon Cell.
Assault Disruptor (1): Fires up to twice }
per round on the Disruptor Attack Table '3 o
Mk.3. Power supply is 2 Weapon Car-
tridge.
Disruptor Rifle (1): Fires up to twice per
round on the Disruptor Attack Table Mlt
Power supply is 2 Weapon Cartridge.
Heavy Disruptar (}): Fires up to twice per:
round on the Disruptor Attack Table Mk.5..
Pawer supply is a Weapon Pack.
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STRUPTORGUNS

special: All struptorguns adhere to the
standard energy weapon progression of
Mini, Pistol, Assault, Rifle, and Heavy.
However, their characteristics are deter-
mined by their setting. A struptargun, no
matter what size, may be used eitheras a
Stunner, or a Disruptor, as chosen by the
wielder.

Puasmanic RepEATORS

Plasma Repeator Rifle (§): Fires up to
two bursts per round on the Blaster Attack

© Table Mk.5. Power supply Is a Microfu-
. sion Weapon Reactor,

- Heavy Plasma Repeator (§): Fires up to

- two bursts per round on the Blaster Attack
& Table Mk.5. Power supply is a Microfu-
sqon Weapon Reactor,

MEeLee EnErRGY WEAPONS
Power Sword {1): This quite rare and

¢ arcane weapon takes the form of a hand-
@ i grip when not activated. A finely aligned
® ; set of refractors in one end of the grip

{ allows the weapon to form a powertul
e ‘energy ‘blade’ about one meter long, thus

®
o
®

£

£

.i

creating an sffective meles weapon,
Force Knife (1): Similar to the power

‘sword, though the adjustable blade can .

only extend about 40cm and is notas -
powerful. it is more common, used asa
tool more than a weapon.

xThe various attack tables mcluded n
Space Master assume both the standard
gun types given in the Master Weapons

® ¥Charts and standard ammunition (particu-
@ larly with respect to the Projectile weap- -
® fons) However, the possibility of special

‘ammunition types, which adjust the attack

® :table results, should not be ruled out.
@ What follows is a listing of the ammunition
@ lypes avaliable in Space Master. Note that

the general term, “round”, when used
here refers to either a stug, shell, shot,

@ cartridge, or warhead, whichever is N

@ 2pplicable. Also,ifa spec_iﬂc weapon fires

® taseiess ammunition (as specified by the
GM), it may not fire encased ammunition,
and vice versa.

Note: The properrras of the drﬂemnr | _
Yypes of ammunition may not be com-

Ps bmed un!ess orhenvise slated. -
e 41 PROJEC‘I'ILE ROUNDS

:anarai Purpass Round: . .

The General Purpose {GP) round
'omes in Smm, 10mm, and 12mm
alibers and forms the basis for the Small

Projectile Attack Table {15.1). Such
rounds are assumed to be caseless for
conventional pistols, machine pistots,
rifles and assault rifles. On the other
hand, conventional machine guns.gener-
ally use slugs encased in a cartridge. Both
the standard Linex round (used in MLA
weapons), and the standard Rocket round
E}used in Rocketguns) are assumed to be
P.

Armor Piercing Round:

Armor Piercing {AP) rounds come in
smm, 10mm, and 12mm calibers, and
may be fired from conventicnal pistols,
machine pistois, riffes, assautt rifles, and
machine guns. They may be caseiess or
encased, and are also available in Linex
and Rocket round versions. When an AP
round is fired at an opponent wearing
armor (generally ATs 5 through 20), 5 is
added to the attacker's 0B. If an AP round
s fired at an unarmored foe (generally ATs
1 through 4}, 5 is subtracted from the
atlacker's OB.

Righ Expiosive Round:

~High Explosive (HE} rounds come in
Smm, 10mm, and 12mm calibers, and
may be fired by conventional pistols,
machine pistbls, rifles, assault rifles, and
machine guns. They may be caseiess or
encased, and are also available in Linex

SRR . | and Rocket round versions. When an HE
'2 4 '—
PERSONAL PROJECTILE "= -
;WEAPON AMMUNITION

round hits an unarmored foe (generally
having an AT of 1 thraugh 4), an Internal
Disruption critical, of the samé severity as
the primary critical delivered by the ™ °
combat roll, is added to the combat result.
If an HE rotind is fired at an armored - -
target (generally of AT 5 through 20), 10 is
subtracted from the attacker's 0B, and no
extra Internal Dismptinn cnticai Is -
defivered. °

Hluh Expluslve Armor Plarc!nq Round

High Explosive Armor Piercing (HEAP)
rounds come In Smm, 10mm, and 12mm .
calibers, and may be fired from conven-
tional pistols, machine pistols, rifles,
assault rifles, and machine guns. They
may be caseless or encased, and are

avatlable in Linex and Rocket round
versions, HEAP rounds aiways deliver an
extra internat Disruption critical of the
same severity as the primary critical
delivered by the attack.

Tungsten Care Rouna:

Tungsten core {TC) rounds are
available for 5mm, 10mm, 12mm, Linex
and Rocket reund GP and AP ammunition.
Tungsten core rounds add an additional +5
to the attacker's OB due {o their mass
being concentrated within a smaller cross-
section. A round may not be TC and DUC
at the same time. :

Depleted Uranium Cors Rounds:

Depieted Uranium core (DUC) rounds
are availabte for 5mm, 10mm, 12mm,
Linex and Rocket round GP and AP
ammunition. DUC rounds add an addi-
tional +5 to the attacker's 08, and raises
the maximum damage threshold tevst of
the weapon by one due to their increassd
mass. Therefere, a medium rifte firing a
DUC round would resolve its attack on the
Small Projectile Attack Table Mk.4 (instead
of Mk.3). A round may not be buc and C
at the sams time.

Shotgun Standard Shot Rnunds

Standard Shot (SS) rounds forrn the .
basis of the Shotgun AttackTable and are *
availabie for all shotgun bores. - An 85
sheli generally contains a multitude of tiny.

metal spheres {called shot} which are .52 '
projected out of the shotgun barrel when 1 |

the weapon is fired 2 At longér ranges SS =

rounds tend to do Pierce criticals, while at
short ranges; ShrapneUAutomatlc criticals
are delivered (see the Shargun Arrack

TbIE). . . e i 9g 0 oSty
Sholnun Flechetle Rounds: . -~ .. --'-'--n._-,-\

- Flechette (FL) rounds are avaiiable for -
alt shotgun bores. ‘An FL shell contains a
multitude of tiny metal slivers (called !
flechettes) which aré projected out of the
shotgun barrel, spinning violently, when *
the weapon is f!red At longer ranges, FL
rounds do Slash criticals, while at short
ranges, Shrapnel/Automatic criticals are
delivered {see the attack chart). ~ = . -°*
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Shotgun Sfug Rounds:

Shotgun Slug (SL) rounds are available
for alf shotgun bores. An SL shell
contains a single large metal slug which is
projected out of the shotgun barref when
the weapon is fired. Use the Small
Projectile attack table with a Mk.3 thresh-
old for 15mm bores and a Mk.4 threshold
for 20mm bores. I a critical resultis
achieved, roll for both Pierce and Impact
criticals of the same severity. -

Standard Needlegun Rounds:
Standarg Needlegun (SN} rounds are -
s!rvers of hardened steél whi¢ch begin to
spin after being discharged from the
needlegun. Using the Smal Projectite -
Attack Tabie SN rounds do Slash cnt:cals

Super-teﬂen CUated Rounds :

Any GP, AP, HE, or HEAP round -
{whether or not hawng aftCor DUC) or
shotgun shot and flechettes, or neediegun
rounds may be Super-tefion Coated {STC).
STC rounds add +5 to an attacker’s OB
when firing against ATs 5-8 {with a higher
Maximum Result at Point Blank range}.

irvlon Coatad Rounds:

Any GP, AP, HE, or HEAP round
{whether or not having a TC or DUC), or
shotgun shot and flechettes, or needlegun
rounds may be Irulon Coated (IC). IC
rounds add +5 to an attacker's OB when
firing against ATs 9-20 {with a higher
Maximum Result at Point Blank range).

Tranquilizer Rounds:

Tranquilizer {TR} rounds may be
discharged from conventional pistols,
machine pistols, rifles, assault rifles, and
shotguns in lieu of regular ammunition.
The only restriction is that an attack may
not exceed the Mk.2 threshold level. The
GM may stipulate that only half of the
normal congussion hits are delivered dug
to the tack of penetrating power intrinsic
to any TR. If a critical is obtained, it is not
resolved, but rather merely means that the
round's tranquilizing drug has been

* delivered into the target’s system. In this

. instance, the target must immediately
make an RR against the level of the
tranquilizer drug {GM's discretion).

Faiting, the target is then knocked out for a
number of rounds equal to the percentage
that the RR was failed by. Generally, once
the target comes around, he will be .
disoriented for a number of rounds equal
thosg he was knocked out for.

Poisoned Rounds:; -

Poisoned (PO} rounds may be dis-
charged from conventional pistols,
machine pistols, rifles, assault rifles and
shotguns. In addition, flechettes and
needle ammunition may be coated with
poisons. The design of poisens (and -
acids), are left to the devising of the GM
but as for some suggestions; certain, .
poisons may only effect specific creatures,
soms effects may be delayed biutoxms -
mmay be used, and so on.:

2.42 GRENADES AND "‘
PORTABLE MISSILES *

There are a variety of Qrenade and o
portable missile types available in Space
Master, including hand-thrown explosives,
grenades faunched from a rifle or similar -
device, as well as rocket propeiled
grenades. Portable missiles, on the other
hand, are either guided or unguided, and
are generally fired from portable missile
launchers as described in the Weapons
Listing. Throughout the following rules
section, it will be assumed that Grenades
and Portable Missiles produce the same
gffects, and these will be phrased in terms
of what grenade warheads do when they
detonate. So, references to “grenade”
effects apply equally to portable missiles.

Regardless of the delivery system, all
grenades share some commaon properties.
When detonated, grenades produce five
distinct “blast radii”, The first blast radius
is called “ground zero”, wherein the most
severe explosive effects are produced.
The second, third, fourth and fifth blast
radii extend outward from ground zero
spherically, each producing graduated,
and generatly reduced, blast effects. Both
the volume encompassed within a given
blast radius, as well as the specific effects
produced, are dependent upon the type of
grenade which is detonated.

.. |- Goncussion (CO) grenades are antl-ag
'| personnel warheads available in sizes™

General Purpose Grenadas:

General Purpose (GP) grenades are
anti-personnel warheads available in size
ranging from Mk.1 through Mk.5. They
come in hand-thrown, launched, rocket
propelied, and portable missile versions,
Every GP grenade produces the requisite
five blast radii when detonated. GP
grenades resolve their effects on the
Grenadg Attack Table (15.3) , delivering
both Shrapne! and impact criticals of ths
same severity. There are three variattons
of the GP grenade:
1) Point Defense General Purpose (PDGF

grenades have warheads with restricted
blast radii to aliow thelr use at close
quarters, or for pin-point attacks. Each
blast radius extends outward from the .
detonated grenade only one (1) meter p
Mk.#.

2) Standard General Purpose (GP)
grenades form the basis of this senes
having standard blast radil. Each blasts
radius extends outward from the deto- X

nated grenade two (2) meters per Mk, FA

3) Enhanced General Purpose (EGP) 5‘3

grenades have warheads which produee
abnormally large biast radii. Each blast, Y
radius extends outward from the deto-
nated grenade three (3) meters per Mkj

Cuneussion Granadas LETH 4

ranging from Mk.1 through Mk.5. Theﬁ

come in hand-thrown, launched, rocket’ﬁ

propelled, and portable missife versions,’

Every CO grenade produces the reqursite

five blast radii when detonated. O =

grenades resolve their effects on the ]

Grenade Attack Table, delivering an Impat

critical when called for. There are three :

variations of the GO grenade;

1) (PDCO) grenades have warheads wlth’
restricted blast radii to atfow their use at
close quarters, or for pin-point attacks,_.
Each blast radius extends outward from’
the detonated grenade only one (1) mete
per Mk.#.

2) (CO) grenades form the basis of this ’]
series, having standard blast radii. Each
blast radius extends outward from the i;:
detonated grenade two (2) meters per-y
Mk.#.

3) {ECO) grenades have warheads whtch
produce abnormafly large blast radi. ¥
Each biast radius extends outward fromt,
the detonated grenade thres (3) metersy
per Mk.#. In addition, any Impact ermca
is rotled twice, and all results are applle
to the target.

..................................._.._......................_
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) - sprapnel Grenades:

)~ Shrapnel (SH) grenades are anti-

p . personnel warheads available in sizes

) . ranging from Mic1 through Mk.5. They
&: come in hand-thrown, launched, rocket

D £ propelled, and portable missile versions.

p & Every SH grenade produces the requisite

p [ five blast radii when detonated. SH

“yrenades resolve their effects on the

iGrenade Aftack Table, delivering a

B &'Shrapnel critical when called for, There

p are three variations of the SH grenade:

p { 1) Point Defense Shrapne! (PDSH)

grenades have warheads with restricted

» blast radii to allow their use at close

guarters, or for pin-point attacks. Each

1" blast radius extends outward from the

o i detonated grenade only one {1) meter per
© Mk£. '

® 72} Standard Shrapnel (SH) grenades form

@ ; the basis of this series, having standard

@  blast radii. Each blast radius extends -

® & outward from the detonated grenade two
= {2) meters per Mk.#. In addition, a

® 3. Shrapnel critical deliversd within the first

@ " Blast Radii (Ground Zero), is rolled twice

¥ with all results applying to the target.

® .3) Enhanced Shrapnei (ESH} grenades
#-have warheads which produce abnor-
® §. mally large blast radii. Each blast radius
@ Pextends outward from the detonated
® ¥ grenade three (3) meters per MK.#. In
addition, any Shrapnel critical delivered
@ Ewithin the first two Blast Radil (Ground
@ §Zero and the second Blast Radius) is -
® rolfed twice with all results applied to the
glarget. o sy o g o
Plasma Grsnades: -~ v
2 Plasma (PL) grenades are anti-
® 5ersonnel warheads available in sizes
@ ranging from Mk.1 through Mk.5. They
some in hand-thrown, taunched, rocket
yopelled versions, and portable missiles.
® :very PL grenade produces the requisite
@ ive blast radii when detonated. PL -
@ Irenades resolve their effects on the = -
® renade Attack Table, delivering Heat,
mpact, and Radiation criticals of the same
@ cverity. There are three variations of the
@'Lgrenade: - Cee
@ ) Point Defense Plasma (PDPL) grenades
.have warheads with restricted blast radii
to allow their use at close quarters, or for -
® pin-point attacks. Each blast radius *
@xtends outward from the detonated
® Jrenade only one (1) meter per Mk.#.
) Standard Plasma (PL) grenades form
‘he basis of this saries, having standard
®)last radii. Each blast radius extends -
@ utward from the detonated grenade two
° 2) meters per Mk.#.
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3) Enhanced Plasma {EPL) grenades have
warheads which produce abnormally
large blast radil. Each bfast radius
extends outward from the detonated
grenade three (3) meters per Mk.#. In
addition, the Heat effect of the warhead is
residual when the grenade is detonated in
any sort of atmosphere. Any targets
occupying the Ground Zero of the
warhead on the round after detonation

“takes an automatic “C” Heat critical (only

a “B” Heat critical if the target is wearing

an activated energy shield).

Smoke Grenades: . o
- Smoke {SMK) grenades are obscuring/
signalling/concealment warheads available
in sizes ranging from Mk.1 through Mk.5.
They come in hand-thrown, launched, -
rocket propellad, and portabls missile
versions. -Every SMK grenade produces
the requisite five blast radii when deto-
nated, but instead of giving explosive

T -

| damage, smoke is produced in the area. -

The GM will have to adjudicate smoke
effects. Generally, the more disparsed the
smoke from Ground Zero, the easier it will
be to see through. Hers is a set of
guidelines for Perception and Combat
modifiers when looking or firing through
smoke; Ground Zero (-50), 2nd Blast
Radius {-40}, 3rd Biast Radius (-30), 4th
Blast Radius (-20}, and 5th Blast Radius
(-10). Only use the worst modifier In
appllcation for each individual SMK -
grenade. There are three variations of the
SMK grenade; :.w "% '
1) Point Defense Smoke (PDSMK)
grenades have warheads with restricted
blast radii to allow their use at close
quarters, or for pin-point deliveries. Each
blast radius extends outward from the
detonated grenade two (2) meters per
Mk.#. The smoke will last for 10 minutes
if the atmospheric medium is undls-

2) Standard Smoke (SMK) grenades form
the basis of this series, having standard
blast radii. Each blast radius extends
outward from the detonated grenade four
(4) meters per Mk.#. The smoke will last
for 20 minutes if the atmospheric
medium is undisturbed.

3) Enhanced Smoke (ESMK) grenades
have warheads which produce abnor-
mally large blast radii. Each blast radius
extends outward from the detonated
grenade six (6) meters per Mk.#. The
smoke will last for 30 minutes if the
atmospheric medium is undisturbed.

Anti-laser Aerosol Grenades: .7 =ui

Anti-fager Aerosol (ALA) grenades are
defensive warheads which defeat coherent
light {e.g., Laser) beams.” They are =~
available In sizes rangling from Mk.1 .. 3.
through Mk.5, and come in hand-thrown,
launched, rocket propelled, and portable
missile versions. Every ALA grenade .. -
produces the requisite five blast radii when
detonated. -ALA grenades defeat Laser -
attacks using the following modifiers:
Laser fired through Ground Zero (-100),
2nd Blast Radius (-80), 3rd Blast Radius
(-60), 4th Blast Radius (-40}, 5th Blast
Radius (-20). Only use the worst madifier
for each effect produced by a single ALA
grenade. Anti-laser aerasols do not affect
perception in any way. There are three
variations of the GP grenade: '

1) Point Defense Anti-faser Aerosol
(PDALA) grenades have warheads with
restricted blast radii to allow their use at
close quarters, or far pin-point deliveries.
Each biast radius extends outward from _
the detonated grenade only one (1) mater
per Mk #, The aerosol remains sus-
pended for 10 minutes provided that the
atmosphere is undisturbed. s

‘.
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2) Standard Anti-laser Aerosol (ALA}
grenades form the basis of this series,
having standard blast radii. Each blast
radius extends outward from the deto-
nated grenade two (2) meters per Mk.#.

" The aerosol remains suspended for 20

minutes provided that the atmosphere is
undisturbed.,

3) Enhanced Anti-laser Aerosol (EALA)
grenades have warheads which produce
abnormally large blast radii. Each blast
radius extends outward from the deto-
nated grenade three (3} meters per Mk.#.
The aerosol remains suspended for 30
minutes provided that the atmosphere is
undisturbed.

Miseellaneous Grenades: : S -

The GM is free to develop any grenade
effects that he wishes to include in his
pame. These could include grenades.
which emit poison gas, acid, biotoxins, -
anti-molecutronic viruses, corrosives, etc.
Variations on these grenades could follow
the “Point Defense/ Standard/ Enhanced”
progressmn given in thls sectlon

Grenade Fuse Options R
- There are several ways to have a

grenade detonate. The following fuse ..
options are available for grenades {and -
possibly | mmes if the GM allows their use)
» Timed Fuise: Grenades are usually de- -
livered during a Fire Phase in the Combat
Round Sequence.” A warhead could be
timed to detonate in the same phase, or
the next action phase in the sequence.

« Contact Fuse: The grenade will detonate
the instant it strikes any solid or liquid.

« Proximity Fuse; The grenade will det-
onate when it comes within a set distance

. of the ground, thus exploding in mid-air.

» Delayed Action Proximity (DAP): The
grenade will not detonate until triggered
by the presence of the appropriate target
type (e.g., a man sized blo-orgamsm)
within its first blast radius,

» Delayed Action Remote {DAR): The
grenade will only detonate when com-
manded to do so via a remote control
unit possessed by the attacker.

GRENADE SUMMARY CHART

Grenade Type . PD

“Shrapnel_. =
Plasma '

a= Rnll criticals twice in the first Blast Radius.

b = Roll criticals twice in the first twa Blast Radii,

¢ = Lingering Heat effects. See the text for specifics.
d = Effect normally lasts for 10 minutes.

» = Effect normally lasts for 20 minutes:

f = Effect normally lasts {or 30 minutes.

Blast Radii (m/Mk.#)

Applicable

Critical Type  Shield Mo

Portable Missiles: " :

- As indicated earlier on, portabie missile
gffects are practically identical to the
grenades described above. The difference
with portable missiles is their attack
delivery method. Portable missiles are
best thought of as miniature guided or un-

guided, direct-fire rockets, which are
dlscharged by portable missile launchers,

For simplicity’s sake, it is assumed that a

portable missile launcher {PML) can fire

any portable missite. However, the GM
may stipulate as many restrictions as he
sees fit. Below are detailed a few portable
missiles followed by a chart of their range
characteristics. Note that any of the =
grenade warheads described above could
be held within any of the following
portable missiles. =~ -

1) The Standard Unguided Missile is a
direct ling-of-sight warhead delivery
system, lts maxlmurn range is 800
meters.

2) The Standard Guided Missile, when
discharged, must be directed to its
farget by the firer, who controls its flight
from the portable missile launcher (by
means of remote control). When so
controlled, the missite adds +30 to its
SR, MR and LR maodifiers (from the -
Master Weapons Chart 1) to determine
the accuracy of a hit attempt. If
uncontrolled, a guided missile may be
fired as an unguided missile. The
missile’s max range is 1500 meters.

RANGE CHARACTERISTIC CHART FOR PORTABLE MISSILES

_ Range (meters)

Partable Missile Options: =

A portable missile may be produce
with multiple options, but it may have
one type of fuse. The following optior
are avdilable for any portable missile;

+» Extended Range: Long Range charac
istics are doubled.

« Fire-and-Forget: This option is avalla
for Guided Missiles only. Essentialt
with the Fire-and-Forget option,a -
missile is treated as “guided” excep
that its flight need not be monitored
directed by the firer.. Simply put, th
missile uses its own detectlon syste
guide itself to the target, - s

« Proximity Fuse: The m:ssule detonate
before reaching its chosen target if |
comes within 1 Blast Radii of anoth:
target. This must be a specific sort
target chosen for the missile in que:
tion, be it a man-sized life form or
armored vehicle.

» Delayed Fuse: The missile detonates
a set time interval has passed. This
must be determined prior to launch
case-by-case basis. The GM must
determine reasonable limits for this
technology.

» Remote Fuse: The missile detonates
remote control possessed by the fin
With this option, a missile may be fi
its placement judged, and then the
warhead detonated. This fuse may |
be chasen as an option for armor pi
cing portable missiles.

Extended Range Unguided 10
Standard Guided 10

Extended Range Guided 10

T % g3 25 "’--.'i_:- . o _ 4' {;*,e &!M, i ]t
Standard Unguaded 10

1 00 200
100 200
200 400
200 400
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- EQUIPMENT '

“A ‘Mark Five Magneto-feed Fully Automatic Plasma Repeator Riffe’? Is that what you
1 ocaliin? ! caﬂ it a gun. | thought | knew how ro use one of these; now i'm not sure, Let's
tryitout...

3.1 I
PERSONAL ITEMS

Galcutator unit: {*) A small ("pocket- ~
sized"} calculator capahie of performing
only the most basic of mathematical
- functions. The calculator unit can add,
subtract, multiply, divide, perform square
roots, simple logarithms, derivation and
integration. It also possesses a memory
" function.
_ Chronometer: (") Fitted with a lifetime
* power cell, these wristwatch-like devices
invariably perform several other tasks,
_including personal metabolic monitoring,
* imited audio racording, etc.
 Computer Map: {*) Actually a combined
, scanner/recorder, this device uses .
‘hologlass platss to store visual informa-
@ . tion. The Map records informatlon "~
commuousty in a 100 m. radius about the
carrier, providing a faultless return gwde
Premade maps from aerial and orbital
@ ‘scans can aiso be fed into the Map, which
@ Ctompares scan data with immediate .
® Ssurroundings to pinpoint current 1ocation
‘One Hologlass ¢an store about 1,000,000
@ sq. km of map data. TheMapisa2em.
@ thick 10 x 10 cm square, one full face
Py devoted to a glassteel display face, which
‘displays a 3-D top-view at a nearly infinite
range of magnification. The Map can aiso
@ project the Image (In the nght Iightmg) in a
@ 3 m square dispiay. _
® Distance Lenses: (') About the size of a _
pair of smait binoculars, these combine
the powers of Infrared and Filter lenses, as
@ ~elt as superb magnification {up to
100,000x). A smalt display inside, along
ha edge of the view pives distance to an
® Jb}ect targeted in crosshairs (up to 20
@ :m). -
@ iarphens Communlcalur (JA hght—
veight headset, it mounts in one sar with
filament wire extendmg to just in front of
he mouth, a tiny microphone mounted on
@ e tip. The unit is very fightwelght and -
nencumbering. Hearing, sven through :
1 unit, Is unimpaired. Range: 100 m;
'so used on-board vehicles. .. -

e
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Apocryphai Speech of a littie-known Jym-hab
Android mode! which malfunctioned slightly
and murdered severat dozen Citizens.

STUN PISTOL
Kashmere Tools

Elmonit Card: Not & "credit’ card, but an
slectronic checking system. The Elmonit
card is about the size of a credit card,
though 5 mm thick, and contains encoded
data on the possessor's available financial
resources. When plugged into a Merchant
or Bank transactor the data is read, and, if
the hoider is making a purchase, the ';'

I -amount is deducted, altering the data.””

itlegal data alteration Is extremely dlfﬂcult
aithough not impossible. Normally they
are only accepted if locally (withina *
system) Issued so that the Bank network
can verify the integrity of the card. For
interstefiar trave!, the traveller is issued a
special bank credit, with which he/she/it
may set up a temporary account at the ™ -
local institution. Like the Ident Disk (see
below), Eimonit cards are chamtcaliy
keyed to the owner. -

cent sphere, the glowglobe Is a portable,
self-contained light source. Light levelis
altered by twisting the hemispheres, from
‘off' to an ittlumination aquat to about a 150
watt light bulb. Also triggered when tha
globe is turned on is a tiny gravity
neutralizer, rendering the globe weight-
tess. A small joop is mounted on one -
hemisphera whera the globe can be
‘moored’ to keep it from floating away. A
variety of light shades ars aiso avai!able

Glowglobe: (*} An 8 cm diameter transiu- -

Ident Disk (replacement): One ldent Disk
is issued to each citizen of the imperium
free of charge; lost ones are replaced ata
penalty charge. The ident diskisa5em
plate about 2 mm thick, carrylng on one
face a holo-image of the bearer, and on
the other face a special sensory material,
engraved with the name of the bearer in
standard Terran. Within the disk is held
an array of personal information —
physicat, physiclogical, psychological znd
historical -— as weil as a retina scan for
further ident confirmation. Access to this
information is limited, depending cn the
reader. Normally, only authorized Patrol
readers with 2 master clearance have full
access, and only Confederation Hospital
readers have full medica! {physiological
and psychologicat) access. The disks are
chemically keyed to specific body chemnis-
try and warmth, so that if the disk lsaves
the proxirnity of the wearer long enough to
fully dissipate acquired body warmth
(ahout an hour), the disk information is
destroyed, and the holo-image blurred
beyond recognition. ident Disks, Tike
Eimonit cards, are very difficuit — but not
impossible — to forge. They must be
worn very close to the hody. Personalized
disk carriars, like jewelry, are constantly
moving in and out of fashion,

infra-rad Goggles: L.ess expensive than
the lensas above, they perform basmaﬂy
the same function. > They do, howaver,
reduce wearer Perceptaon by 20 (and it is

1 is obvious that one is wearing them, as
opposed to the lenses, which are unde- -
tectable to the casual observer). ©~ - - -

Infra-red Lenses: Contact lenses, wear-
ahble for up to a month without discomfort,
which allow the wearer to ‘see’ into the
infrared spectrum, allowing him to discarn
heat-radiating objects even in the dark. . -
Activated by pupll dilation, they do not -~
impede normat vision. Mustbe custom-
fitted {Included in price}. .

Light Fliter L.enses: Simitar to Infra-red
Lenses, these are triggered by pupil
constriction, darkening to cut glare when
the wearer is in bright light. Mustbe -
custom-fitted {included in price). ~ 7
Lightrod: {*) Basically a sophisticated
flashfight, the lightrod can act as a signal
beacon, in addition to possessing a variety
of other levels of rntensrty and beam
width. ' . o
Maunatlc compass This slmpla device
will function on any planet where magnetic
poles are present. About 6 cm ift diameter
and 4 mm thick. - _

-
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Makeover Kil: (2*) About the size of a
small attaché case, this unit includes a
built-in Holoviewer. In addition you will
find a number of advanced cosmetics and

_colored eye lenses, allowing the skilled

user to alter his/her/its face and hands to
appear to be nearly any humanoid racial
type. One very skilled, using a superim-
posed holo-image, ¢an duplicate the exact
features of another individual. An easier
method of exact impersonation, also in the
kit, is a spray-on mask, which allows one
to make a mold and perfect mask of the
impersonee. Of course, & willing (or -
URCONSCiOUS) |mpersonee is necessary for
this operation. . o

Microcomputer (NII( 1 throuuh 4): (1-4‘)
A small, hand-held computer unit (15 x 10
x 3 centimeters), the microcomputer is
capable of performing alt basic mathemati-
cal functions {this program is part of the
unit's hardware}, and can record data and
perform programmed functions just as
any larger computer (given that the -
appropriate programs are in the unit). The
microcomnputer features a 6 centimeter .
diagonal screen and d mini keyboard
{which is protected by a hinged faceplate
when not in use), and is unable to respond
to vocal commands, The computer has a
receptacle for memory discs andis -
capable of full data playback. It has not
proved possible yet to create artificial -
intelligence in units of this size, but in all
other respects (i.e., CPU capacity, memory
and storage) the microcomputer is treated
as a standard computer .

Molscutronic Scrambler: {1*/MKk.#) The
bane of many an android and computer.
brain, the Molecutronic Scrambler creates
a specifically tuned (random general
electromagnetics have no effect on..
molecutronics) electromagnetic field
which thoroughly disrupts the workings of
molecutronics. The Mk.# of the Scrambler
{which can only be as large as Mk.50) is
used as the attack level on the Resistance
Roll Chart (Player Book, pg.95). The
defense level is equal to the Computer

Mk #for computer systems and robots, or
the actual Experienice Level of a target
android. If the molecutronic target fails to
resist the Scrambler, the computer “brain”
is mutilated beyond all passible function
and is rendered completely useless. inthe
case of Android failure, all mental stat
potentials are reduced 1 for every point of
failure.

On the other hand, if the “brain” resists
the Molecutronic Scrambler's attack, it is
in perfect working condition and may
never again be affected by that particular
Scrambler.

ASSAULT BLASTER - .
Neufeld o

[ T

Small Scrambler units loak like littie
hoxes and can be hand-held. Larger units
are shaped like long rods with malicious
looking prongs on the-end. Still larger
units can be mounted into back slung
packs. Molecutronic Scramblers are not
ranged weapons; the disruption field
generator must be placed right next to the
target brain (1 cm/Mk#). If engaged in'
melee, the wielder of the Scrambler must
make a successful maneuver to discharge
it next to a robot or android brain in order
to have any chance of success. Male-
cutronic Scramblers are banned on Jym-
Bob 77. . il A
Personal EW Ganemlor' (t) Thls is a beit-
carried device which, when activated;”’
cloaks the subject from scanning detectlon
attempts, Specifically, thereisa-50 = -
modifier to all scanner rolls directed at the
wearer which are intended to pick up life
forms. Concentrated ship or installation
sensors are at -30 to pick up the ‘cloaked’
wearer. The Generator will operate for 100
hours before its power supply is depleted.
The Generator may not be used in
conjunction with a personal shield of any
type.

Pocket Communicator: {*) A small, palm-
sized device designed for lang-range audic
communication (1000 km overland, or
land to standard overhead orbit). It can be
linked to a multiscanner to transmit coded
information for more detailed shipboard
analysis — though this is not 100%
dependable (base — 01-02 roll indicates
flawed transmission; may be worse
dependent on conditions) over long
distances, and can be time-consuming.
The Pocket communicator has a wider
range of frequencies than an earphone and
has limited (25 hour) built-in recording

capacity.

Polson Detector: (*) Using the pnnmpal
of diffracted X-ray analysis, this small -
handheld device is capable of detectmq
many different types of poisons commo
used in food or drink. The Detector has
“standard™ diffraction signatures stored
its memory; these are used to make
positive matches when poisons are . |
present in the analyzed material. A spec
X-ray reflective plate must be placed um
or behind the subject matter, and the - -
Detector is then waved within 10 cm 011
subject surface, Detection of standard |
poisons is automatic, with Electrical Tec
rolls required for exotic taxins, or when
the device is modified for expanded
capabilities. A Detector can be used abt
100 times before its power supply is™*
depleted. R
Psion Damping Gear: (4%) As deve!opet
by Fredrik Borg, this lightweight equip-.
ment takes the form.of a headband, lace
with dozens of superconductor-filament
crisscrossing in a dome formation to mi
an open mesh skulicap. Each headband
requires 4 energy cells to operate, and i
triggered automatically when the weare
the target of an attack Psion. Each time
the wearer is attacked, the cap must ma
a resistance roll at 20th level. Failure by
01-50 results in energy cell exhaustion
(1-4 of the cells are dead). Failure by 5
100 results in the device burning out —
roll for damage/repairs (all but Fredrik
would be at -50 to repair the devices);
failure by more than 100 results in devit
burnout and failure to protect the weare
from the attack {in which case the wear
must make a RR on their own). The gé:
does not conceal the wearer from detec
tion Psions, nor is it resistant to Psions
which cause physical manifestations (st
as Telekinesis or Energy Channels).
Nete: such eguipment is extremely ra
and hard to acquire. The lightweight
headgear above should be virtually
unattainable at any price.
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SCANNERS

Note: Success, failure or partial success
. for scanner use must be determined by
the GM, based on a roli using the
appropriate scanner skill. Section 21.2 of
the Player Book discusses such static
L. maneuvers and modifiers.
< Multiscanner: (1) An extremely useful
¢ .. device for explorer/adventurers, the
® ;- multiscanner is the ultimate in portable
@ ¢ analysis and detection instruments.
= Approx. 18 X 12 x 5 cm in size, the
% Multiscanner is often carried on a shoulder
® . strap. Readout is via a 2-D screen set on
@ 2z one side of the device, just above the

e L

G000 0000O

[ control surfaces. The device is capable of

p three separate types of scan/analysis, as
< well as recording scan information for
@ & future, more detailed analysis by an
¥:onboard ship or land-based computer. it
i is also capabie of normal audio-video
W recording. Information is stored on
@ : standard memory disks, 4 cm in diameter
@ }and 7 mm. thick, each capable of hotding
® =10 hours of continuous full-spectrum scan
- {about 100 megabytes) in molecular
- memory, There is storage space in the
@ : bottom of the scanner for four disks in
v addition to the reader receptacls further
pup. Below is a summary of the scans
® L which can be performed:
@ i » Life Types: Life form detection and
@ ¢ distinction between animal and plant life
¥ can be made at a distance of 1000 <
meters. At 200 meters individual animal
3 Jife units can be discerned, and at 50
@ @:'meters the scanner can make distinctions
@ & between basic types (humanoid vs lizard
2 or bear, for instance). More detailed
® ;. information must be gleaned using a
@ . Medscanner. L
i -
e

1

© MULTISCANNER
PANDA- Photino and
i Newtrino Drivers Amalgam

* Power Emanations: This scan reveals
any form of radiation, running the fuil
spectrum from gamma 1o infrared,
automatically screening out the usual
background radiations (unless pro-
grammed to do otherwise). This is useful
in detecting transmission sources, as
well as any sort of energy generator.
Range varies tremendously depending on
the powerftransmission, but an activated
scanner could pick up an unshielded
pocket communicator beam at a range of
about 100 meters, while it coulg detect a
large, operating fusion reactor from as

- far as 10 km. At 1/10th of detection
range (again, somewhat variable,
dependent on conditions and skill of
scanner operator) specifics can be made
out {interception of transmission, exact
location and type of power generation).

* Physical Analysis: By utilizing this
setting, the operator may locate concen-
trations of a given substance — assum-
ing the scanner already has in memory a
previous scan or database readout of the
substance with which to compare — of
as little as one gram at 10 m. The
progression is, conveniently, fairly even,
s0 that a concentration of one kg. of an
element may be found as far as 10,000
meters (10 km.} away,

Repair Scanner: (1) The Repair Scanner is

the Technician's counterpart to the

Medic’s Medscanner or the Explorer's

Multiscarner. Successful use of the

Repair Scanner allows a Technicianto * -

determine the exact causes and effects of

maifunctions or damage to mechanical, -
power, and electrical Systems.’ It is largely
dependant on circuit ‘plans’ (in Memory
disks) with which to compare the ideal
with actual circuitry status. At a range of

50 meters it will detect a disrupted circuit,

and as range decreases it can pinpoint the

problem. Repair scanners can act as an
infra-plate, probing to a depth of 50 ¢cm

{though it does not mount to a surface and

must be held), and can detect even minute
electrical currents at a range of 100m.

" Essentialty the Repair scariner performs
only the “Power Emanations” and “Physi-
cal Analysis™ scanning functions:

* Power Emanations: This scan reveals
any form of radiation , running the full
spectrum from gamma to infrared,
autornatically screening out the usual
background radiation {uniess pro- -
grammed to do otherwise). This is useful
in detecting transmission sources, as
well as any sort of energy generator.

T+15

Range varies tremendously depending on
the. powetAransmission, but an activated
Repair scanner could pick up an unsh-
ielded pocket communicator beam at a
range of about 300 meters (pick it up, but
not listen in}, while it could detect a large,
operating fusion reactor as far away as
30 km. At 110 of detection range - -
specifics can be made out {interception
“of transmission, exact iocation, output
and size of reactor). The Repair scanner
is able to trace power lines and circlitry,
and — with a skitied operator=—ahalyze -
flawed circuits as a prefude to repair. “It
can also analyze electronic locks as a2

: prelude to defeating them, ~ansl o=

* Physical Analysis: By utilizing this
setting, the operator may locate concen-
trations of a given substance — assum-

ing the scanner already has In memory a

previous scan or database readout of the
substance with which to compare — of
as little as one gram at 10 meters. The
progression is fairly even, so that a
concentration of one kg. {1000 grams) of
an element may be found as far away as
10,000 meters (10 kilometers)., The
Repair scanner also has fine tuning
controls, allowing it to determine detailed
interior structures of any object within 10
meters. This function is particularly -
useful to Crime Techs working in areas
where there are mechanical locks and
devices to be dealt with. - - - :

i, —-
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Tactical Scanner; ( YA much 51mpier '
version of the standard Multiscanner, the
{actical scanner is the preferred tool by

" many military services. Multiscanner skill

is stilf used, but ali rolls are at +50, due to

"the simplicity of the unit. Success

* indicates an accurate scan within the unit's
. range. The Tactical Scanner has draw-

" backs, however: standard range is only 30
- meters (360° scan) and the scanner only

. detects in two modes, motion and

infrared. While capable of detecting in 2

. vertical range 10 meters up and down,

-~ most users set the scanner for a more

! limited vertical field. !t does not distin- .

- guish life forms, power sources, or -

- perform any sort of analysis. it is strictly a

. tactical information tool; size of all objects

is approximate. The Scannerisableto

- penetrate most normal physical objects
(walls, bulkheads) and force fields, though
. the GM may wish to include z ditficuity
* subtraction when trying to read through a

number of obstacles. In appearance the
scanner is a small unit, about 25 x 10 x 15
cm, with a fuminous blue gridded display.
1t can be mounted to large weapons (such

| . as plasma rifies) or hand-carried.”.
' Signal Beacon: {*) A flat disk about the -_

size of a Memory Disk, the beacon ;-
prcqects a very bright beam of red Ilght as

' far as 10 km. in length. The toucki-switch

allows for binary code transmission. Total
Ilght duranon on one power cell: 5 hours.
Ultra Gonulas Like the Lenses beiow
except these are less expensive, and
reduce Perception by 20. :

Ultra Lenses: These comhme the features

of Infra-red and Light Filter lenses. Must
be custom-fitted (included in price). .
Security Scanner: (2* or 1) This is the
term used for an entire class of hand-
portable data retrieval devices especially
designed to read coded information off of
an ldent Disc (they are commonly referred
to 2s “Ident Scanners” for this reason).
These devices are standard-issue equip-
ment for most law enforcement officers
throughout the Imperial and Provincial
territories, as well as security personnel
who represent the more autonomous
corporate concerns, Varying in size,
weight, manufacturing cost and energy
requirements from region to region, the
average Security Scanner is held in one
hand white the 1dent Disk is passed over
its sensorplate or inserted directly into a
provided slot. Depending upon the
Scanner's setting (see below), this will
enable the user access to various types/
levels of personal information {known as
“tiers"} on the disc's owner.

The average Security Scanner weighs
.5 to 2 kilps, and requires 2 Energy Ceils
(2"} or an energy Cartiridge (1) to operate.
They are not commercially available,
aithough they are occasionally seen on the
biack market (SHEER FOLLY to find},
where they can fetch prices rangmg from
500 to 5000 Eimenits.

Use of a Security Scanner reqmres a
Routine Crime Tech maneuver {a roH of 02
or lower indicates power failure or,” .
equipment breakage), and will reveal only
such data as the Scanner is "set”to” .
retrieve (all other data will appear as .
meaningless lines of characters across the
small screen}. All information encoded
upon an ldent Disc is entered into ong of
three “tiers”; these are detailed below.

» Tier One/Open Data: Accessibie to all
known Security Scanners of impgriai or
_Prowncual design, this tier contains all
petinent “non-sensitive” identification
data (that which, for instance, might be
examined by a prospective employer).

. Such information includes the owner's

" name, sex, origin and current place of
residence, date of birth, hair and eye
color, height and welght profession and
'empioyer and Imperial/Provincial awards
or decorations received, and denotes any
licenses or certiflcatrons possessed (to
"operate given ciasses of vehicles, to;
engage in various forms of commerce, to
near certain sorts of weaponry, etc.)

» Tior 'I‘wn/Security Data: Data on this tier
is primarily for the use of local law
enforcement agencies and VegaPol
representatives. It includes the owners
past arrest and conviction record, parole
or probation information, physiological
and medical notes (biood type, diseases,
‘prescribed medication, etc), and known
aliases or monikers. Another sort of
record may be found/recorded on this
tier; miscellaneous notes on psychologi-
cal or biological idiosyncrasies of
recommended procedures for the
identitication and handling of the
individual, which are occasionally placed
there by such persons as teachers,
counselors, psychologists, physicians,
wardens or enforcement officers o serve
s an aid to other authorities should the
need ever arise. Often referred to as
“marks” or “tags”, the presence fo such
notes always indicates that the individual
has undergone some sort of analysis,
evaluation, incarceration or treatment
which may have some effect on future
behavior or require special consideration.
Most citizens who bear tags do not know
exactly. what they say.

- knows the appropriate code(s). Data on

e Tier Three/High Security Data: Data
entries on this tier gitfer from those on
the first two in that they are doubly
coded, and may only be easily retrieved
by the organization which placed them
there 1o begin with {or by an allied
organization entrusted with the code).
Most ident Disks possess little or nothing
in the way of high security data; the
presence of such entries always ingicates
some sort of group affiliation (or - . -
suspicion thereof). Such items as one's -
military service record, Special Agent * .

status, security clearance rating, and
known or suspected ties to subversive pr
criminal groups would all be recorded . 3
here, Undercover field agents of various 3
organizations may possess another type’:
of mark; known as an “agency Recognize
Release”, this is basically an instrucﬁon_‘-
to allied agencies that this individual is 4
indeed a field operative and should not be
obstructed or delayed in the event thati
such an operative is arrested by an afifed}
agency, the ARR serves as a “get out of 3
jail card™ — the agent is to be released i¥
immediately and responsibility {recognis
zance) assumed by the “mother group™$
- The encodmg of information upon'an’}
Ident Disk requires a Laser Engraver and
a Moderate Crime Tech Construction 2§

Project — this assumes that the engrayel

the first and second tiers is recorded in'
DODEG, transiating into Anglaman, while
high security data may be recorded in 3
any number of different ways (depenqu
upon the sophistication/authority oi
encoding group). -

A Security Scanner which is setto %
retrieve from tier two or three wili also ™
read dafa from the lower tiers. A Security
Scannencapable of only retrieving up to 2
tier two eannot even detect the presence
of tier threg data (just having tier three ¥
data makes you a suspicious character}.§
All informatipn on the disk wiltbe ¢ 3
represented on the Scanner’s screen, | 3
even if it is not translated (rumor has it &
that the Imperial Intelligence Dlrectorate 3
possess an invisible Disc code and a | °§
fourth tier — thqre is probably no truth i
these stories). Security Scanners may not'
be “reset” to read data from other tlers _
As an additional secunty precaution, ;'
many agencies wh\ch issue Security -
Scanners have them attuned to the
finger/voiceprint of the individua! offices! 5
represeniatives wheo carry them. This - 3:
prevents them from being used should_
they somehow fall into “the wrong
hands",
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® JICAL EQUIPMENT
® D DRUGS

@ - Use of the following equipment
@ iires specialized lraining for full
® stiveness. It is not normally issued to
e who is not at Jgast certified in
t Aid, and even then most drugs and
@ histicated equipment are restricted. 1t
@ Jggested that the PC performing
jery make a rolt for each tool/
® ration. To knit major bones or
@ [ies or perform other severe repairs,
@ ser scaipel will be necessary to
@ =5 the damaged lissues.

e FIELD MEDICAL
@ JIPMENT -
@ Ithough generally not as complex to
® iffectively as Infirmary equipment,
medical devices should still be treated
@ respect, Each item has the difficuity
@ ifier noted after the type of energy
‘Uniess otherwise noted, Medical
tice or Medical Technics are required
g tilize these devices (see the definitions -
@ 10se skills in the Player Book).

@ lical Scanner (1): (Medium [+0], use
® Iscanner skill} A device almost '
tical to the Multiscanner in appear- - |
o, 3, its detection/analysis abilities are -2~
@) n specialized in the Life Signs t:eid
@ [form detection and distinction ;
e ween animat and plant fife can be made
‘distance of 1000 meters. At 500 .a. 57

@ 215, individual animat life units can be

9 :emed {within a given 50 m radius, -

! T a scan) and within 100 meters the Vi,
:rurnent will give information on basic 551
Tial types. Within 2 meters it can

@ ect subtie racial differences and simple
gnostic analysis, such as detecting
3ign matter in the farget bloodstream,

® erous bacteria, etc. More accurate .

® dmgs on an individual are possible if

@ Scanner has the persan’s Medhistory

Py mto it directly. {This can be transmit-
| via communicator tie-in or read off of a

® ‘mory disk.) Note that the Medscanner

® &c not provide treatment advice. -~

® innnsm: Compular (2*): (Extremely -

@ 70 [-30]) About twice the size of the

° 'dscanner, this unit has a 200 megabyte
grnal stofage capacity as welt as

@ mory disks, read/write ability, and

@ 3ce to store five extra disks. itisa -

® phisticated diagnostic device, capabie of
Jetailed hiomedical and psycholagic

® alysis. 1t does not perform scanning

@ fctions; rather it reads data gleaned by a

edscanner and interprets it much more

lectively than the scanner, including -

TISSUE KNITTER
Caeduceus

' 1 ing an energy wave which accelerates calf :
| regeneration radically, the Closer is used ¥

detailed treatment advice {something the
Medscanner does not do). Once again,
accurate readings are much easier if the
computer has had a Medhistory of the |
patient praviously input, An average
complete Medhistory {incluging all

-} previoys scans and medical history) is

kept on the patient’s ident disc. -+
Dermat Closer (*): (Light [+10}) Releas--

for healing concussion hits at the rate ot 1!
round while activated; also will heal ... .+
blieeding wounds (max § hits/round in :’:‘!Ef‘
seven‘ty) at the rate of 1/round. “The Sealer

will also repair up to 2nd degree burns.™ .

One power cell in this unit will heal a total *
of 100 hits or hits/round. The deviceis
roughly cylindrical, 2.5cm in diameter and
10cm fong, and is operated by holding ~
about 3cm above the affecied area and
activating. »= - - = o
Tissue Knitter (*): (Hard [ 10]) Wnrkmg
on the same principle as the Dermal ¢loser
but mare powerful, the Knitter is able 10
rejoin muscle, tendon and cartilage.

Severe and complex injuries (such as
shatters) are not recommended to be
treated by field equipment, as the sophisti-
cation of these devices is limited. Tissues
to be joined must be aligned somewhat. .-
The Knitter is 3.5 ¢cm in diameter and 12 <
long, with more complex controls (and so
more skill required to operate). Repair
time varies with complexity. The power
celt will repatr 4 specific wounds.
Regenergun (3*): (Hard [-101) Will repair
and regenerate any severity burns at the
rate of approx 10 hits/minute. The ‘gun’

L T et

will also regenerate destroyed muscle, -~

Te17

cartiiage, tentdon and partial bone tissue,
requiring about one hour for each regener-
ated part. The gun cannot re-grow .. =, .
complex tissues like organs, - The patient

is at -25 (tor each regenergun treatment) - :
for a period of 25 hours after the treat-

ment. It will repair any three burned areas

or three specific tissue damages before . x:55¢
exhausting its cellS, s 5ot sA® 00T §08-t

_Arteriat Seater (*% (Very Hard {-20]) ,: s
-Again, similar to the Knitter and Closer, 2530
- this more specialized device will rejoin km ey
_severed veins and arteries {maneuver ;3 m‘. s
required) and stop bieeding h

attherate = -«
of 3/rnd. it is approximately the same size -

as the Dermal closer, though 2 cm longer
The power celt will repair 5 severed .. 5
arteries or 50 bieeding hits, or any . C:
cambination {3 artenes and 20 h:tsfmd gt
for instance).- SPRELUTIE

| Laseknife (*): (Very Hard[20]) Uttllzinga

focused laser scalpel, this device, though
probably not 2 potential effective weapon
coutd be dangerous if used by the : .
unskilied. The Laseknife is 6 cm long 3
tiameter, the 'Dlade’ end cone-shaped. .
Preservation Unit (t): (Hard [-10]) This - . .=
device keeps alive a patient whose body, - =
for one reason or another, is incapable of -~ -
self-support, and is beyond the capability .

of field medication. The unit is about the
size of a smatl backpack, with several =5 =
retractable wires and tubes, each fitted on -

the end with a cutaneous adhesion plate. * .
{These plates work in a similar manner to
medtabs, adhering to the skinand =~ - -
injecting medicines or taking samples
through tiny, high-pressure infusions.} .

The entire setup, including patient, is

placed in a special polymer bag (inciuded).

+ —
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" Skelatal Field Knittar (3*): (Very Harg:5-

Although the device can run for as long as
25 hours-on the 3 power cells, and the
cells may be exchanged indefinitely, the
body is not as stable as it would be if held
in 2 more sophisticated {and much more

- bulky) Medcomputer Stasis Unit, and the

patient’s condition could deteriorate if not

attended 1o within 25 hours (rolta RR/ —

hour for Stat decline after 25 hrs. -

Instasplint: (Medium [+0]} An inflatable
sieeve forty-five centimeters long which
fits snugly over any limb, the instasplint
immobitizes the limb and reduces the
chances of additional injury. 1 the GM
makes rolls to determine whether healing
is 100% correct, use of an mslasplmt adns
70 to any roll.

Instacast: (Medium [+0]) More durable L
than an instasplint, the instacast is an
adjustable, plastic steeve which hardens
when a catalytic solution is applied,
creating a rigid but relatively comforiable
‘cast’, Use of an instacast effectively
haives the maneuver penalty for a broken
limb. it is easily removed by the applica-...
tion of a softening soiution. Atube of ~ -
each solution is included with gach .7 ..
instacast.. if the GM makes rollsto =7~ - -
determine whether healing is 100%. <. .
correct, use of an mstacast adds 90 to any
o, ez g oo

Q 7 ‘
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[-20]) The Skeletal Knitter is a field device-

akin to the Tissue Knitter, but it has a: =

more specialized function. When success-
fufly utilized, the three power cells of this .
Knitter are capable of repairing 6 sprains,
or 3 breaks, or 1 shatter, or an appropriate
combination of these bone/cartilage/
tendon repairs. The subjects of Skeletal -
Knitting are physically drained by the
process, S0 all actions for 25 hours
{oliéwing the bone repair are at -25%.

This represents the recovery period.
Medtab Applicator (*): (Light [+10]) An
oval, palm-sized instrument, the applicator
adheres Medtabs to the patient’s skin.
Medtabs are the latest development in
controfied medicine dispensing, and are
sold (to quaiified personnel} in 10-tab
cartridges. A carlridge is fed into the
Applicator; the dosage to be applied is set
on the Applicator controls — based on
Diagnostic Computer recommendation or
skilied treatment decision based on
Medseanner readout — and the device is
pressed against the patient’s skin (usually
onalimb). A1cm disk sticks to the skin,
and remains tirmly adhered after the
Applicator is removed. The 'Tab' infuses
the medication over a safe period of time
and falls off, fully spent,

Auto Tab Applicater: (Hard [-10]) (2}
This device can be attached to a person’s
upper arm or leg so that it will automati-
cally dispense Med Tabs into the being's
syster at preset intervals, It has a 10 Tab
Gapacity. The Auto Tab Applicatar is best
attached and set by a person wnth Medrca!
Technic skills, -

Modifications of the Auto Tab Apphcator
are possible (as they are with any device),
Certain modifications could allow auto-
matic injections at the command of the
wearer or under gertain environmental
conditions.

3.22 TABS

" The following Tabs have avariety of
uses; ail of the non-healing Tabs have an
Addiction Factor {noted as the AF after the
drug name). if the drug is taken more
frequently than 1x/10 days, the imbiber
must resist addiction by making a
successful Resistance Roll (RR). This is
done by making a percentage roll {plus -
Constitution bonus, if applicable} which is
above the Addiction Factor. Each succes-~
sive time the drug is taken, still within 10
days, adds 20 to the Addiction Factor.’

_“Addiction” can range from its losing its

‘effectivensss (the most commbon resuﬂ),
to a dependance on. the drug, o death.

v‘— ii’L._._.
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Alerleml. (AF 10) Alerlene is a stimulant -

often used by military and paramilitary
troops. Appiication of one tab allows the

‘recipient to operate at full efficiency for a

25 hour period without rest. The drug is
so safe, that several consecutive injections
will allow extended wakefulness without
detrimental effects. However, after use of
Alertene is discontinued, a sleep period
must follow with 4 extra hours of sieep
required for each consecutive 25 hour
period that the person was kept awake
with the drug.

100% effective contraceptive, itis. ¢,
availabie in two forms; for malss and

e \.r\'."
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Amboathorphin: (AF: 15) Amboathc
is a universal nerve gas antidote for e
humans. Each applied tab will prote @
person in a chemical warfare nerve ( g
environment for 25 hours. Victimsy ®

have succumbed to nerve gasina ;
previous combat round, and are mi @
lously stifl alive, can be treated with @ |
Amboathorphin in order to revive the g !
This would require an exceptional Me _ :
Technics skitb roll. .- ® !

| Anacept: (AF: 01) The result of centy ®

of biochemical research, Anaceptisa @

temales (the female version is more .
expensive and much longer lasting), a i
need not be used on a periodic basis. @ |
dose of either variety must be taken at
least fitteen minutes prior 1o sexual -
intercourse, and will render the user ® !
effectively sterile (males for 100 hours. @
females for twenty-seven days). tmay @
purchased over the counter by nop-
medical personnel on most Imperial

“of this and other contraceptives and

abortifacients have come under fire fror @
several of the more fanatical rellglous * @
groups which have been growing in- ;..

popularity, makmg thls a controversaal L X
issue Ay I - ,‘1-; ‘!\ 1r- F - _;- j- .
Andefine: (AF 10) Heais 30 concussion Q
hits over the space of 6 rounds. ;. - 'S
Andrex: (AF: 50) This chemical wuH

!
ol
Homeworlds. Recently, the manufactu %
o

normally increase concussion hit total by ®:

50% and double the number of exhaustic @
points available to the character. The

®
duration of the effect is 2 rounds per §% ®

o!

failure of a RR made against a 20th Lvi
attack, . -
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® ptiRad | through V: (AF: 35} A highly Jirolene: {AF: 70} (Stimulant) Aids | Stirene: {AF: 10) (antibiotic) Extremely
ffective antidote for radioactive poison- wakefulness; adds 20 to Percepticn and useful in fighting most bacterial infections.
o a dose of AntiRad remains active related alertness rolis. Proionged use (75 | Although full recovery usually takes 24
within the user's bloodstream for fifty hours without a full rest period) causes a hours, only one Stirene-aided RR is made,
® urs. and reduces the level of any deterioration of all stat bonuses at the rate | at +100. I the patient fails this roll {and
@ zdiation critical then taken by the Mk. of of 5 pts/hr, untit a full rest is taken. the GM should keep this secret for two :
@ ¢ dose (An £ crit versus AntiRad | Korteline: (AF: 20) Relieves 1-10 accumu- | hours, which is how long it takes before |
secomes a D crit, versus AntiRad HHa C lated stun-rounds. even a skitled and well-equipped physician 1

¢ ¥it, efc). AntiRad has a high Addiction . i
TR Lurvadrenaline: (AF: . could determine whether the drug was
@ ctor, due to the tolerance developed by I ;an?; used to revi\(:e pa?iﬁ,st’;ffjr‘,“sfﬁ's’};”m 4 | taking effect) more extreme measures
@ T the loss must be doubled iis | PoTable resenvalion uit. need o be aken, Addiction here usualy
® f;?gragce develops, Perserverine compound: (AF:70) A highly means that the drug becomes ineffective. -
® AF- 101 Available over-the- effective pain-killer used often by miltary | Yeledrine: (AF: 20) A difficult drugto
elenex: { } Avaitabie over-the physicians. Although it does not heal any | 9Ptain (sheer folly {(-50) on most Imperial

® gunter throughout the Empire, a dose of | ;1 uccion points of damage, Perserver- worlds), and totally illegal in some 1
@ \relenex completely refieves all symptoms | jne areatly reduces the user's sensitivity to | Provinces, Tetedrine somehow increases
¢ ' e comman cold for twenty-five hours. | an'oain for a period of six hours. In the effectiveness of psionic endeavors by
jecilage: {AF: 15) A micro-organism in | game terms, this drug lowers the “Shock | |elepaths and Semi-Telepaths. Itis
sb form with an incubation period of 31+ | & pain” modifier by one step (i.e.; a occasionally used by the Truthsibyls of the
@ 0 minutes after it is introduced into the character who has taken from 51% to Galactic Court of Humanity. The user
iood-stream. The M/O attacks and 75% of his total concussion hits may act | Must succeed in a static maneuver roi - :
estroys ingested toxins and other M/O’s | as if only 25% to 50% have been taken — modified by Intuition and +30 in order for o
® ich work on the digestive or circulatory | reducing the maneuver penatty from -20 tg | the Gose to have any sffect whatsoever. It :
® ystem. . |.-10, etc). This adjustment also applies to | te total is higher than 100, the user wil
® ioseline: (AF: 80) (Sedative variant) | the exhaustion point expenditure modii- | receive a modifier of +30 on all Psionic
auses immediate unconsciousness as - | ers. One very dangerous aspact of this attacks and resistance rolls for the next
frlene, but ceriain sleep patterns are drug is its high addiction factor. Any hour. Taking more than one dose will
@ \nibited. User awakens after only 174 of .| character who rolls such a result must increase the duration of the effect, but not :
® ormal sleep time, fully rested (mcludmg succeed in a very harg (-20) static | Ihe modifier. Should a patient become !

@ Ps) and can function as normal. (Addic- | maneuver modified by Self Discipline. 1t | ‘addicted’, the dosage must be doubled.
@ 00 symptom: mental deterioration: -5 t°..;r the total achieved on this ol exceeds 100, | Thiagorex Hl: (AF: 15) Available over the

éfmanent Reasoping, Intuitionand 7”1 the dosage will have to be doubled the | counter throughout the Empire, Thxagorex .
mary for every additional use/{0 days i¢h.next time Perserverine is taken. It the total | Il completely relieves headachesand - *
@ DenRR falled.) i oo ey s is 100 or lower, the character is physmaily minor muscle tension. Should a panent -
o Ir-ﬂuelina (AF 05) Heals 10 hits dependent on the drifg, and will feel '“< <”| become ‘addicted’, the dosage must be “‘
- poagin e 3 08 2aisiEne, wities b SIOPeIEss and in pain whenever denied its | doubled. A eritically low roll (of 05 or ="' l
®- unnﬂur (AF 20) (Specific Sttmulanf)' | -effects. Stch characters will stiffer a _.20 Iower) indicates either total tolerance to ~ = i
@®; ot on the spleen and liver, causing -g;zi: on all maneuvers attempted during | the drug (i.e., it will never have any effect ~
® featly accelerated blood production — 'Lr?'* withdrawal. This penalty will continue _to on the ma@qe_r) or some kind of 3"87{.“0
@ Yugh to completely reptace blood - ‘apply until withdrawal is complete — * - '-.} reaction. - ."/ _
spply within 2 hours. Patient must at all usually from three to thirty days later. ° Torethene: (AF 10) Heals 100 concuss:on }
® s stillhave the normal minimal | Ouedsiia Phi: (RF 0) Not a chemicat drug, hits over the space of 12 rounds. 5
® nount of blood to remain alive. Patient —| but actually a micro-organism held within | Triadrenaline: (AF: 80) (Heavy Stimulant) ’ I
@ st be kept bydrated and will be at -25 | the Tab; a Quedeila Phi Tab aliows a ‘| Avery powerful, short term stimulant, - 1
T 25 hours after taking this drug. - .-~ -~ | human to digest rough cellulose fora - | Triadrenaline acts to 'hasle the user for 4 : i
yravol: (AF: 25) This drug counters the -~ week. This is a great survival boonfor = | rounds, E .
® e etiects which often accompany Hyper explorers on undeveloped worlds that are | Tyreline: (AF: 108) (ilfekeeplnﬂ) Strictly - j
® pace travel, Anyone suffering from -~ | SParse in readily edible vegetable food. - -} an emergency drug, 1 is used when even a |
@ 'usea or disorientation after a hyper- "~ Rehillis: {AF. 20) Allows character to “see | portable Preservation Unit is unavailable.
® wnt (GM's discretion) can be cured wnn into his future” (5 minutes uniy) He must | The instant the Tab is applied, the patient’s 4
shot of Hyravol -~ = - take a AR againsta 5th Lviattack; it itis | body is chemically frozen’ and wilinot .. .} |
terferon IV: (AF: 10) Ant:wral) The i successful the vision is clear, If failed, the deteriorate. Brain oxygen requirements are  ° ]
@ lest synthetic version. Immediately aﬁer'“ vision takes the form of a hazy hallucina- | minimized, so that ‘death’ does not occur.
@ Iministered the patient is aliowed a new tion. . This condition can be allowed to continue
@ Rat+100. If itis successful, complete Regenex Hl; (AF: 0)(regenerate imb) A | for a maximum of one hour before the
covery is achieved within one hour. If ~ | very expensive drug, it allows the regen- | brain begins to deteriorate. If a preserva-
, the patient may make another roli at | eration of lost body parts. It is also time- | tion unit or (preferably) a Medcomputer
@ 00 after every hour until successful, or - | consuming, for the full re-growth of a Stasis Unit is reached before this time, t
< Iries are mage, whichever comes first, | finger will take as fong as 20 Standard however, a dose of Luryadrenaline must - i

all should ail, one can receive the drug | Days; an arm or leg 100 to 150 Days. The | be applied to cancef the Tyrefine, and the
® i 1ry again after ane full day (though the | limb is a perfect reconstruction, however; | patient must roil above (100 — his Co) o
® ug is at an additional -10 forevery - | identical to the original. die, his body unable to take the shock.

@ ccessive use vs the same virus).
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Verex Compound: (AF: 25) A universal
poison antidote, it ancws the patlent an
additiong! RR at +100.

Viriene: (AF: 30} (Heavy Sedatlve) Causes
immediate unconsciousness for 2-4.
hours,
Yuthix: {AF: 100 — il taken mors lre- -
quentiy than once per'year) Stops the
aging process in most humanoids, One
* dose a year is effective, but if it is used
more than once per 350 days, severe -
organ damage and usually death result. _; .

Unmonroren/RecREATIONAL TARS -
Gortelina: (AF: 50) (recreational stimu- " -
lant) Lasting about an hour, Gorteline -
produces a euphoric effect similarto — -
though somewhat more mtense than —_
the drug Cocaine, - .~ = - =i
Mertinel: (AF: D) (suppresses ha:r growlh)
Usually taken by men who don't want to -
bother with a beard and are unwilling to* .~
deal with permanent beard irradication.”’
The drug alters certain hormonal Ieve}s
retarding beard prowth for 100 days. S
Myrine; {AF 10) (sense enhancement)
Expands vision slightly into infra-red and
ultraviolet realms; allows user to view .
other light waves. Useful for night travei '
where infra-red vision would be an'aid: .
Unfortunately, anyone under the mfiuence _
of the drug outdoors in full sunlight is ¢+
virtually blmd wnhout goggies Duratien
2 hours. -+ -

Shadrel (RF zn) (mmd st:mulant)

Urlene: (AF: 86) (hallucinogen).

3.23 INFIRMARY EQUIPMENT
Note: All infirmary surgical eguipment
assumes use in tandem with a scanner
bed. These instruments arg relatively
ingffective {and can be dangerous} when
used without support diagnostic equip-
ment. Such instrurnents also operate
using beamed power from a nearby
transmifter tied in to the ship or building
power reactor. Surgery with these '
devices without a scanner bed should be
at an additional -30 penally. However,
successful surgery with this equipment
takes but a quarter of the time to heal,
always heals properly without scarring.

Scanner Bed: A sophisticated infirmary -

device, shaped somewhat like a large bed

with a full size display mounted above
along one side. The scanner bed continu-
ousfy monitors all vital signs of the
patient, and signalling if there is any
change. Itis also capable of detailed
sensor scans, and magnifying specific
body parts. itis an invaluable tool. - -

Surgical Dermal Closer: (Medium {+0])

This device is capabie of healing 5

. LASEKNIFE |-
-5 Welby-Simms | -

Surgical Tissue Knitter: (Hard [-10]) Can
heal torn {but not destroyed) muscle,
tendon and cartilage, and any bene breaks
— inctuding shatters,

Surglcal Regenergun; (Very Hard {-20])°
The most powerful of the Surgical
instruments, the Regenergun is actually
several different devices, one each’tor

-1 burns, muscle, cartilage, bone, and - ,
organs. A surglca} gun heals burns up HI

5 hits/md, 4 singls complete muscle or -
cartilage structure in 10 minutes, and one
‘bone in 10-200 minutes {variable with

operate. = i

venous tissues, reducmg bleeding rates by
as much as 10 hits/rnd (max one bieedmg
wound per round).’,”

Laser Scalpel: (Very Hard [ 20]) An ;
indispensable surgical tool, it is necessary
to cut away tissue to get at damaged.
bones and organs, often used in concert
with the above devices.

Medical Function Bed: (“Mcdhed ") The
vitimate device for exploration parties
without a skitled medical official {but a lot

{1.5 x 2.5 x 2 meters) resembling a bulky
glass-lidded coffin on a solid pedestal. it
has a buitt-in Mk. 20 computer, with
sophisticated Surgical programs and
general physiological data for all known
sentignt races, it must be certified and
periodically checked by qualified govern-
ment personnel, because it is, in essence,
a surgeon. it is equipped with all of the
infirmary equipment listed above, and is
also capable of administering Medtabs,
depending on its available supply. The
Medbed has a 500 tab storage capacity,
and can provide an instant readout of its
current inventory.

concussion hits per reund,

size). Each reqmres conStderable skrli to

Surgical Arterlal Sealsr (Hard [ 10]) A &
specialized device; it will repair arterial and |

" patient (availabie on his ident disc), it acts'

of money), the Medbed is a Jarge machine

The Medbed is a scanner bed and a. “,,i?!
diagnostic computer which, once actwated
by the presence of a body inside, will "~ "3
perform whatever actions it deems .
necessary {0 return the occupant to full - 3
normal operating status. A preliminary 'd
scan is performed to determine whether
the occupant is near death—and
immediate preventative actton is taken if
necessary. in very serious cases, the
Medbed will place the occupant in stasts 5
Medbed stasis is much’safer, sustalnabl
‘indefinitely, and involves onty al% - :
‘chance of stat decline when the patient iS‘. '
revived.’ After the patient is stabilized, the%3
Medbed proceeds with addit:onai repalre 1

 This rather expensive dewce als :
requxres speciﬁc data {o function pr0p
With a complate’ medical profile of the ™

with a Medical Practice skilf of +100; with "}
only its standard programs it is +70 (o9
specific penalties for the various mstru-

ments are employed).

Medstasis Bed: Essenually a cryogemc 2hg

berth with monitoring devices and a smali £33

computer o assure that the occupant’s Y78

more fragile lifesigns are maintained.

3.24 PROSTHETICS o8

The science of prosthetics has become g5l
quite advanced, to the point where of
artificial limbs indistinguishable from the &
real thing can be fitted within a matter of s¥¥
few days. The limb has sensory contacts i
like nerve endings. This lack of time delay ‘:_-j '

microfusion reactor (normally lasts 1 year : A
without maintenance). Super-powerfl - 4

fimbs were soon discarded as dangerous, .4 3

since use of them invariably caused a

strain on connective tissues and other .. -, "-' i
body parts. They were only useful for acts 4z

involving the limb itself, for instance a

super-powerful hand could crush things

within itself. The prosthetic limb does

have the advantage of being more durabie
agd resistant to heat, cold, and physical
abuse.

S 5
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3.3 N
DATA STORAGE AND
RETRIEVAL

Audio Bisks: 2cm diameter molecufar
storage discs, they can hold up to 20
hours of audio recording each. Due to the
pature of the storage, near-instantanecus
reference to any data area is possible.

Hotacamera: {*) Able to record still or -
motion holographic pictures (with sound,
if desired) on a hologiass plate (see
Heloglass below), The camera is 10 cm x
5cm x 7 ¢m and has twin ienses.

Hologlass: 5 x 5 x 1cm transparent
glassteel square, a rectangle of metal
maunted on ons edge and an identifying
Jabel on the opposite edge. These smalt
squares receive digitalized laser images,
which can be stored at a very high density
on their speciat crystalline interiors.
Hologlass storage is permanent; the im-
ages cannot be altered without destroying
- the square, which is very resilient.

- Holoviewer: (*) Basically the same device
- as the Memory Disk viewer, though less

. .- expensive. Adapter modules are availabie
% to conyert from one to the other.

. . Memory Disk Viewer (portable): (")
.> Slightly larger than a standard multiscan-
5 ner, the viewer has a larger screen (12
i 3 : 12 cm}) covering nearly all of one face.
Tms black, glasstee! piate can sither .-
dlsplay text information on its surface or -
7 ", generate a 3-D holographic image above
; - or behind the screen. This image can be
freely rotated — assuming a full 360°
. scan of the original was performed).
Memnry disks: For use with standard
_audio/visual playback and record devices.
3 Each disk holds up to 100 hours of
. digitalized holovideo recording or 100 | 4
- megabytes of coded data. They are 3cm
Yo in diameter and Smm thick. :

? Memory Recorder: (*) About the size ofa
&f

"’.""K-“"-‘-'!.‘f*"m ”

i

pack of cigarettes, the Recorder makes

- standard 3-D video and stereoaudio

} - {within the limits of its sensors) record-

-x ings. It uses standard memory disks.
Recorder {audio): (*) Useful when only an
audio recording is necessary, this 10 em
long, 3 cm diameter cylinder is capable of
limited stereo recording via microphones
at each end. Audio disks (useable only

- with this type of recorder) 2cm in diameter
+ fitinto a siot in the shaft. Touch controls

" modify volume, etc. The recorder is
capable of playback, through the speaker/
mikes. A tiny readout on the side displays
‘location’ in storage area.

...........................................................
e " T TR, H .

Viewer With Enhance: {*) Similar to the
Hotoviewer, this handy device is capablg
of 'enhancing’ images encoded on the
hologlass {this is only possib’a with the
sophisticated digital laser recording done
on & helogiass) many times, bringing into
focus minute details previously too small
to discern. Images may be enhanced up
10 1600x.

3‘4 s
CLOTHING =~ @@ =i,
Naturally the prices given are but a
base, and clothing costs can range.
dramatically, especially when high-fashion

ftems, or custom- made rlems are
involved. ™ - - -

. GENERAL Ct.omms Exmss
Dress Clothing: Generally evening wear, -
more elaborate and less durable than
{eisure clothing.

Dress Footwear: To complement appro-
priate dress clothing. :

Leisure Clothing: Daywear, activewear

Leisure Footwear: More rugged, general-
use shoes or boots.

Unifoerm: Often a one-piece coverall, this is
the basic version of most military uni-
forms, including accoutrements and -
foatwear {but no equipment). - '
Dress Uniform: A more elaborate version
of the above, for state occasions, formal
receptions, etc. '

Light Jacket: General- purpose garment for
cool weather.

Thermal Jacket: (*) A lightweight jacket
with a built-in heating unit. It has detach-
able gloves and hood.

Thermal Suit: (*) This full-body suit uses
twa power celis, has a hood, foot and
hand coverings, and a goggled mask
shielding the face. The suit can keep a
fman warm in temperatures to -100° or
¢oot up ta +150° for as long as 100 hours
with one power cell set. The suit is not
equipped to be sealed against the atmos-
phere, but does have a filter for warming
or cooling breathing air to reasonable
temperatures.

SeeciFic imperiaL MiLIEY CLOTHING
The items in this section are examples

torm the Space Master imperial Mitieu to

provide the GM with some pricing and
clothing ideas. They are sometimes
specific examples from the height of
fashian.

Karolinian Seal Thigh-boots: The thick
white fur of these aquatic mammals and
the chamois-soft hide combine to make
these incredibly comfortable boots a
luxury accoutrement all across the Empire.

Kashmere Dress Toga: An elaborate
garment bearing little resemblance to the
simple tunics worn on a day-to-day basis
on Olympus, this toga nearly sweeps the
floor in many folds of cloth (the best are
made trom Oberon Moonmoth silk).
Trimmed with precious-metal thread, they
are indeed a work of art.

Shimmersheer Gown: The favored . . .
evening attire at any provincial court
function, shimmersheer silk ripples in
rainbow colors and even becomes semi-
transparent. the material is also used to
make tunics and shirts, but a2 gown of the
cloth is every noblewoman's goal.

Static Cioak: Powered by a micro solar
cell, a static cloak repels moisture using
static electricity, tormmg a charge on the
tloak exterior.

Trueleather Pants: In this distant future
to call a material ‘ieather’ is not enough.
The genuine article is priceless and now
goes by the name true leather. Such pants
are customn made.

Urkusk Mink Coat: The ultimate fur pelts
come from the minks of the Kubischev-
Lioyd capital pfanet; it has shimmering
golden fur which brings an incredible price
on interstellar trade markets. :
Velaise Bodysuit: A skintight body suit
covering alt but the hands, feet and head,
the velaise suit is surprisingly comfortable,
being a material which breathes yet
insulates against temperature extremes. it
is made in a wide varigty of colors, and
other garments such as pants and tops are
available separately. Velaise itself res-
embles an advanced lycra-like material.

;- —
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3.5 I
ARMOR AND SHIELDS

Below are variocus types armor, shigids,
and accoutrements,

3.51 ARMOR

Armor is the basic protective material
which covers the body. 1t is divided into
five categories of four types each, thus
there are 20 Armor Types (AT) repre-
sented in Space Master. For those
players tamiliar with Rofemasler, the 20
Space Master ATs closely approximate
those found in RM, and one will note that
the standard progressions of “toughness”
and “body covering” are followed here,
Below are listed the 20 Space Master ATs
with accompanying descriptions.

. CrLomi-Sxin Base

This category encompasses normal
cloth attire, robes, unarmored environ-
mental suits and normal animal hides,
Skin {AT 1): Normat clothing, assumed
worn if other covering is not specified.
Robes/Environmentai Suit (AT 2): -
Encumbering full-length ceremonial robes
or non-armared environmental suiting.
Light Hide (AT 3): The natural hide of -
certain animals {e g. deer dog. woif and
~ the like). T -

Heavy Hide (AT 4): The skm of andrmds
and the natural hide of certain animals - -
(e.g., buffalo, elephant, bear and the like).

Lickr Bopy ARMOR
This category encompasses pliable,

lightweight bailistic cloths and alloys. Ref-
erences to “kevlar” assume an advanced
material with superior puncture resistance,
while “duralloy” is the name given to any
number of soft armors which become rigid
when struck by a considerable force.

LBA Flak Vest (AT 5): A heavy quiit or
keviar vest covering the back, torso and
abdomen.

LBA Extended Flak Vest {AT B): A heavy
guilt or keviar vest which extands down
the arms and to mid-thigh.

LBA Reinforced Flak Vest (AT 7): An
Extended Fiak Vest with duralioy plates
sewn in for added protection. .

LBA Reinforced Flak Armor (AT 8): A full
suit of duralloy-reinforced kevlar, covering
the body from the collar to the lower legs.
Padding protects the joints and groin.

PuiasLE Armonep Booysuits

This category encompasses environ-
mentafly secure bodysuits of flexible but
resilient cloth covered with laminated, yet
somewhat pliable, armor pieces. The
armorad sections are typically made of

When a compatible helmet and life support
system are added to the armor types of
this category, the wearer may be totally
immune o hostile environments {such as
hard vacuum}. This category also

includes the rigid hide coverings of certain
animals.

ABS Pliable Breastpiate (AT 9): An
environmental bodysuit mated with a soft-
armored breastpiate which covers the
back, torsp and abdomen, There may 2lso
be shoulder/upper arm and thigh armor.

ABS Pliabie Breastplaie & Greaves (AT
18): An environmental bodysuit covered
with a soft-armored breastplate, as well as
arm and leg greaves. The greaves
typically cover the outer forearms thlghs
and shins,

ABS Pliable Half Ptale (AT 11) An
environmental bodysuit coupled with soft-
armored plates which cover the torso,
back, abdomen, arms, and the froats and
backs of the legs. Also, the hides of
certain creatures that contain at feast a few
rigid plates {e.g., rhmoceros ailigator, and
the IIKE) ". 'J' 'h' .
ABS Phabie Full Plate (AT 12) An
environmental bodysuit covered with soft-
armored plates. Additional areas pro-
tected include the neck, groin, buttocks,
hands and feet. Many joints remain .
exposed however. Also, the hides of ..
creatures which contain many rigid plates
“(e.g., turties, crabs certain alien beasts
and the like), -

MesH ARMORED Boovsurrs

This category encompasses environ-
mentally secure bodysuits of non-
constricting and resilient cloths, covered
with mesh armor to various degrees.
Mesh armor is a flexible covering of
plasteels and synthi-armors woven s0 as
to give optimum mobility for the consider-
abie protection they impart to the wearer.
When these armor types are coupled with
a compatible helmet and life support
system, the wearer may be immune to
hostite environments (like hard vaccuum).
ABS Mesh Shirt (AT 13): An environ-
mental bodysuit mated with a mesh armor
shirt which covers the torso to the mid-
thigh, back, and half of the upper arms.
ABS Mesh Shirt & Greaves (AT 14): An
anvironmental bodysuit and mesh armar
shirt coupled with arm and shin greaves.
Greaves may be of mesh or battieplastics.
ABS Fult Mesh {AT 15} An environmental
bodysuit under mesh armor which covers
maost of the body in the form of a shirt and
teggings.

duraltoys layared with battleplastics.

AN
Y
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ABS Battie Mesh (AT 16): An environ-
mental bodysuit covered completely by
reinforced mesh armor. Extra padding, in
the form of cushioned duraitoys and/os
battieplastics protect the groin and joints,

ARMORED EXOSKELETONS

This categery encompasses advanged
battle armor, the toughest protection
available to combatants short of Powereg
Armor. Exoskeletons are hard integrated
plates which can deflect many attacks
which would otherwise cleave through
lesser armor types. Exoskeleton armor is
typicaily a fused amalgam of hardened
duralloys, cerantic plates, and battleplas-
tics, formed soas to allow maximum ;
maneuverabmty The fast two armor types -
in this category may be sealed against the
environment as they have integral heims
and life support systems.

AEX Exoskeieton Breastplate (AT 17): An
exoskeletal breastplate with auxitiary
plates covering the back, upper arms
abdomen and upper thighs. :

AEX Exoskeleton Breastplate And -
Greaves (AT 18): An exoskeletal breast:
plate with auxiliary plates: This armor type3
includes greaves of hardened battiepias- .3
tics which protect the torearms and shins %
AEX Half Exoskeleton (AT 19): A rigid
oskeletal armor covering most of the b
dy.. An undersuiting of mesh and resifie
cloths protect exposed areas (such as th
neck, groin, joints, and backs of the legs)
AEX Full Armored Exoskeleton (AT 20): A
rigid exoskeletal armor Which covers the 3
entire body. Plates may overlap at the -
joints, imparting complete combat
integrity.
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@ 3.52 SHIELDS

Ali four shields described befow
function in basically the same manner,
aithough the range of protection may vary.

@ n the most advanced version, the shield is
worn as a lightweight beit device (several
small, cigarette-case sized modules affixed

b to a belt). One of the modules is the

@ chield power pack. When the device is

® activated it covers the body and accoutre-

® ments of the wearer (the focus) with a
haio of energy, usually faintly visible as a
shimmering aura — quite noticeable in

@ darkness. it should also be noted that

@ Persons wearing activated shields are
much more easy to pick up on muttiscan-

@ per and sensor probes because of the

& energy output.

@ _ The shield forms about 2-3 cms away

@ from the wearer’s body, reacting to the
surfaces like an electro-static charge. At
the feet the shield dissipates out for a few

@ inches over the floor where they touch.
The shield will, however, only spread to
envelop about 1/10th of a cubic meter

o beyond the volume of the wearer's bedy

@ (himself, normal clothing, a small pack

@ and a few weapons) without sutfering

® dispersal. When dispersal occurs (and the
GM should be alert for the potential of this

@ 1o prevent PC abuse of shiglds) all normal

@ subtractions of the shield are halved, and

o! the shield energy cell has 4 5% every -
round of going dead due to overload. This
sSttuation is applicable to volumes up to the

@ equivalent of the wearer’s unclothed body.
The living fiesh of the wearer is the basis
for the ﬁeld, though the shield’s internal

L4 Lomputer is capable of limited compensa-

@ tion. Shield computers are preset to the

@ oeneral parameters of the owner when

® bought, and complex to reprogram. The
shield simply will not attempt to spread
over a larger area than that, because of its

@ microcomputer programming. If, when

P the shield is activated the shield computer
realizes that too much volume is involved
—-volume even beyond dispersal -- it

@ overrides and will not activate. Any
objects added after the shield is fully
activated have no effect. The shield

® compresses to the surface it has formed

@ over, leaving the new, added volume

@ Outside. A shield will, under no circum- .

® stances, spread to envelop another living
being, even if the wearer attempts to
embrace that being then activate his

& shield. The shield will simply ignore the
other focus.

° With the shields’ spreading tendency,
the natural question arises: how does one
fire a weapon while wearing a shield

@ Without suffering the subtraction as the

® projectile/beam attempts to punch through

LASER PISTOL
Haunt/Cobra

the attacker’s own shield? This is, in fact,
relatively easily accomplished (for those
using projectile or energy weapons) with a
device known as a dissipater. The dissi-
pater is aftixed to the end of the weapon
barrel and acts to prevent the shield from
trying to close over the end of the barrel.
Interestingly, if one is armed with a
weapon equipped with a dissipater and
¢an get close enough to an opponent who
is wearing a shigld, he can push the barrel
through the target’s shield (the barrel tip
must get within one inch of the opponent,
{ruly point-blank) and annu! its effects for
that shot. Projectile mounted dissipation
devices have been experimented with, but
even Space Masrertechnology is curremly
not up to them.

- Cruder, more bulky shield models are
most often worn on the back or chest, or
as a suitlike garment covering the entire .
body. Beit welght 3.5 kg, back/chest

| weight: 8kg.

All shields requnre 3 full rounds after
being activated to spread and establish
themseives fully. Conversely, after being
deactivated they require three 1ult rounds
to dissipate. .

Only one shield can be operaled from
one fecus at any given time. Though more
than one could theoretically be worn,
{watch encumbrances, GMs!) attempting
1o have both operational around the same
focus at the same time will short them out
{Extremely Severe maifunction).

-Any two shields centered about
different foci which come into contact will
either ignore (in the case of a Velocity
Shield) or repel each other, compressing
closer to the surface they surround. This
effect is not strong enough to push or
otherwise bother the wearers. .

Shield wearer advantage is given as a
DB (listed as a subtraction); this allows
combined use of shiglds and armor. Keep
in mind that, unless the armor is equipped
with a conduction grid (like spaceships
with shields; all powered armor is
equipped with such a grid) to properly

spread the shield, it is treated as additional
volume. Note the distinction between
‘missiles’ and ‘projectiles’. These are
arbitrary term, missile being used to mean
arrows, quarrels and any thrown, relatively
tow-velocity airborne attack, as opposed to
prajectiles, which are fired from a gun and
have a relalwely high velocity.

REGARDING SHiELD PoweR Usace

tach power pack, when fully charged,
has 100 energy points. Activating the
shield costs five points, and each round
the shield is on drains one point. In
addition, each fime the shield is activated,
the wearer must make an unmadified,
non-apen ended roll. A result of 01-03
indicates that the cell is completely dead
and requires recharging. This occurs
despiie the power level of the cell, due to
the initial i immense power drain of setting
up the shield."A result ot 04-05 indicates a
shield malfunction, and one must rall
severity (1010: 1-5: Routine; 6: Light; T
Moderate; 8: Severe; 9: Very Severe 16:
Extreme!y Severe .
o Smst.nTvpes
Veloclly Shield (1) Works basucally an
the principle that the faster something
approaches, the more resistance the shield
generates. Wearer is essentially -30 vs. alf
regular melee attacks; -45 vs missile: -60
vs projectiles {due to greater velocity).
This shield is extremely effective against
projectile weapons, but useless against
energy weapons, as the beam has virtually
no mass to resist. An option with the
Velocity Shield is a wrist coffector,a -
device worn about the fower arm, and
attached to the main shield belt via a light
cable. The colfector affects the shield aura
in such a manner that the shieid’s deflec-
tive energy is concentrated more at the
front of the wearer {or wherever the arm is
held) much like a version of ancient
physical shields. The effect adds 25 to all
frontal DBs (-55 vs melee, -70 vs missile,

-85 vs projectiles), however, it reduces the

DB on al! other facings by 20 (-10 vs
melee, -25 vs missile, -30 vs projectiles).
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Deflector Shield: (1) Creating a different
sort of field than the Velocity Shield, this
shield is very effective against energy
weapons, somewhat useful against fast
orojectiles, but almost useless against
missile and melee weapons. it uses the
very energy of the incoming atiack to
deflect, or alter its course. 1t is useful
against energy waves as well as material
abjects, if their kinetic energy is high
enough. Wearer is -60 vs energy attacks,
-40 vs prcuectnles 15 Vs M!SSI]E ~5 Vs
Melee.

- Absorption Shleld (1) Although use!ul
against all forms of attack, this shield is
not as effective as A or B in either. It acts
to absorb and dissipate over its surface
the energy of an incoming object, thus
slowing (or even stopping) it. Weareris
-30 apainst all forms of attack.

Barrier Shield: (2¢) Able to generate 2 -
very powerful field of energy about the
wearer, this is the most impressive of the
four, and requires a portabie reactor rather
than a standard power pack (though the
reactor should be treated the same as the
power pack for energy drain and overioad
possibilities — see below). Itis corre-
spondingly bulkier and more expensive. |t
does, however, effectively stop all but the
most determined energy weapon attacks
{wearer at -90). The shield stops matenal
objects by deflecting, or if they are moving
fast enough, destroying them. Projectiles
are usually completely vaporized before
reaching the target. For missile and
projectile attacks, treat wearer as -70;
missile destroyed in the shot if stopped
{unless the missile is some special
material or item, in which case the GM
may wish to give it a RR). For melee, treat
wearer as -60; and roli a RR for the
attacking weapon after each strike or
attempted strike. If a metal weapon is
used, wieider takes 1-10 hits during each
strike, as power feedback is channeled
down the weapon.

3.53 OTHER PROTECTIONS

Antipsi Helmet: (4*} A compiicated and
rather bulky gadget, the Antipsi helmet is
available in many basic styles and with
varying strengths. The Mk.# of the helmet
determines its cost as well as its effective-
ness, since this number is added to the
users experience level. This adjusted level
is the wearer’s experience leval whenever
a resistance roll is made versus any Psion.
Nole: such equipment is extremely rare
and difficult to acquire.

Riot Shieid: (1) A small frontal version of
the absorption shield which is warn on
one forearm, the riot shietd is used by law
enforcement agencies on many Imperiat
worlds. Once activated, the shield takes a
fuli round to actualize, forming a slightly
concave disc about one meter in diameter.
This transparent disc of light shimmers -
and humns sottly, otherwise looking like a
normal “left-hand shield” of old. The
wearer may parry (using his DB) only one
attack per round, and must be abie to
interpose the shield (i.e., the shield cannot
stop an attack from behind}. The GM may
wish 10 allow the wearer a maneuver roll
to parry flank attacks. Otherwise, the
Defensive bonuses for the riot shiefd are
the same as a standard absorption shield.:
Note that attacks coming around the shield
(rather than through it) do not requure a
dissipater.

Sentine) Heimet: ) Manufactured hy
Kodo Industries of Clan Detzeer, the -~
Sentinel Helmet combines the best )
aspects of several familiar devices into one
unit.. Functions include: an uftraview .-
faceplate (infrared and fight-filtering}, a
filtered compressor unit, 2 variable.
headset rangefinder, and a two-way mi-,
crofrequency band commumcator wrth a
range of up to one kilometer.- : REIes

3.6 —
TOOLS - o

Laser Cutterlwelder (ﬂ A devlce consist-
ing of 2 handle with 2 13 cm long, slender
(1 cm in diameter at the widest point)
cone. A dial on the base of the handle -
controls width and intensity of the pinpeint
laser beam, which can be used to either
cut through thin material or fuse circuits.
Though fairly powerfut, it is not very
practical as a weapon since the beam
focuses about 1-5 cm from the tip of the
cone.

Heavy Cutter/Welder: (1) The heavy-duty
version of the laser above, this device is
more powerful: it will burn through an inch
of alloyed steel in moments, able to cuta 1
meter diameter hole in a standard ships
interior door in 15 seconds. The beam
can be set for up to 30 cm of focus length,
but is most effective at about & cm. Itis
also able to weld (useful for welding doors
shut when Snee are coming down the
hally, _

Standard Toals: An assortment of
lightweight altoy wrenches and other tog
capable of pen‘ormmg normal mechanic;
repairs. . |

Malec Boards: The basm of modem

circuitry, Molec boards are 10 cm square L !
laminated sheets of transparent plastic . @
with conductive and superconductive : @ |
materials in the middte layers. The @
conductive material is electricaily moved I
about on a molecular level to form the -+ @ |
complex micro-circuitry used inmost. * @ !
electronics. These sheets plug in along: 9,
one edge to receptacles which tie the .2 !
device together, The boards in this repa e,
kit are blank, ready to he etched. An MO R
ktcher is, of course, necessary .+ . 1 !

Intra-plate: (*) A 10 cm square, 1om 3 ‘o!

thick plate of glassteel framed with a blaci |
alloy. The controls to this device are il‘-t;f o I
located along the edge. When placed on; @ :
any surface the plate adheres and glows - I
dim red. Utilizing the controls the i ° i
operator can gain a holographic image' ™ ;
which appears behind the glass exactly. o !
where it would actually be — of any solid} @ |
objects behind the surface, up to a depth¥ ¢ |
(viewing depth is variably controiled) of 20 !
cm. Excellent for viewing mechanical loc) 'l
mechanisms, etc. Tools are designed i3 @ i
work around the piate, which is held awa ¢,
from the surface on tiny’ ewdenemns = IS !
Molec Board Etcher: (t) When a mole' I
| board and the appropﬁate gircuit progra . @ |
ming memory disk aré plugged into this§ @ :
12 x5 x 8 cm unit it will ‘etch’ a new board. @ )
to replace the defective one. - e 'y
Memory Switch Panels: Standardized ” . I
control panels (20 in a pack) which can be :
utilized to replace damaged or defective. : % e !

control panels and readout displays. 323

3.61 SMALL TOOL KIT
— Laser cutter/welder

— Standard Tools

-— Molec Boards

— Infra-ptate

3.62 MASTER TOOL KIT

Contains everything in the above tool
kit, plus: .
— Supplemental Tools

—~ Molec Board Etcher

—- Blank Molec Boards

—- Repair Scanner

— Memory switch panels

— Heavy Cutter/Welder




3.7 NN

" SURVIVAL EQUIPMENT

This section includes items useful for

| surviving in the wilds and wherever

civilization is but a distant thought.
3.71 SHELTER

Collapsible Shelter: Capable of housing
10 comfortably, this structure is more

rigid than a tent and is capable of with-
standing a rougher climate. It can be

| sealed from atmosphere but requires a

separate air supply. Folds to a 20 x 20 x

. 50 ¢cm package weighing 16kg.

-Life Support System: (4*) 10 ¢m cube
unit capabie of recirculating warmed or
cooled air for up to ten people to breathe
and live comfortabiy for 100 hours before

- requiring a new filter unit, {requires four
power cells).

- Portable Bed: (*) An air mattress and

~ frame, with air pillow and veriwool blanket.
A tiny pump inflates the bed and powers a

- warmth unit in the blanket, if desired. ’

. Weighs 2 kg and collapses into a 10 x 10 x

5 cm. package.
Pressure Tent: (*) Similar to the tent  «
above, this unit has a double skin and can

41 be sealed from a hostile atmosphere. It

includes a pump and an air supply enough

i} _ for four people to breathe comfortably tor
24 -+ 20 hours (four Air Packs). Folds to a 20

" emcube and weighs 8kg. .. ...

i£Tent: Holds four people comfortably, -

¢ made of a virtually indestructibie plastic
{“material which also has superior insulating
* qualities. It weighs but 3 kg and collapses

} “to a 12 cm cube when not in use. -

3.72 SUSTENANCE ..

] Air Pack: 6¢m long cylinder 3 ¢m in . |

* diameter, holds 10 hour supply of
compressed/solidified air mix. For use
with filter mask and standard pumps, it is
practically indestructible.

Atmospheric Compressor: (2°) A box-like
device attached to a plastic mask via a
breathing tube, the atmospheric compres-
sor is used on planets where the mix of
gases in the atmosphere is of a life-
sustaining variety, but the density or
pressure of the atmosphere is too thin to
allow normal respiration. |{ can compress
any such atmosphere up to four times its
normat density (allowing humans to
breathe in any air-like atmosphere with a

| density as low as 0.25 that of Terra). Note

that the atmospheric mix must closely
resemble that which is normally breathed
by the wearer only the density is aftered.

Coolpack: {*) Mounts on top of a six-pack
of beverage (in the standard molec-cans
which biodegrade one day after being
opened) and chills or heats the contents to
desired drinking temperature. Complete
with handy carrying handie.

Filter Mask: (*) For use in areas with
suitable atmospheric pressure and no
gasses harmful to skin and eyes, but
where the air is not capable of supporting
humanoid life. The mask fits over nose
and mouth, and provides breathable air for
20 hours before needing a new filter pack.
Filtered Campressar: {(2*) A combination’
of the filter mask and atmospheric
compressor, this device is used on planets
where the atmosphere is not only too thin

-] 10 breathe normally {down to 0.25 that

which is normal for the wearer), but also
contains some sor of trace elements
which must be filtered out priorto ..
compression. Like the standard filter
‘mask, this unit can sustain normal
breathing in such atmospheres for up to
twenty hours before the filter must be
replaced, and fits over the wearers mouth
and nose.

Note: this unit does not provide any

protection from gases or toxins which

may be harmiul to skin or gyes.

N

Foadpack: A more delectable it bulky form
of sustenance than a Ration Tube (see
below), a foodpack is a 6 ¢cm cube. When
water is added it hydrates into actyal

foods (although they have been somewhat
‘homogenized’, each retains some natural
fiavar). The foodpack is guaranteed
against spoilage for ten years.

Gillpack: (*) For extended underwater
activities, the gillpack is a 2 cm diamater
cylinder 12 cm long, with a mouthpiece
mounted halfway along the tube. The pack
essentially allows the user to breathe air
suspended in water, minimizing the
problems of compression. The duration is
the life of the power cell (about 100 hours
in this case).

Micro-oven: (1) A miniature ( 30 x 30 x
20cm) microwave oven, suitable for field
use

Ration Tube: A disposable plastic con-
tainer (about a 6 cm cylinder 3 cm in
diameter) holding a semi-liquid, highly
concentrated food. Though lacking in
variety and flavor (it normally has a non-
offensive, if bland, taste} it is extremely
nutritious and filling, and equals a full
meal. A man could survive indefinitely on
two a day. These rations are not subject
to spailage and are not damaged by -
extreme heat or cold. S
instameals: More sophisticated than . -
Foodpacks, instameals are complete =7
dinners with built-in warmer units, serving
plate and utensils. Pull the tab on top and

the dinner is hot and ready in one minute, -

Generally considered quite delicious, but -
rather bulky for survival rations. =~ = -
Water Accumulator: (*) A5 cm cylinder -
which can be mounted on the mouth of a
2 liter plastic bag. When activated, it
condenses water vapor from the sur- -
rounding air and filis the self-sealing bag.
Time to fill varies with atmosphere, though
is usually 1-5 minutes. Power cell is good
for about 500 bagfuls. Unit normally sold
with 5 reusable, tear-resistant bags.

3.73 MISCELLANEOUS “GEAR"
Grav Belt Modulater: (1*/10 kg mass)
Also known as 2 Weight Moduiator, this
smallish dé¥ict’is actualty a mini antigrav
unit. Designed to be worn on a person's
belt, the modulator may b effec-
tively negate some {or possibly all) of the
wearer's curre %%gqé(up to the
maximum level Blitehased). Note that the
higher this maximum setting is, the more
expensive the modulator is, and the more
energy cells are required to power the
device. Remember that the wearer's
effective weight will still be averaged with
his or her normal mass for purposes of
determining encumbrance.
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4.0 MASTER EQUIPMENT TABLE

PersonaL ITeMs '
Calculator Unit (*) 1

10

Chronometer (*) _ .02 1-50

Computer Map (*) 6 60

Distance Lenses (") 4 20

Earphone Communicator (°) .02 25

Eimonit Card (") 02 5

Glowglobe (*) 25 1

“Ident Disk (repiacemnent} .02 200

Infra-red Goggles A5 20
Infra-red Lenses -~ 150
Light Filter Lenses — &0
Lightrod (*) 2 3
Magnetic Compass 1 1
Makeover Kit (2*) 1 45
Microcomputer (1-4*) i 40

Molecutronic Scrambier {1°/Mk) 5/Mk200/Mk
Personal EW Generator (1) 1.5 2500

Pocket Communicaior (*) .25 30

Poison Detector () 1
Psien Damping Gear (4%} A
Scanners

Multiscanner (1)
Repair Scanner (1)
Tactical Scanner (*} 1
Security Scanner (2* or 1) .5-
Signai Beacon ()
Liitra Goggles
Uttra L enses

Name Mass Cost Name Mass Cos! Name Mass Cost
ProJecniLe WEAPONS Enency WEAPONS st
Conventional Pistol Lasers unner .
5mm Pistol 36 50 | iniLaser () -2 120 g‘i"“ f,‘.”{"}e’,( ) -2 12
10mm Pisto) - 5-8 . 80 | LaserPistol (*) 3-5 250 | hunEIslo ) 35 260
12mm Pistol 61 100 { Assault Laser (1) - 2535 500 | £san .me‘#;‘e’ (t) 3‘; ggg
Gonventional Machine Plstnls Laser Ritle (f); 3045 750 Heavy Stunner (3} 4578 1100
Smm Light Machine Pistol ~ 25-3.0 350 | Heavylaser () 4060 1000 0i e
10mm Medium Machine Pistol 3.0-3.5 600 | Blaster . Mliftriu[gi?rr:ptur ) -3 300 ‘
| Conventional Rifles Mini Blaster {) 12225 - 1381 Disruptor Pistol (*) 36 700
Smim Light Rifle 3040 250 | Blast Pistol (") 373 3001 assauit Disruptar (1) 3550 1200 | ¢
10mm Medium Rifle 35-45 400 | Assault Blaster (1) 27540 530 | 1 ntor Rifle (1) 2065 1500 |3
12mm Heavy Rifle 40-50 500 g“*s‘ Réf"e iﬂ 4 2573 1333 Heavy Disruptor () 5075 2000 ;
Conventional Assault Rifles cavy Blaster (1) e Struptorguns 4
5mm Light Assault Rife 3540 350 | Flames . Mini Struptor (*) -3 s00l2
10mm Medium Assault Rifle  3.75-45 500 | M Flg[\;terl (") 421-‘3 ; gg Struptar Pistol (°) 36 1000
Conventional Machine Guns -A:sr:zlt ;:!3?113?){1) 3.5 . 400 | Assault Struptor (1) 3.5-5.0 2000
10mm Medium Machine Gun 8-12 1200 Heavy Flamer () 57 gpg | Heavy Struptor (3} 50-65 3500 | %
12mm Heavy Machine Gun 9-15 1500 . Plasmatic Repeators -
Conventional Shotguns o E:my?fl“ Weapons Plasma Repeator Rifle (§) 10-12 4500 { ¥
15mm & Sawed-off Shotgun 34 250 ree Knife (1) 3 500 | peavy Plasma Repeator (§) 1518 6000 | B
15mm Autoshotgui -~ © -~ 35-5.0 700 | PowerSword (1) . 7. 3000 . -
20mm & Sawed-off Shotgun - 4-45 - _ : -1
20mm Autoshotgun - 4555 900 [ PROJECTILE AMMUNTON - : g
Needieguns . S {Cost is per round unless indicated olherw:se Mass will vary, but the GM can use the values 18
Needle Pistol - . . -~ 5-75 4pp | Defow forarough estimate for the Mass of 5 rounds unless indicated otherwise.): . 8§
Needle Carbine = . <r. 1.5-3.0 1000 } General Purpose Round - -~ ... 0% Taser Ammo S .
NBEC"E Riﬂe ’ h S 2.5‘4.0 . 1600 Smm -" PEE T . 1 e 05 Plst()' {Caﬁndge} _-':-'_“-' PRI _2 ) E 3 :
Tangleguns ;. - <o . )0 i - - 10mm o ~ 2 -.08 | ' Carbine (magazine, Sshols]' 10 15 j
Tangle Pistal - - 75125 700 12mm 3 .1 | " Rifle {magazine, 5 shots) - 107 15[¥
Tﬂng]e Carbine - 2-4 1300 Armor PIBI'ClﬂQ Round - Ammaunition Madifiers T O : ;
Tangie Rifle 3-5.5 1800 ?g‘m ;_ 06 Tungsten Core Round (x1.5)  {x3} }
Taserguns 12$m 3 1'; Depleted Uranium Core Rounds  (x3}) (x4} %
Taser Pistol 75-1.25 600 High Explosive Round : - Super-Tefton Coated Rounds  (x1} {xi.5) [ #
Taser Carbine 235 1200 | "IN . o | lrulon Coated Rouads x1)  (a) [l
Taser Rifle 3-5 1800 10mm 2 11 Tranquilizer Rounds (x0.8)  {x3) I
Rocketguns : 12 ' ' Poisoned Rounds (xt) (x4 j
mm 3 13 - i
Rocket Pistol 1-15 400 | High Explosive Armor Piercing Round Grenades and Portable Missiles ’
Rocket Carbing 2-35 900 Smm 1 1 1 General Purpose Grenades  .tk/Mk T0/Mk §
Rocket Rifle 3.5-6 1500 10mm % 15 | Concussion Grenades JkMk 10/Mk
Magnetic Linear Accelerators 12mm - 3 2 | Shrapael Grenades Tk 10K 51
MLA {Linex) Pistol (1) 1-1.75 800 | Standard Neediegun® Bursts' Piasma Grenades kM 30/MK
MLA (Linex) Rifie (£} 356 2000 { Pistol (magazing of 2 bursts) 1 5 { Smoke Grenades oM MK |3
: - Carbine (magazine of 4 bursts) .2 1.5 | Anti-laser Aerosol Grenades .1k/Mk 16/Mk §
Grenade Launchers Rifle (magazine of 6 bursts] '3 25 | Standard Unguided Missile  2kMk 10/Mk |
Grenade Rifle 355 1000 § o stgun 1 Standard Guided Missile ~ .2k/Mk 20/MKk
Rocket Propelled Grenade Launchers 15mm 2 05 | Grenade/Missile Modifiers -
RPG Launcher 36 1200 | 20mm 2 .1 | Point Defense GrenadesMissites (x1}  (x5) | ¢
Partable Missile Launchers Tangler Cartridge Standard Grenades/Missies x1} () 1&F:
PML 465 1400 Pistol 5 3 | Enhanced Grenades/Missiles  (x1)  (x3} |El;
PML Quad 5-8 1800 Carbine 5 6 . l
PML Autofeed 6-11 2400 Rifle 5 9 J B
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[ Name Mass Cost Name Mass Cost Name Mass Cost
rFI-ELD MEeoicaL EquieMENT Data STORAGE aND ReTRiEVAL Toous
Medical Scanner (1) 2 850 } Audio Discs 08 2 1 Laser Cutter/Welder (1) 5 150
Diagnostic Computer (27) 2 1200 { Holocamera (%) 5 50 | Heavy Cutter/Welder (1) 1 250
Dermal Closer (*) .5 200 | Hologlass 1 15 | Standard Tools i 100
Tissue Knitter {*) 5 350 | Holoviewer (*) 1 30 | Molec Boards (10) 5 300
Regenergun (3*) 8 460 § Memaory Disk Viewer (*) 1 70 | Infra-plate {*) A 200
Arterial Sealer {*) S5 400 | Memory Disks 05 20 | Molec Bozrd Etcher (1) T 500
Laseknife {*} 4 250 § Memory Recorder (*) 1.5 120 | Memory Switch Panel 3 400
Preservation Uni {1) 3 500 | Recorder {audio) ("} 2 40 1 Smalt Tool Kit 3  BOO
Instasplint 1 20 | Viewer With Enhance (*) 1.5 150 | Master Tool Kit 7 3000
instacast 2 30 M
Skeletal Field Knitter {37) ; 330 CLOTHING ' SurvivaL EQuipMENT
- | Medtab Applicator (*) . 0 General Clothin .
" . g Examples Shelter
Auto Tab Applicator (2°) 3 200 Dress Clothing varies 100 | Collapsible Shehter 15 150
Dress Footwear varles 20 | Life Support System (4*) 1 50
*| Tass Leisure Glothing varies 50 | Portable Bed {") 2 6
- { Medicinal Tabs Leisure Activewear varies 10 | Pressure Tent(*) g8 90
- ¥ {costis per clip of 10 tabs, mass is . 1kg for Uniform varies 80 § Tent 3 20
- | 500 tabs) Dress Uniform varies 120
¢ | eriene — 150 | Light Jacket varies 10 | aotenance s g
. { Amboatherphin — 230 [ Thermal Jacket varies 30 1 Atmospheric Compressor (2°) 9 10
| Anacept — 300 | Thermal Suit varies 50 | Coolpack () 2 5
+ | Andeline — 100 | specific Imperial Milieu Clothing . | Filter Mask (*) 2 5
% | Andrex — S50 1 Karolinian Seal Thigh-boots 4 15k | Filtered Compressor (2*) 3 15
3 | Antirad | through V — 1KMK 1 yashmere Dress Toga 1 800 | Foodpack 08 5
¥ | Aretenex — 15 [ shimmersheer Gown 2 4,000 { Gillpack (*) 5 50
| Decilage — 600 1 siatic Cloak 5 500 | Micro-oven (1) 5 30
Doseline_ = 30 | Trueleather Pants 15 1,500 | Ration Tube 05 2
| Fir-Queline — 100 ¥ {jrkusk Mink Coat 6 20k | instameals : 5 1
"Hemoflux — 120 | veiaise Bodysuit _ 2 60 { Water Accumulator (* ) 5 5
Hydravol — 0 s e—
nterferon IV —  100. Miscellaneous Gear - ;- .
| sirolene © - _ o { ArmoRr Axnp SuELDS Grav Belt Modulator (1 'HOkg) -1 - 50
Kortelne - — 250 | Ammor _ o GravBelt () .- .- -4 2 3,500
Luryadrenaline - - .= 100 | Environmental Suit 6 750 | Grav-pack (%) ) - : 1...20
Perservering compound — 2120 | LBAFak Vest 1 80 | Gravehute(2) - . RTE
Quedelia Phi . . — g0 | LBAExtended Flak Vest 15 . 100 | Heat Dissipation Gear (*) 2 nTs
Rebellls . — 650 | LBA Reinforced Flak Vest -. 2. 150 | Reflective Goveralls - © 2470
| Regenex 111 . — 250 | LBAReinforced Flak Armor .4 200
'\ Stirene — 25 | ABSPliable Breastplate . . 5 1,000 | Power CeLLs R
| Tolegrine — 1000 | ABS Piiable Brstpit &Greaves 6 1300 | copgs -
| Thiagorex 1l B — 10 | ABS Pliable Half Plate ™ -7 1,500 1 ytility Cetl o0 5
1 Torethene - 150 | ABS Pliabie Full Plate - - 8 1,700 | weapon Cell : i JE
| Triadrenaline — 200 | ABS Mesh Shirt 8 15001 Flamer Celt 05 5
Tyreline - — 500 | ABS Mesh Shirt & Greaves 7 1,800 Cartridges + -
1 Verex Compound — 100 | ABSFuil Mesh 8 2,000 inricy
Vi ABS Batti Utility Cartridge 2 30
{ Virtene — 50 attle Mesh 102200 |\ non Cartrid 5
- | Yuthix . —- 2000 | AEX Exoskeieton Breastplate 7 3p00 | Yveapon Laflridge 3 0
Unmositored/Recreational Tabs | AEX Exoskeleton Bt 8 Gres | B 3200 | Dt Baridge s
| Gortaline —. 2pop | AEXHalfExoskeleton 14 3,500 | Packs}
Mertinel T % | AEXFub Armored Exoskefeton 18 4,000 | Utility Pack 4 100
. _ Shields ° " Weapon Pack 4 200
- | Myrine 50 is i Flamer Pack 6 &0
‘| Siradrel - 200 | Velocity (chestpack, §) 6.5 2,000
| Urlene - .— 300 | Defiector (chestpack, 1) 6.5 2,000 | Microfusion Reactors §
e——————— ADsOTPtioN (chestpack, 4) 6.5 2,000 | Utility Reactor 5 1000
Barrier (chestpack, 2%) 8.5 15k | Weapon Reactor 2 1,200
| Inrmmanr Euiewent Velocity (belt, 1) 1.5 8,000 *
Scanner Bed 400 20k { pefiector (belt, 1) 1.5 8000 . _
| Surgical Dermal Closer 8 1,200 | ansorption (belt, 1) 1.6 8,000
)] Surgical Tissue Knitter 9 1,800 ; Y g
: . Barrier (belt, 21) 20 60k }
it Surgical Regenergun 1.1 2,200 !
{ Surgical Arterial Sealer .8 2000 | Other Protections -
| Laser Scatpel 7 15600 Antipsi ﬂelmet(xi } 1.5 5k/Mk
Medical Function Bed - 700 200k | Riot Shield (t) 35 2000
Medstasis Bed 450 925k Sentinel Helmet (1) 2.0 400 o “
Prosthetics varies varies : " BLAST PISTOL
- P3/Devcomm
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Brav belt: (§) Not so much a vehicle as a
personal device, the grav belt is a2 smail
gravitic generator strapped to the back
with a wide beit, From the generator,
control appendages extend forward to a
position convenient for the wearer. The
belt is capabie of full lift and maneuvera-
bility.

Grav-pack: {") A large backpack capable
of neutralizing the weight of anything
placed in i, up to 50 kg or .5 cumet. Care
must be used, however, as the inertial
mass of the pack, of course, is the same.
Maneuvers are at -5/10 kg,

Gravchute: (2%) A very simple version of
the gravbelt, it is a harness which can be
donned quickly (in an emergency) and will
allow the wearer {o float safely to the
ground in ar environment of up to 3 G's
and from an altitude of up 1020 km —or
any combination. The belt is only good for
one use, regardless of the distance of the
fall.. Most modern air and spacecraft stock
them.,

Heat Dissipation Gear: {*) Survival
equipment for desert and jungle biomes,
Heat Dissipation Gear is worn at strategic
locations alt over the body. It aliows the
wearer to ignore the exhaustion modifier
for hot environments by quickly dispersing
body heat into the surrounding atmos-
phere, thus keeping the body’s tempera-
ture down. Heat Dissipation Gear may not
be worn over or under any sort of body
armar or encumbering clothing.

Reflective Coveralls: An anti-L ASER
defensive compiement which may be worn
in combination with any other personal
armor type. A target wearing Reflective
Coveralls has 10 added to his or her
defensive bonus versus LASER attacks
only.

3.8 IR
POWER CELLS

Almost every item of personal equip-
ment in Space Master (except for most
projectite weapons, of course) requires a
power supply to keep it functicning
properly {or functioning at al! for that
matter}. There are basically four general
categories of personal equipment power
supplies, the cell, the cartridge, the pack
and the microfusion reactor. Each is
physically larger and more powerfis! than
the one that preceeds it in the listing. Each
category then has several representative
types. For instance, there are utility
cartridges, weapon cartridges, and flamer
cartridges. What follows is a breakdown of
the various personal equipment power
supplies.

CeLLs

A piece of equipment which requires
the use of an power celt is marked with a
{*).  muitiple cells are needed, the
notation (2*} or (3*) will appsar, meaning
that two or three celis are used to power
the equipment, Cells are generally small
discs of negligable weight, The various
power cells include:

1} Utility Cell: Used to power a wide
variety of iow power consumption
gquipment, and some Minf Energy
Weapons.

2) Weapon Celi: Used to power small
Lasers, Blasters, Stunners, and Disrup-
tors.

3} Flamer Cell; Used to power smail
Flamers. These cells are significantly
larger than the other power celfs,

CARTRIDGES

A piece ot equipment which requires
the use of a power sartridge is marked
with a2 {1). f multiple cartridges are
needed, the notation (21} or (31) will
appear, meaning that two or three
cartridges are used to power the equip-
ment. Cartridges are generally short
cylinders or blocks which slide into
recepticles in the eguipment. They have
moderate waight. The various power
cartridges include:

1) Utitity Cartridge: Lised to power some
larger pigces of equipment, including
Linex Weapons.

2) Weapon Cariridge; Used to power
Assault Energy Weapons and Engrgy
Rifles like Lasers, Blasters, Stunners,
and Disruptors.

3) Flamer Cartridge: Used to power
medium sized Flamers. Flamer car-
tridges are, by necessity, rather large, as
they contain the Flamer's volatile
cherical mix.

Te28

Packs

A piece of equipment which requires
the use of & power pack is marked with a
{$). Packs vary significantly in size and
weight, with the determining factor being
the sophistication of the producers, and
their level of technotogy. They may be
smail enough to be attached to the piece
of equipment they power, More often. it is
the case that power packs are chest or
back-siung, with a power cable running
from the power supply to the equipment,
The various power packs include:
1} Utility Pack: Used to power large pieces

of field equipment.
2} Weapon Pack: Used to power Heavy

Lasers, Blasters, Stunners, and Disrup-

tors.

3) Flamer Pack: Used to power Heavy
Fiamers. These power packs are
exceptionally encumbering, and are
typicaily back-stung when transported
by a man.

Microrusion REACTORS

A piece of equipment which reguires
the use of a microfusion reactor is marked
with a (§). Microtusion reactors are quite
small, considering their power gutput.
They are about the same size as a smal!
power pack, but scmewhat heavier. When
an equipment failure roll resultsina
“power source depleted” result, any given
micrafusion reactor does not suddeniy
become an expensive piece of scrap metat,
(that only happens on a subsequent D10
rolt of 1). On the contrary, all that is
reguired is a refueling of the reactor,
which can be accomplished by simply
adding more water to the unit. There are
two types of Microfusion Reactors:

1) Utifity Reactor: This durable field unit is
capabie of powering a wide variety of
haavy gear. Given the proper adaptor, a
Utility Reacter could conceivably power
any piece of equipment short of a
Flamer Weapon.

2} Weapon Reactor: The Weapon Reactor
is the only device capable of powering &
Piasmatic Repeator. Given the proper
adaptor, 2 Weapon Reactor coutd
conceivably power any energy weapon
except a Flamer.

Summary oF CoDiNG:
Energy Celt: (™)
Cartridge: (1)
Pack: (1)
Microfusion Reactor:  {§)

..........._.............._..................................

oSl T i 2 = T T M -+l o e T

bR -1\ 1 W1 .o ¢ o |




L 1
L

®:

- irrelevant ‘'mentai chatter’. And vocal commands are not precise because of the inev-
~ itable inaccuracies of any sentient-based language. The idea of a computer language to

* tages. The alternative of a ship virtually under the command of a computer was also
- dismissed {except for unmanned ships, of course) because of man’s contmumg resis-
+ tance to the idea of being ‘controlied’ by a computer.

*_ Thus, even in Space Masler, the weak link in any such sentient-computer interface is

n-actmn and the delivery of the action command o the machine.

Eet ‘In Space Master, though, the computer has been able to take ovef very complex
{, tasks (such as cantinuous evasive maneuvres in a starship battle, even when coordi-
L 34 4 natmg guaner fire) the details of which _heed not concern the sentients in charge.

® ?—f
@ 5 Spaca Master would be absurd. ' Instead, below are detailed typtcal programs .

.,51_

- DESCRIPTIONS
®

50
THE ROLE OF COMPUTERS |

“t wouldn't do that if | were you, Dave.”

"Discovery” Computer
Pretmp 9694
Orbiting Jupliter

it would no doubt be an understatement 1o say that computers play an important part

" in the universe of Space Masiter. indeed, they are everywhere, expediting every facet of
life in the far future. They are miniaturized to near-microscopic size in many cases, and

{ can perform functions of amazing complexity at speeds truly approaching instantaneous.

. State of the art computer circuitry memory storage is done on a molecular (evel,

: memory units are organic and, in a way, alive. This altows far more dense storage and
faster relays. Many farger units are voice-controiled, able to interpret and respond to
verbal commands — though of course only in languages for which the computer has
been programmed. For accuracy and efficiency, however, computers on board most
starships and other complex vehticles are still manually controled to a great extent. This
is not a reftection of the maching’s limitations, but rather of the being who must give it

‘instructions. Direct mental finks from the human brain to computers have been tried,
but proved ineffective and even dangerous, the human mind is simply not disciplined
enough to give coherent commands which are not accompanied by a flurry of aberrant

be used by sentients was proposed, but the effort of learning it eutweighed the advan-

just that: the delay which occurs between the sentient visualizing and deciding on the

“Dhviously, to attempt to cover the entire range of software availabls in the universe of

programs, such as Evade and Predict, -
consume very little Memory volume, but,
depending on how demanding or sophisti-
cated, 2 lot of Processing capacity. The
volume and capacity for a specific
standard computer are determined by its
Mark (Mk.) number: the processing
volume capacity is exactly equal-{o the
Mk.#, while the memory volume is 2 x the
Mk. £. Availzble programns always use
memory volume but only use processing

PROGRAMS AND .

- Below are brief descriptions of the
various computer programs available in
the most advanced areas of the Space
xMaster universe. All programs may not be
. available everywhere, or, if avaﬂable they
may only be ‘partial’.

Remember when purchasing programs

theretore, Reserve Storage is useful for
Archive and Research data, but probably
not for regular combat program storage,
since it would require 0o much time to
“call up” the necessary programs from
Reserve Storage.
Example: Teruk has an Mk. 50 computer.
Its processing capacity is 50, and its
memory is 100 units. It has a Reserve
Storage volume of 500 units.

The reference to memory units refers to
a discreet unit of data. As many as
desired {or one can afford, or one can
pack into their computer) may be pur-
chased. However, there is a declining rate
of return, based on the idea that the mass
of information reduces the efficiency of the
processor. it also reflects the idea that
after a point the additionat data in memory
is more peripheral, and increasingly less
relevant to the topic.

For those programs which have a cost
per memory unit pick, the initial purchase
provides 2 +5 bonus to the appropriate
research/technical activity/maneuver
(counting as the initial investment as wel!
as the first 'rating pick’). Each additional
pick adds another +5 to the appropriate
bonus, up to a total of +50. The eleventh
through twentieth picks, though they cost
the same, only supply a +2 bonus per pick.
Any additional picks beyond twenty add +1
per rating pick. ’
it is assumed that sach pick fills one
computer unit, regardiess of the bonus.
See individual programs for whether the
volume is consumed in Memory or both
Processing and Memory (if it takes up a
unit of processing space, it must take up
at least the same amount of spacein .
memary for sterage while not in use). .-

"PROGRAM DESCRIPTIONS. -
General Reference: An encyclopedic database,
referenced by subject with multiple cross-
references. Includes very basic information on

literature, ete.

Xeno Gen. Ref: The complement to the General
reference database above, this file covers ail

. Terran colonies as well as any general data on

Terran general history, the sciences, thearts,

that each has twg impontant volume
‘factars, in addition to the cost; Processing
Capacity and Memory Volume. This

.reflects the concept that certain programs,

@ Such as Archive Reference and the - -

Research programs, consume a vast
amount of Memory volume because of the
sheer mass of data. However, their data
retrieval system is relatively simple, and
requires only a smali amount of Process-
ing capacity. Complex, demanding

capacity when being used. In addition,
standard computers have what is called
Reserve Storage. 1tis not as easily
accessible as Memory, but has a much
{arger capacity — ten times the Mark
number in storage volume. However, this
memory starage is not as easily acces-
sible; it requires one round per memory
unit to transfer the program from Reserve

Storage to memory, where it can be easily

accessed and used. In this capacity,

other races entountered by Civilization. By
riecessity, this file is even more general than
the above, having to cover a wider field.
Archive Reference: This file covers the same
areas as the General Reference program, but in
much greater depth, especially in the non-
science fislds. The detail and referencing is
exhaustive; however, it dogs not approach -
some of the planetary Archive databases,
consuming as much as 10,000 Storage units,
they might truly hoid what could be called the
“sum of human knowledge".
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ResearcH REFERENCE
Physics: Each memory unit pick adds a bonus
to all research done on this topic. Note that
this total is cumulative with a [ab bonus,
but cannot exceed the lab bonus,
Chemistry: As Physics, above.
Blology: As Physics, above.
Planetology: As Physics, above.
Astronomy: As Physics, above,
Cultures: Each memory unit pick adds a bonus
to ali anthropodogical and cultural research.
Medicine: As Physics, above.
Mechanical Engineering: As Physics, above.
Genelics: As Physics, above,
Computers: As Physics, above.
Weapons Design: As Physics, above.
Power Systems Theory: As Physics, above.
Cybernetics: As Physics, above.

TecHNICAL REFERENCE
Mechanical: Each memory uhit pick adds a
bonus to all repairs and construction related 1o
this fopic. Use appropriate table.

Weapans: As Mechanical, above.

Electronics: Includes ali electrical systems. As
Mechanical. above.

Commusicatlons; As Mechanical, above.
Gomputers: As Mechanical, above.

Power Systems: As Mechanical, above.
Stardrive: As Mechanical, above.

Crime Systems: As Mechanical, above.

Medicai Systems: As Mechanical, above. -

Cybernetics: As Mechanical, above,

Genetics: As Mechanical, above.

Basic Systems Monitoring: Automatic ship's
iog and minor systems control (lighting, paral
control, etc.)

Recreation: Games, movies, etc,

Life Support: Maintains environment,

Galley: Food synthesis.

Xeno Galley: Food synthesis for exotic tastes /
other races.

Astrogation Relerence:

Star Chart: A complete map of the known
galaxy is avaiiable, though the total volume
would be prohibitive. Astrogation is made
“Easy” if within an area on file. See cost chart
for price per memory unit.

Preset Course: Astrogation for such a course is
"Routing”,

Astrogation Plotting:

Hyperspace Course: Computes Hyperspace
Course. Without program, computation is
"Absurd”. (However, every day spent by a
trained individual with proper references lowers
the degree of difficulty by 1.)

N-Space Course: Computes N-Space Course.
Without program, computation is "Absurd”.
(However, every day spent by a trained
individual with proper references lowers the
degree of difficulty by 1.)

QTR

ASSAULT STUNNER
Struin Field Systems

PiLoT INTERFACE
Hyper Jump: Contrals Antimatter fiow to
Translight Engines.
Autopilot: Can rmaintain a course, or carry out
Preset N-space course
Evade: Each processor unit pick adds a bonus
to ship DB due to computer controlled evasive
maneuvering. {1 unit processing and one unit
memory per pick)
Tactics: Each processor unit pick adds a bonus
to ship initiative. {1 unit processing and one
unit memory per pick}
Power Distribution: Controls and maonitors
distribution of power to all ship systems.
Damage Contrel: Malfunclion alert and flame
detection/cantrol. Seals doors to contain
decompression unless overridden.
Securlty: Monitors and can restrict movement

of specific beings within installation. Requires -

.1 memory unit per being.

Cybernetic Monitor: Controls robotic assign-
ments. Requires .5 memory unit per special
system.

Communications: Allows Com Tech bonus on
Transmission / Reception, intluding both
Tachyon Beam and Microwave signals. Each
processing pick adds a boaus, and 5 Light-
years of Tachyon Beam range,

EW Distribution: One pick for every 10 points
of EW (actual EW equipment purchased
separately) is necessary for manual controi of
EW/Stealth screens. Each Processing pick atso
adds a bonus for ali EW activity (no matter how
many operators). (1 unit processing and one
unit memory per pick}

Target Lock-on; Allows shipboard Heavy
Energy Projectors to be committed on any
target in Sensor range (see ship construction
for ship sensor ranges). Energy attacks
without this program are at -30 (in addition to
any ather factors).

Central Gun Control: Afigws any number of
ship's guns to be fired from central controt with
controller's gunner bonus {-10 to bonus for
gvery gun over one controlled).

Gunner interface: Allows inclusion of individua!
gunner's fire bonus for Heavy Energy Projec-
tors.

Predict: Each pick adds a computer hanus for
Heavy Energy weapons fire. (1 unit processing
and one unit memory per pick)

Missile Targeting: Each pick adds a computer
honus for missile targeting. (1 unit processing
and one unit memory per pick)

Defense (screens): Arranges and maintains
shields. Processor and memory required is 1
per 10,000 tons (1 unit minimum}.

Star System Analysis: Reference data; each
pick adds a bonus to sensor analysis, and fills
one memory cell — in additicn to the base
volume of 3.

Planetary Analysis; Reference data; each pick
adds a bonus te sensor analysis of planetary
and stellar bodies, and fills onre memory cell —
in addition to the base volume of 3.

Bio Analysis: Reference data; each pick adds a
bonus to sensor analysis of life forms, and fills
one memory cell — in addition 1o the base
volume of 3. Range for such analysis is no
more that a high orbit abeve scanned planet.
Construct Analysis: Reference data; each pick
adds a bonus to sensor analysis of artificial
constructs and energy sources, such as other
spacecraft, ground-based instaltations, etc.,
and fills one memory cell — in addition ta the
base volume of 3.

Medical Diagnosis: Reference data; each pick
adds a bonus ta medical scanner analysis of
patients, and fills one memory cell — in
addition to the base volume of 2,

Medical Procedure: Reference data; each pick
adds a bonus to surgical or medicinaft proce-
dures performed and fills one

memory cell — in addition to the base volume
of2,

Xeno Medicine: Reference data; each pick adds
a bonus to medica! diagnosis of another life-
form {than homo-sapiens or derivativea) and
fills one memory cell — in addition to the base
volume of 2.
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5 2 PROGRAM SIZE AND COST TABLE

General Reference
Xene Gen. Ref
Archive Reference

5, 000 + SOOKMemory data unit pick

... Research Reference. 7 fiigioii - w iRl

T T B

U 000 base + SOOImemory unitpick

- DRI .;{:.-i* 3 AT
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Physics

Chemistry

Biclogy 20 ) " " ) iy

Cultures 20 " " - y "

Medicine 20 " " " " "

Engineering 20 " " " " "
‘Wi Technical Reference o LT e SRR A g el B

Mechanical 1 5 1 000 base + 300/memory umt pick

Armaments 1 5

Electrical 1 5 " g " " "

Communications 1 5 } " " ) "

Computers 1 5 " b " " "

Power 1 5 N ) i ) ”

Stardrive 1 5 . " " . "

Field Science Systems 1 5 " - " " "

Medical Systems 1 5 " " " - "

ev-Basic Sys Monitoring i

Recreation

Xeneo Galley

s m&"ﬁ@ TSR IR

Z¥%ESpecial ~
1 1

| edesssAstrogation Befererice’ 2T RERRR R TSR

Star Chant
_ Preset Course

_ Hyperce Course
N- Space Course

] Hyper Jump

9@ u ';.'f'.-
Cybernettc Monltor
Commumcatlons

_Central Gun Control :

i Missile Targeting
mnefense s; IEE 1& ".L""" (R |~ St

P[anetary Analysrs o

Construct Analys;s
Medical Diagnosis
ez Medical Procedurs;
Xeno Medicine

Star System Analysis . - . o

Autopilot S o
Evade Special 5 000 base + 2 OOOIplck e
Tactics - Special 5,000 base + 1,000/pick ]
Power Distribution -2 5,000
~_Damage Control 2 3 000 -
5 Ropec B ORI 0Tbeing 3 % o f

e ~Spec al 5 000 + 2 OOO!system _ |

1 1 8 000

..... k o CIaI .. ey e ’ ;'r r s 0
2 2

1!gun

(TR e, SO
~Specia
Specral

) 5 000 base + 1 OOOIratmg plck
5,000 base + 1,200/rating ple
maw 0000 tﬁ'“ns- A

3 3 + Special
R 2 oAl S

3 3 + Special

2 2 + Specaal
2 2 + Special 2 000 base + 500fmemory umt plck

Do s o ol o . e b o M . . ., b~ P k. P b A . . TR .. . L o, .- R .




_ - : 5.3 SPECIAL ROBOTICS PROGRAMS TABLE

As an option for those players wishing 1o insert special software programs into their robots so that they can become more specialized,
see the listing below. A robot which is running the appropriate program while executing the given operation is given a bonus egual to
his computer Mk. # when determining the success of that operation. Note that these programs are specially designed for rabets and
are therefore not compatible with any cther computer system. Additionally, each program is available in a number of computer languages,
50 players must be carefut that they are purehasing a program which their robot can understand.

Many of the programs require the rchot to meet certain physicat parameters and/er be of a certain class.

Most of these programs work exactly the same as the character skifls of the same name.

Size .
Program Name Processing/ Cost Notes/Reguirements
Memory  {Eimontis}

General Programs .
Data Acquisition ¢.1/0.1 200 Allows robot to record data into free memory space.

Technic Programs
These programs can only be used for maintenance and equipment modifications.

Mechanical technics  0.5/0.5 1000 Req: manipulate rtg 7.

Weapons technics 0.5/0.5 1000 Req: manipulate rig 7.

Etectronics technics 0.5/0.5 1600 Req: manipulate rtg.7.

Computer technics 0.6/0.6 1400 Req: manipulate g 8.

Power systems technics 0.5/0.5 1200 Req: manipulate rig 7.

Crime technics 0.53/0.5 2000 Req: manipulate rig. 7.

Medical technics 0.5/0.5 1000 Req: manipulate g S.

Cybernetic technics 0.5/0.5 1100 Req: manipulate rig 8.

Combat Programs

Airborne assault 0.4/0.4 1700 Req: maneuvering rtg 7 and senscr rtg 5/

Combat pilot 2/2.5 6000 Req: mech interface with sensor rtg &, perception rig 4, inteltect rtg 5 and
manipulate rig 2. Per craft type.

AFV crewmember 0.3/05 4000 Reg: mech interface or maniputate rtg 8. Per vehicle type and position. -

Missile Artiltery 0.3/0.03 3900 Reg: mach interface or manipulate rig 6. Per weapon type.

Heavy energy projector 0.3/0.3 4000 Req: mach interface or manipulate rig 7.

Astro Programs

Orbitat pitot 0.7 5000 Req: mech interface.

N-space pilot . 0.7/1 5000 Req: mech interface

Hyperspace pilot 2/3 10000 Req; mech interface.

N-space astrogation 2.5/3 7000 Regq: mech interface with intetlect rtg 4.

Etiguette 0,2/0.2 360 A separate protocol progranm is required for each culture. Req: human relations
botwith oratory rig 7 .

Atmospheric pilot 2/2 1750 Each type of craft requires its own program. Req: mech interface, or manipulate
rtg 8 and intelect fig 3.

Marine pilot 11 900 Each type of craft requires its own program. Reg: mech interface, or manipulate
g 7 and intellect rig 2

Driving 11 950 Per vehicle type. Req: mech interface, or manipulate rtg 8 and inteliect rig 7.

Disarm traps 0.4/0.4 1000 Req: multiscanner equipment interface and manipulate rtg 9.

Pick focks 0.4/0.4 950 Req: multiscanner eguipment interface and manipuiate rig 9.

Special Programs

Linguistics n 1000 Per fanguage grouping. Req: oratery rig 3-6 for non-computer languages.

Forgery 1.2/1.2 5000 Req: multiscanner equipment interface and manipulate rig 10.

Counterfeiting 1.2/1.0 5000 Req: multiscanner equipment interface and manipulate rig 10.

First aid 0.2/0.2 100 Per species. Req: medscanner equipment interface, inteflect rtg 2 and manipu-
late ng 8.

P o e 4 e s
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Hyperspace astrogation  3/3.5 11000 Req: mech interface with inteflect rig 6.
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“Gort, Kiattu barados nikto™

“Danger! Danger, Will Robinson!”

46. 1 IR
ROBOTS

A vast range of machines, but defined
here as being an intetligent, self-propelted
machine. Robots {with the exception of
special Combat Bats) are usually no larger
than two meters tall, and possess manipu-
iative fimbs suitable for repair, manual
labor, or mechanical interface, or weapoens
operation. Scme robot designs are
vaguely man-like in form, possessing
ams and legs, but are distinguished from
Androids in that they are clearly machines
{being metal encased, etc.) and not
designed to imitate humans, except as
necessary for their function.

[

Ssrvice Bot: The standard model is short
and squat {1 meter high), with several .
“extendable limbs fitted with mterchange- )

® "able manipulative devices. The Bot's Mk. =

@ 10 computer can be programmed with any
Technic data (see Section 4.3) or it can be
purchased pre-programmad (add program
cost separately). It has a +50 Manipulate

@ bYonus, in addition to the programmed

® Technic skill. Remember that it is at -25
to alt repairs with no applicable skilf in its

® computer. It has normal audionvisual

@ pickup ability, and a Computer Mech

@ Interface, to receive computer data. It can

® be programmed to understand any
language, but ‘speaks’ only BIVOC (the

@ Binary Vocabulary of computers).

@ Mech Intertace Bot: Less than a meter

@ Migh and roughly cylindrical, this robot is

® basically a mobile computer. With an M.
fating of 20 it can run several sophisti-
Qted programs simuitaneously. See

® Service Bot" above for references to
Lomputer inpuf. Available interfaces: Pilot,
Heavy Energy Projectors, Sensors, EW
and Computer. Beyond a few small

@ Manipulative arms and the interface
hookup, this Bot is unadorned. It has

® short range audio/visual pickup, and it can
be programmed to understand any

o tc’lr‘rguage but ‘speaks’ oniy BIVOC {the

@ Binary Vocabulary of computers).

6.11 GENERAL ROBOT TYPES

{ROBOTS AND ANDROIDS

A Visitor to Terra
c. Day the Earth Stood Still

Some Robot
Aboard the Jupiter 2

Cyborg Relations Bot: Probably the most
‘humanoid’ of the robots, this device is
just under 2 meters tali, has legs, arms
and a head, but there the resemblance
ends. The Relations Bot's prime function
is Haison between humans and robots, and
as such most of its Mk, 5 computer is
taken up with fanguage data. It can freely
translate between any language and
BIVOC.

Combat Bot Type I: Three and a hait
meters tall, this fearsome maching mounts
an Mk. 3 laser on each arm. |t has a 500m
Sensor range, as welt as normal audio
pickup and visual normal and infra-red.

Its shields add 50 o its DB; it speaks and
understands only BIVOC — instructions~ -
must be programmed.

Combat Bot Type II: Silghtly more mobile
than Type I, this Botis 2.5 meters tall and
walks like 2 man. Onegrmisan Mk.5 ="
Laser, the other is a mechanica! hand with
+10 manipulate skill. On the shoulder is
mounted an Mk, 5 Heavy Machine Gun. 1t
stores 100 bursts of ammunition. This
Bot has normal audio pickup, and visual -
into infra-red. Its shields add 50 to its DB. "
It can only communicate in BIVOC.

Combat Bot Type HI: Perhaps the most
terrifying of the three Combat Bots, this
one floats on silent gravitics, and +30 = -
stalking skill. it is 3 meters talland -
mounts 2 Mk. 5 Blasters on the shotiders,
and a Plasma Repeater Rifle on one arm.
The other arm has a hand with +20
manipulate capability. It has a 10km
Sensor range, as well as normal audio
pickup and visual normal and infra-red.

Its shields add 60 to its DB (the rest
comes from maneuverability and superior
armor). It also has +40 in intellect and
can speak up to 3 human Ianguages
fiuently.

6.12 SPECIFIC ROBOTY
EXAMPLES

Following is a selection of robots of
varying use and availability in the Empire.

TeCHNICAL ASSISTANGE AND REPAIR Bot
412 Senes

The TAR 412 series is considered by
most o be one of the best repair bots in
the universe. This small {1.6m}, humanoid
bot is extremely independent. The TAR
412 is programmed to diagnose and repair
a piece of equipment without assistance
from a tech. The bot can be purchased
with any one of the following Technicat
Skills {at +70): Mechanical, Weapons,
Power Systems, or Cybernetics Technics.
The TAR 412 is in no way practical for use
during combat situations. However, it is
completely capabie of functioning inde-
pendently from starship power sources
and personne! in a number of different
“hostile” {Xeno-)Jenvironments for short
periods of time {30 hours).

ROBOT NAME: TAR 412

TYPE: Service

WEIGHT(KG): 272.2

COMPUTER Mk.#: 8.1

PROGRAM: Sensor Analysis (Mk .3}

PROGRAM: Perception {Mk .8)

PROGRAM: intellect {Mk 2)

PROGRAM: Manipulate: {Mk 2} :

PROGRAM: Technical Practice (Mk
2) sea below .

PROGRAM: Xeno-éni:rbnments (Mk
1.1
.| POWER SOURCE Battenes 30 hour

charge

MOTIVE FORM: Walk; 20m per md .

MANEUVERING: +20 . .
ARMOR: AT 15 . . _
HITS: 20 . .
SHIELD: None

OB TOTAL: N/A

DB TOTAL: 0

DATA OUTPUT: SOcm diag. scresn - .

AUDICNVISUAL EQPT.: Holocamera
9m range

WEAPONRY: None

SENSCR/RANGE: Mu!ttsens/gm +15

EW/STEALTH: None

INTERFACE W/: Starship Technical

Reterence computers; +60
Multiscanner; +20
LANGUAGE: BIVOC
OTHER FUNCTONS:
#1- Xeno-environments; +50
#2- Perception; +40
#3- Inteflect: +70
#4- Maniputate: +70
#5- Technics: +70
TOTAL COST: 451,310 Elmonits
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ADVANCE RECONNAISSANGE AND ComBAT

{ARC) Scout

The ARG Scout is specially designed to
be both an information gathering device

and a deadly offensive weapon. It is armed
with a Mk. 1 Grenade Launcher and has the

storage capacity of up to 20 standard size

explosives (any type). The ARC Scout also

sports a Mk. 111 blaster for close combat
and as an anti-personnel weapon. i is
equipped with a video-relay camera (iens
has infra-red and Jight filter capabiiities)
which produces an image on a 16cm
remote monitor screen up to 300km away.
Also, sensor readings are constantly
relayed to a portable computer (included
in price) for use in the field. The ARC
scout can be programmed and manipu-
lated using this terminal by z skilled
Gomputer Tech.

The ARG Scout is very fast and highfy
maneuverable. From the side the ARC
Scout appears as a dark, horizontal,
streamiined cylinder approximately-2m
long and .5m wide. The video-relay
camera is mounted just under the nose of
the ARC and has a 360 degree view radius.
The blaster and grenade tauncher are
concealed inside the bot until activated,
when they are revealed from behind two
receding panels. The blaster lowers from
the base of the bot and has a 360 degree
fire radius. The grenade launcher rises
from the top of the bot and can be aimed
by the Targeting program and/or the
Computer Tech.

ROBOT NAME: ARC Scout
TYPE: Combat
WEIGHT(KG): 439.5
COMPUTER Mk.#:6.5
PROGRAM: Electronic Warfare (Mk1)
PROGRAM: Sensor Analysis (Mk 1)
PROGRAM: Evade (Mk 1) +10 to DB
PROGRAM: Targeting +10 to
Grenade Launcher OB (MK 1)
PROGRAM: Energy Weapon (Mk 1)
PROGRAM: Stalk/Hide (Mk .5)
PROGRAM: Perception {Mk .5)
PROGRAM: Intellect (Mk .5)
POWER SOURCE: Internal Fusicn
Reactor; 30 days w/out refueling
MOTIVE FORM: Med. Gravitic;
200 kph
MANEUVERING: +40
ARMOR: Aligned Crystaliine Steel::
AT 20 (-50)
HITS: 300
SHIELD: +40
OB TOTAL: +60 Grenade Launcher
+50 Blaster

DB TOTAL: +150 (+10 Evade, +40
Shieid, +50 Stealth, +50 Armar}

DATA QUTPUT: 16cm Diagonal
screen

camera; 30m range
WEAPONRY: 1 Mk_ | Grenade

Launcher +50 bonus

1 Mi.Ill Blaster +50 bonus

+10 Targeting program
SENSOR/RANGE: Muttisensor

(reads life forms, power source,

construct)/30m; +50
EW/STEALTH: Jamming capability

1km/+50 DB

+50
LANGUAGE: BIVOC
OTHER FUNCTIONS:
#1- Stalk/Hide: +25
#2- Perception: +25
#3- Intellect: +25
TOTAL COST (CUSTOM BUILT):
874,500 Elmonits

AUDIONVISUAL EQPT.: Holographic

INTERFACE W/: Portable computer;

T34

DipLomanic/PusLic Retations Bor

ics for use as advertising tools in large
corporations, the DPR Bot is highly skilled
irn Dipiomacy, Oration, Etiquette, and
Acting. These Bots were sent all acrosg
the universe as product promaters or
fiashy traveling salesmen. The excitement
over this advertising gimmick was,
however, shart-lived. Maircon Cybernet-
ics, in oroer to avoid bankruptcy, began tg
unload any and all of their remaining stock
of DPR Bots (accepting any reasonable
offer) on anyone who would take them.
Most of the OPR Bots are able to interface
with a starship’s communicaticns console
and are often requested to use their
diplomatic prawess to avoid serious
conflicts with possible enemies or, in
some cases, the law.

The DPR Bot is humanoid ir form and of
average size. It is able to speak and
understand up ta 3 languages (Imperiai
Standard pius two others depending on
pragramming). |n addition, the DPR Bot
understands the mannerisms and quirks
{etiquette) of the cultures associated with
the languages they speak.

ROBOT NAME: DPR

TYPE: Human Relations

WEIGHT(KG): 196

COMPUTER Mk.#: 11.1

PROGRAM: Sensor Analysis {Mk 1}

1 PROGRAM: Perception (Mk 1}

PROGRAM: Oration (Mk 1)

PROGRAM: Intellect (Mk 1.5)

PROGRAM: Etiquette (Mk .6)

PROGRAM: Linguistics (Mk 3}

PROGRAM: Diplomacy (Mk 2}

PROGRAM: Acting (Mk 1)

POWER SOURCE: Batteries,

40 hour charge

MOTIVE FORM: Walk; 20m per rnd

MANEUVERING: +50

ARMOR: AT 20

HITS: 150

SHIELD: None

OB TOTAL: None

DB TOTAL: 0

DATA QUTPUT: 6¢cm diagonal screen

AUDIO/VISUAL EQPT.: Holographic
camera; 15m range '

WEAPQNRY: None

SENSQOR/RANGE: Muttisensor/15m;

+25

EW/STEALTH: Nane

INTERFACE W/: Starship Communi-

cations consaoles: +70

LANGUAGE: BIVOC

imperial Standard see below

Originally designed by Maircon Cybernet-




OTHER FUNCTIONS:
#1- Perception: +50
#2- Cration: language skill rank 10
#3- Intetlect: +80
#4- Etiquette: +70 each culture
#5- Diplomacy: +70
#6- Acting: +50

TOTAL COST {(CUSTOM BUILT):
350,000 Elmonits

SynTHETIC ORBITAL, N-SPACE, AND
HyPERSPACE ASTROGATOR/PILOT

After years of market research, the
Trevco Universal Bot Corporation designed
the SONHAP; ore of the most cost
giticient, “user-friendly” bots ever made.
The SONHAP is an affordable, mass
market product which was originafly
targeted toward fashionable tourists who
enjoyed travel, but did not wish to waste
Risure time piloting and astrogating.
However, the popularity of the SONHAP
fine grew. A few of the major starship
construction companies began selling
SONHAPs at discount rates with the
purchase of & ship, Now, both new and
vsed SONHAPs can be found rather easity
it just about any highly populated area.

- The SONHAPs come in a wide variety of
-designer colors. These bots are tall
[(1.9m), cylindrical, and very slender
:{25cm in diameter). The SONHAPS speak
Juent imperial Standard and are pro-

*tremmed to make cheerful smafl talk and

xchange witticisms with passengers and
Crew members alike. - - -

@ F Despite their flippant air, the SONHAPs
@ i quite adept at all space piloting and

astrogation skills. Their extremely high
Intellect {evet allows them to controf the

@ ship's helm independently 25 hours a day.

ROBOT NAME: SONHAP

@ TYPE: Mech Intertace

WEIGHT(KG): 208 -,
COMPUTER Mk.#: 1571

® PROGRAM: Sensor Analysis (Mk .4)

PROGRAM: Perception (Mk .8)
PROGRAM: Linguistics {Mk 1)
PROGRAM: Intellect {Mk 2)
PROGRAM: Orbital Pilot (Mk .7)
PROGRAM: N-space Pitot (Mk .7)
PROGRAM: Hyperspace Pilot (Mk 2)
PROGRAM: Atmospheric Pilot (Mk 2)
PROGRAM: N-space Astrogation
{Mk 2.5)
PROGRAM: Hyperspace Astrogation
(Mk 3)

® POWER SOURCE: Batteries; 20 hour

charge

MOTIVE FORM: Slow Wheeled;
10m per rnd

MANEUVERING: +25

ARMOR: AT 13

HITS: 100

- SHIELD: None
1 OB TOTAL: A

DB TOTAL: 0 . ’
DATA OUTPUT: 15mrange
holographic projector -
AUDIO/VISUAL EQPT.: Holographic

camerg; 12m range
WEAPONRY: None - -
SENSOR/RANGE:; Multisensor/12m;

+20 . . .
EW/STEALTH: None .
INTERFACE W/: Starship Pilot/

Astrogation consoles; +70
LANGUAGE: BIVOC
Imperial Standard
OTHER FUNCTIONS:

#1- Perception: +40

#2- COration: language skill rank 9

#3- intellect; +70 _

#4- Orbital Pilot: +60

#5- N-space Pilot: +70

#6- Hyperspace Pilot; +60

#7- Atmospheric Pilot: +70

#8- N-space Astrogation: +70

#9- Hyperspace Astrogation: +70
TOTAL COST {CUSTOM BUILT):

235,900 Elmonits '

L R e ——

DRONES

Drones are tully automated “guasi-
vehicular constructs. All of a drone's
fungtions (piloting, weapons systems,
sensors, etc.} are controlied by its
computer/Bot brain. Most are pro-
grammed to speak several key Janguages
{depending, of course, on where and

who's they are), and are well-versed in the -

Perception and Oration functions.

Robotic orbital relay beacons: Also
known as “Orbots.” Qrbots are often
tound in geasynchronous orbits above
planetside Spacefaring Ports, where they
handle incoming traffic, supply pianetary
data or warnings, send out Port directives,
request and verify Passage Codes, etc.
Basically, they serve to take some of the
load off the communications personnel at
the Port. Orbots may also be left to guard
planets, moons, ships, or whatever —
maost Crbotic systems are modular
{insuring that no two Orbots need be

- exactly alike}, and many contain advancad

weaponry.
Stellar and planetary survey dronss:
{Often referred to as “Rovers™ Survey
Drones are employed by most Imperial
and Provincial scout services. Equipped
with extensive memory storage, high
inteflect and Participant Research -

programs,they are capable of taking farge

amounts of accurate readings In a
comparatively short time.” Very large '
survey drones (with capacity for a small

crew) are often constructed above Omega _ |

Worids (or any worlds which requirea

lengthy and detailed analysis), and serve

as fully automated, artificially intelligent
research laborateries. Such faboratories

are generally equipped with some formof -
1 high security system. Smalter Drone '

models are often scattered froman
orbiting stirvey ship which awaits and
correlates their findings. o
Jettisaned avacuation and recovery pods:
Large passenger-carrying Drones which
are used as “returning lifeboats,” JERPS -
are designed to protect unskilled person-
nel in the event of an emergency. Stored
in a standard shuttle or fighter bay, they
are loaded and faunched at the first sign of
danger, and make their own decisions
regarding piloting until the danger ends
and they return to the ship ({they may, of
course, be programmed not to return to
the ship, to head for the nearest moon, to
hold a tight orbit, etc).
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JERPs are vsually equipped with high
Perception, Oration, andintellect ratings,
and many possess Evade programs or
even {defensive) weaponry.

Search and destroy drones: Employed to
ruthless effect in many guerilla activities,
SDDs are deathly perceptive and intelligent
recon and combat units. Often equipped
with manipulative “limbs” for weaponry,
SDDs are always well armed and well
shielded. Sensors, EW/Stealth, Xeno-
Environments, Stalk/Hide, and Ambush are
all very popular SDD functions. They are
designed to make strategic decisions,
coliect large amounts of military intelii-
gence quickly and quietly, perform any
combat functions they deem necessary,
and return to & preprogrammed location.
Truly awesome constructs, they are also
extremely expensive. Imperial Search and
Destroy Drones (ImpSaDDs) are the bane
of many a would-be revolution.

6.3 I
ANDROIDS

An Android is a robot designed to
closely resemble a human being or other
sentient race. Androids have an artificial,
Molecutronic brain, but are highly
intelligent: capable of self-programming
and extremely versatile. The highest-
quality models are indistinguishable from
real sentients except by sensor {or other
artificial) scan. Androids are often much
stronger and/or quicker than their sentient
counterparts. They atso fearn, gathering
experience and increasing their skills just
like humanoids.

While Androids can be ‘programmed’
during the activation with various skills,
ioyalties and abilities, it is not the same as
programming a robot or computer.
Androids are nearly human in their
thought processes and most tend to
develop ‘personalities’.

6.31 BASIC TYPES

While Androids are always custom-
designed, below are listed four general
categories which most production
companies use as ‘series’ quidelines.
Warrior: What else need be said? Intellect
was not a priority, except to instill an
almost animal cunning. Large and
muscular in appearance, these Androids
can be programmed with certain absolute
loyalties, and other ‘morais’ as desired
{there are lega! minimum reguirements in
most aréas). Popular as badyguards, they
are considered a status symbol on the
densely populated, highly-civilized worlds,
Pitot: Preprogrammed with +50 to as
many as 5 piloting fdriving skills, these are
very useful to large companies needing
pilot/chaufteurs, etc.

Tech: Similar to the Pilot, the Tech is
purchased with 5 Technic skills {pur-
chaser's choige) with a +50 bonus in all.
Protocol: Trained with a variety of
customs and local etiquettes, this Android
is rarely seen outside of the high-society
“inner worlds™. They are invariably
attractive, but often somewhat bland (this
by nature, as diplomats need to be bland
to avoid causing offense).

6.32 SPECIFIC EXAMPLES

While there are many Android produc-
ing corparations in the Empire, three stasng
out as the premier producers of Androids:
Humanadyne, Universal Robotics, and
Virtual Humanatronics. Among these
three, Virtual controls a commanding
market share, and indeed pioneered self-
programming molecutronic brains. All
three companies construct androids in
nearly every Humanoid subrace. The
Virtual Humanatronics ‘Jym-bob’ series
was immensely popular, and the models v
through XII are still considered to be state
of the art. Naturally, V.H. also produces a
number of other models, but the JB series
remains a staple.

VIRTUAL HUMANATRONICS

Jym-botr: Usually Explorers or Armsmen,
the Jym-babs were originatly designed as
agri-techs for use on remote farming
planets {and look the part). They gained
popularity, however, and the later models
are quite sophisticated.

Sheri: Medics and/or Researchers, the
Sheri series is popuiar with the imperium.
Alex: A technical wizard, the Alex madels
are very dexterous and mechanically
ariented.

Tama: often a pleasure model.
HumaANADYNE

Metanira: A very popular pleasure model

and sometimes pilot.

Jason (J. Mk Vil): Usually an Armsman,

the Jason series is sought after for

personal guards.

Jesse (J. Mk. VIII):A restricted series only

available to the KIN (Kashmere Intelligence

Net), this series is said to match the best

V.H. can put out.

6.4 I
ROBOTIC
PROGRAMMING

Robots are made more specialized by
their programming. The Robotics Pro-
grams Table {5.3) lists a number of
popular softwares with which a robot
owner can ‘customize his 'bot.

.

A — o —L —

A —. 1 - —




7.2 MR
' CLONING

1. see Section 12.3 for construction rules

.- ; father personal operation, the potentials of
= purchasing clones ‘off the shelf’ are rather

i limited. ‘
. A

i

h
:

BIOLOGICAL CONSTRUCTS '

By the time of Space Master, Terran science has perfected the techniques of gene
replication and manipulation. While the morality of the more complex results of this
ability i3 hotly contested (and banned outright on many worlds) there are stili many
organizations who carry out genetic manipulation on a large scale.

Without genetic control there would be no molecutronics (so, in a way, all advanced
computers and Androids also fall under this category). However, the principals behind
the growth of these tissues are far different than the genetic manipulations of human

tissues which are necessary to create clones and humanoid Aiterant Replications.

7.1 IR
MICRO-ORGANISMS

Micro-organisms have been engineered
since the very dawn of human civilization,
befere man had even achieved viable
interplanetary spacetlight, in fact,
mankind barely tearned how to biologically
control his environment before poisoning
his planet beyond repair.

{n the Fifth Century of the Terran
Empire, micro-organisms are carefully
controlled and monitored, easily engi-
neered to do anything from eat garbage to
create healing substances. They are a
mainstay of civilization, and most are

. incredibly mundane.

on cloning. Since it is by necessity a

2

7.3 I
CYBORGS

Cyborgs {Cybernetic Organisms) are,
as the name implies, a combination of cy-
bernetic and organic construgction.
Technically, a Cyborg is anything from a
hymaneid with a mechanicatl prosthesis to
a robot with living external tissue to
simulate a real organic being. The
definition in this case leads more towards
the latter, as the ‘construction’ portion of
such cyborgs is equally organic and
mechanical. The GM must regulate such
creations and decide for himself the
technic and iegal ramifications of cyborgs
in his game.

7.4 I
ALTERANTREPLICANTS

Also cafled simply “Replicants”, these
are beings created from sentient genetic
materiat but attered using Recombinant
DNA and other techniques to create an
“improved model”. It is scientifically
possible to perform Alterant Replication -
upon animals, plants, and most sentient
species. Below are listed the four most

“poputar” Human Replj '
general functions".”‘Tl?ﬁ%% At as s
dependable as Androids, bt somaitiat -
:ess expensive and easier to maintain. .-
ronically, Replicants -— thoygh created |
out of humaneid genetic maggrtilafgﬂt:re ;
considered less *human’ than Andraids. ;
They are rarely ‘custom’ grawn, and are
invariably programmed and conditioned -
through intense psychological and - * :
psycho-neuronic patterning. The process
irreparably damages one Replicant brain
out of ten, but this is considered an .
acceptable lossrate. v ;o
GeNERAL Types

Below are listed a few of the basic ‘off-
the-shelf Replicant types. U
Warrior: Strong and agile, they can be .
purchased with skill in almostany - °
weapons combination. Also have +25 skill
in St@lking/l-liding Climbing, and other
physically-griented skills. :
Tech: dentical to the Android Tech, but
start with up to +50 in 3 Technic skills.

Clerical: Weil-organized memory (perfect
short-term memory} makes this Replicant
an excellent secretary. ‘

Recreation: This Replicant is primarily
versed in the skills of Gaming, Acrobatics,
Singing, Dance, Gambling, Music, and of
course, Seduction. .
Laborer: Often untrained, sometimes
even brain-damaged from failed program-
ming, these types are inexpensive and
capable of only the most simple manual
tasks. They are considered 'disposable’ by
their owners. This type is decried as an
abomination by most governments, but
still is used in many locations where cheap
manual abor is required and robotics
maintenance is expensive. o
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. ‘ROBOT/DRONE/ANDROID/REPLICANT COST CHART

MOTIVE FORM: Refer to the Vehicular Movement Chart {pg 43} for the explanation of these terms. The humanaid types obviously
move as humans.
AT (DB): The Armor type is listed, with the standard Detensive Bonus (DB) in parenthesis afterwards.

ARMAMENT: Any and all armament. The total Cffensive Bonus (08) for each weapon type. Android and Replicant bonuses are
applicable to any handheld weapon desired.

PWR: The type of powersource for the unit. ¥ = internal batteries, usually with a charge of 10-50 hours, rechargeable on any fusion
converter. § = micrafusion reactor, usually internal. Replicants, being organisms, eat to gain energy.
COST: The average cost for the Robot/Android/Replicant in Eimonits.

TYPE MOTIVE FORM  HITS AT (DB} ARMAMENT (08) PWR COST NOTES
Rahot T
Service Bot S WHEEL 50 20 0y — Y 50,000
Mech Interface Bot S WHEEL 100 20 0 — Y 65,000
Cyborg Relations Bot  WALK 80 i2 (10 — ¥ 40,000
Combat Bot Type | S TRACK 200 20 (80} 2 Mk. 3 Lsrs (63) § 100,000
Combat Bot Type (I WALK 240 20 (100) 1 Mk. 5 Lsr {50} § 120,000
1 Mk. 5 HMG {70}
Combat Bot Type Hi M GRAV 300 20 {200) 2 Mk. 5 Blstrs (80) § 180,000
1 Mk, 5 P Rep Ri(100)
TAR 412 WALK 200 15 200 — ¥y 70,000
ARC Scout M GRAV 300 20 (150) 1 Mk 1 Grnade Lnchr(50) § 150,000
1 Mk 3 Biaster (60)
DPR WALK 150 20 0) — Y 25,000
SONHAP S WHEEL 100 13 Q@ -— 4 40,000
Drones
Orbot {thrusters) 200 20 0y — §  20-80,000 Various modeis
Rovers (thrusters) § 20-500,000 Various models
JERPS (varies) § 100- 800,000 Various models
SDDs F GRAV 300+ 20 {200+) \Varies § 1 -3 mil Various modeis
Androids
Warrior — 220 i {50) +150/+100/+80 any weaps§ 104,000
Pilot — 180 4 (36) +80/+50 any weaps § 70,600
Tech — 180 4 {30y +50 one weap § 60,000
Protoco! — 150 4 (200 — § 50.000
Jym-hob Vit — 230 4 (25) varies § 110,000 Armsman
Jym-bob Xl — 200 4 (35) varies § 150,000 Pilot
Sheri XH — 180 4 (30) varies § 140,000 Scientist
Alex VI — 180 4 (30) varies § 130,000 Tech
Tama IV — 180 4 (35) varies § 120,000 Entertainer
Metarina — 150 3 (25) varies § 100,000 Entertainer
Jasen Vi — 200 11 {(?5) varies § 130,008 Armsman
Jesse Viii — 225 4 (35) varies § {180,0007) Restricted
Replicants .
Type t (Warrior) — - 200 1 (40)  +100/+80/+50 any weap 20,000
Type fl (Tech) — 130 1 (20) +50 one weap 25,000
Type Ul {Clerical) — 80 1 {0 — 20,000
Type IV (Recreation) — - 80 1 (30)  +50 one weap 15,000
Type V (Labor) — 60 1 o — 5,000
KEY:




VEHICLES

We'll have fun, fun, fun
‘till Daddy takes the T-bird away"

- small research patties, or exploration.

DEFINITIONS

Below are described a number of
commonly used vehicles of different types
and purposes. These are for quick
reference ard general use. Some general

rms used throughout the section are
defined here:

GEM: (Ground Effect Maneuvering) Using
powerful fans to create an air cushion, this
system requires an atmosphere of a
density range similar to Terra. Aititude is
.wsually fixed at no more than one meter.

. Gravitic: Utilizing a gravitic field to

~ partially nullify gravity's effect upon the

“ vghicle. -Unless otherwise specified (such

-¥as for air and spacecraft) they have a

% limited lifting power to an aititude limit of

% 3 meters. For vehicles like cars, their

@ g aititude is fixed at about .5 meters..

@ Z=Hydrofoil: A fin or set'of fins so designed
- as fo lift a ship's hull out of the fiquid and
streduce friction, thus allowing an increase
® %:_'in speed. This general principle is applied
@ . with some modifications here. Such craft
@ i/ 2re usually propelied by hydrojets: jets

¢ which pump tremendous amounts of wa-
® o (or whatever the travet medium is) out
@ with great force, driving the craft forward.

@ ; SMAC: (Singly Manned Attack Convey-
[ance): A type of space fighter used for -
° § short-range missions. \ =

....................QOOOOOOOQ

Unknewn
Pre-starflight Poets

The vehicles described below are for the most part limited to small machines,
designed te carry no more than ten persons. The craft are either vehicles for private use,

GROUND CONVEYANCE
VEHICLES

This definition applies to all vehicles
which require a solid surface on or above
which to act — and of course gravity to
pull the vehicle towards that surface.

ScocTERS

Gravbike: An open machine about two
meters long, the gravbike is designed for
ene gecupant, either crouching forward or
reclining, depending on the design. There
is a small storage area under the seat,
though these vehicles are designed
primarily for recreational travel. They have
very limited gravitic Iift (normally only up
to about 5 meters). The faster models are
equipped with a static field, a tow-power
energy shieid which protects the rider
from the strong airflows. -

Buzzer: A small, quick two-seater powered
by Fast Gravitics, the Buzzer fooks like two
enclosed sidecars connected by a horizon-
tai bar between them. Model il is
equipped with Mk. 5 Heavy Lasers. Both
models have full gravitic lift.

Ry

Gravskooter: One-seater transports,
Gravskooters are often used for short
hops and courier service. They can be
used to tow a Grav Sled, and are not
seated versus the environment. The
skooter comes in a variety of styles and is
often used for recreation and by those
who prefer something mare exciting than

a gravcar. They have full gravitic lift and a
static fietd.

A more expensive {and less ‘sporty’}
mode! calied the ScoutSkooter is availabie
with a forward mounted Mk. 5 Heavy
Laser, a greater operating duration, ang
EW and shields capabitities. Scoutskoot-
ers are standard on Imperial Survey
vessels.

Canrs

Vehicles for transporting passengers or
supplies. These have minimal interiory
environmentaf controf (heat/cooi/humidity)
and are not-suitable for any environment
other than standard Terran. '
Wheeled Car: This refers to any sort of
vehicle which depends upon the friction of
wheels against a solid surface for proput-
sion. |n more sophisticated versions the
wheels are of some soft materal or an
inflated polymer. This cushions the ride
for any passengers and equipment. These
‘tires’ are often the most vulnerable part of

sucheratt. .~ . -

GEM Car: Any GCV which uses air .. .

cushioned suspension falls Into this ~

category. These craft tend to have a ‘skirt'

-{ of some flexible material around the
bottom of the vehicle to better contain the

air cushion. M this skirt is severely

damaged the air cushion will not function

property, greatly hampering the craft

maneuverability. S
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Gravitic Car: The highest technotogy
persenal land conveyance medium, such
vehicles have a built-in stabilized gravitic
field which hoids them suspended above
any solid {or, if so programmed, liquid)
surface. Laterat power is usuaily provided
by compact, quiet turbofans for stower
{under 100 KPH} vehicles, while jets,
turbo-gravitics, or even smafl rocket
engines are used on high-speed craft.

ExPLORERS

These have full eavironmental control
far 10 days per passenger {minimum) and
are equipped with 3000 km/orbitat com
units, 200 km range Sensers, visual
scanners, viewparts, and an Mk. 40
computsr.

Exploration Walker: Very maneuverabie,
these vehictes are usually conveyed by
four to six “legs”, computer coordinated
sc that the machine literally walks over
uneven terrain. These are more stable
than gravitic craft, but slower, and the legs
are somewhat vuinerabie to damage.

GEM Explorer: These are more mansuver-
able, but usually lighter than the above
AFV because of the enormous power
gxpenditure 1o fift the machine. GEM
Explorers are uncomimon, mainly because
it is difficult to protect the delicate lifting
fans and skirt adequately.

Gravitic Explorer:This craft has a variable
altitude capabitity, able to rise up to 100
meters before encountering stability
problems.

8.2 I
MARINE SHIPS

Although called marine, these craft are
appropriate for navigation through any
liquid material which would not prohibit
such travel for some cther reason. The
correctly designed craft, for instance,
might employ a type of hydrofoil to travet
through the liquid hydrogen cceans of
Jupiter's 'atmosphere’.

Open Speedboat; Unprotected standard
craft, powered by a hydroprop.

Open Airboat: Built to skim the water's
surface, this open-air craft is propeiled by
one or mare {arge fans which push the
vehicle forward. This ¢raft is ideal for
shallow or viscous liguid.

Open Hydrefoil: the passenger area of this
ship is either compietely open or protected
by a limited-environment control cabin. it
is basicaily a large speedboat with
collapsible foits which engage when the
craft attains a certain speed (about 50

kph) lifting it out of the liquid and allowing
for greater velocity.

Exploration/Xenoenvirenment Hydrofoil:
Much farger than the open version, with an
interior environment competely con-
trolled. Such a craft might have explora-
tion equipment or be for travel between
floating stations on a planet of non-Terran
environment {such as a Gas Giant).

Hydroskimmer: An improvement on the
hydrofoil design, though only practical for
very small, high-speed designs. One open
and one enclosed version 1s listed.
Research Submersibie: Smali, relatively
slow underwater craft, fitted with explora-
tion equipment tike the Explorer craft
ahove, These are capable of submerging
into liguids where pressures far exceed
even the deepest oceans of Terra. Basi-
cally short-mission craft.

Exploration Submersible: Larger, more
long-range than the Research subs, thess
vehicles are usually aisc eguipped with
high-speed submersibie functions such as
an agrofilm or electrostat fields to reduce
liquid friction to a minimurn.

8.3 I
AIRCRAFT AND SMALL
SPACECRAFT

Embracing atmospheric as well as
small N-space craft, this section includes
ait vehictes whose main mode of travef is
independent of any solid or liquid enviren-
ment. Naturally, prop craft require an
atmosphere through which to puli the
ship; and jet propelled aircraft require the
approgpriate oxygen/nitrogen atmosphere.
Shutties, SMAC fighters and other N-
Space craft are ali capabie of atmospheric
travel and ground landing unless other-
wise noted.

Helicopter: A highly maneuverable though
fragite vehicte which is lifted and moved
laterally by use of a large overhead rotor
(or rotors). These require an atmosphere
to operate.

Prop Plane: Utilizing wing surfaces for it
and stabifity, these craft are propelied by
forward-facing rotors. They require an
atmosphere to operate. It should be noteg
that such craft are often preferred over
combustion jets in Space Masterbecause
they can be powered by clean electricity,
are more efficient and, with new alloys ang
agrodynamics, can move aimost as fast ag
most such jet graft,

Gravprop Plane: tdentical to the prop
above except that it is capable of vertical
lift-off and fanding because of gravitic
liting boost. This also reduces energy
consumption to maintain the plane’s
altituge. Wings are smaller, and the craft
is capabie of greater speads. These
require an atmosphere to operate.
High-speed Jet: Used for jong-range
planetary trave! where suborbital flight is
impractical, these craft are extremely fast.
They require an oxygen-nitrogen atmos-
phere to operate,

Gravitic Belt: Not so much a vehicle as a
personal device, the gravitic beit is a smalt
gravitic generator strapped to the back
with @ wide beit. From the generator, con-
trof appendages extend forwarg to a posi-
tion convenient for the wearer. The belt is
capable of full lift and maneuverability.
Gravitic Sied: A smalt oval platform about
two meters in length, the sled is designed
for a standing pitot who controfs the sted
via smalt console mounted on a cofumn at
the front of the sied. The sled is capable
of full fitt and maneuverability,
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MLA PISTOL
Cobra/Haunt

Gravitic Fiitter: Coming in a variety of
torms from recreational to exploration,
these work on the same principle as
gravitic cars, except that their verticai lift is
much more powerful and can be manually
-gontrolled, allowing the craft to fly at
altitudes of even kilometers. They are not
as fast as some planes, but very maneu-

- verahle and ideal for fight survey/explora-
,non WOTK.

Runabout: A popular fan flitter which seats
2 ltour people with room for cargo, the

% 4 Runabout is not sealed against the

i¢ -, environment, making it a bit more _
% : affordable than a Grav Prop plane. Motive

® ; turbofans, one on each side of the mostly
{ transparent cabin.

Suborbltal Shuttle: With complete mtenor
B | environmental control, these vehicles are

% ; designed for very swift planetary travel.

*; ‘ Usuaily rocket powered with gravitic lift,

iof the journey at high speed where there is
little atmosphere to create friction.

; Maintenance Pod: A very small craft

" powered only by thrusters and incapable
of atmospheric maneuvering. Used for

" repairing ships in Space Dock or other

2 with a standard docking collar and have

¢ full interiar environment control.

- Orhit Shuttle: Designed for ground-to-
orhit transfer of passengers and supplies,

s these ships are rocket-powered with

+ gravitic lift for landing and takeoff. They

" are equipped with a standard docking

~coltar and have fill interior envirgnment
control.

L N
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ipower is supplied by two great adjustable

: stable, orbit situations. They are equipped -

Courier Shuttie: For interplanetary
journeys, these ships are capable of
[anding on most planetary surfaces and
have powerful N-Space engines for swift
travel, Like the shuttle above, they have a
standard docking collar and full interior
environment control. Storage for supplies
to sustain each passenger for § days.
Hypershuttle: Primarily for short interstel-
far journeys, Hypershuttles are light, fast
vehicles designed to transport personnel
or materials as quickly as possible. Like
they other shuttles, they have no arma-

‘ment and possess only navigational

deflectors, not usefut in combat. They
possess the usual standard docking collar
and full interior environment control, and
have a capacity to carry supplies for
twenty days per passenger.

[IEF RGN

SMAC Fighter: These vehicles are smail
but swift and equipped with powerful
weapons. Some have shields, but others
even forgo this protection to allow for
more deadly armament. SMACs usuafty ~
use energy weapons because of their
lower mass. They have full interior
environment control but only space for
one pilot/gunner {some have Robot
interface capability). These machines of
war have gravitic landing capability, but
often operate from a large “carrier” ship
nearby, as SMACs are very short-range.

Liteboat: (A more sophisticated Drone
version — normally used in passenger
liners — is noted in the Robots/ Drones
section). Lifeboats are installed in alj
starships and space vessels larger than a
shuttie, Invariably they are very basic craft
with a one-man console and ten to twenty
acceleration couches. The console has
simplified Astrogation/ piloting/ senser
controis allowing someone with basic
skifls to manage a planetary landing.

Some have automatic settings which
girect the on-board computer to locate (for
instance) the nearest habitable planet.
Power is provided by a small fusion .
reactor, and the lifeboat is driven by an N-
Space drive rated at 5 or less, with basic
gravitics for landing. Lifeboats are almost
never Hyperspace capable. Al have
automatic TBD distress beacons and
Microfreq communicators. They generally
have meckits and twenty-day food
supplies, a few hand stunners and survival
equipment. Better versions aiso have 1-2
Medstasis beds for injured passengers.
Orbital Surveyor: A fully equipped
planetary survey ship, it is designed to be
dispatched from an orbiting starship.
Surveyors have a Mk. 53 computer,
extensive sensory and analysis equipment,
and environmental support for a crew of 8
for 50 days. The craft has a three-man
cockpit, a small fab, and a living area with
eight bunks and five retractabie accetera-
tion couches. With powerful Fast Gravitics
and a Fusion Drive, the ship is free to = ;
travel the planet surface and land 1ust o
about anywhere. A Surveyor is theoreti-
cally capable of interplanetary travel (N- °
Space Rating 3) but has fimited fuel,
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- VERICLE STAT AND COST CHART :
VEHICLE TYPE MOTIVE PSNGRS CARGO ENVIR MASS CAT (DB} ARMAMENT M| PWR CosT

i, T— T, T T M "

SCOOTERS ol
Buzzer F GRAV 2 1 semi 2 22 (58%) — — ¥ 30,000
Buzzer !l F GRAV 2 1 semi 5 22 (55 1MKSlaser — § 35000 o!
GravSkooter M GRAV 1 0 none 4 21 (30 — P ¥ 25,000 el
SkoutSkooter M GRAV 1 0 none 10 21 {40 1MKkS Laser W § 28,000 ® !
CARS ‘
Wheeled Sedan M Wheel 2 3 semi 2 22 (20 — N Y 5,000 ® !
Wheeled Truck M/S Wheel 2 60 semi 25 22 {i0) — N ¥ 50,000 9
Wheeled Van M Wheel 8 6 semi 10 22 (15} — N Y 10,000 ®;
Wheeled Sports Car  F Wheel 2 2 semi 2 22 (30) -— NoY  8ono P !
GEM Sedan M GEM 5 4 semi 2 22 (30) — N ¥ 8,000 |
BEM Truck M/S GEM 2 50 semi 20 22 {200 — N ¥y 80000 ® |
GEM Van M GEM 8 6 semi 10 22 (28 — N Yy 16,000 o
GEM Sports Car F GEM 2 2 semi 2 22 (50) — N Yy 15000 ° I
Gravitic Sedan M Grav 4 2 semi 2 22 (35 — N § 15,000 l
Gravitic Truck M/S Grav 2 50 semi 20 22 (25 — N § 150,000 o
Gravitic Van M Grav 8 7 semi 8 2 (30) — N & 30000 o
Gravitic Sports Car F Grav 2 2 semi 2 22 (60) — N o § 25000 o!
Explorers !
Exploration Walker Walker 6 10 full 80 23 (20 N § 150,000 o
GEM Explorer M GEM 8 8 ful 30 23 (1) — N § 100,000 L ]
Gravitic Explorer M GRAV 6 4  full 15 22 (20) N § 180,000 ® !
MARINE CRAFT - : ®
Open Speedboat F HYPROP 4 2 none 121 (200 ~— N ¥ 4,000 !
Open Airboat M PROP 2 4 none 1 21 (10 — N ¥ ®j
Open Hydrofoil F HYFOIL 4 2 - none 3 2 (30) — N § 15000 o
Seascout {explorer) S HYFOIL 6 10 full 18 22 (200 — N § 100,000 o
Discovery Ii (explorer) F HYFOIL 8 12 full 25 23 (40} - P § 160,000 d
Hydroskimmer HYSKIM 2 3 none 2 2t (2 ~ N oY 9,
Hydroskimmer HYSKIM 4 8 full 3 021 (40 — N 8 60,000 o K
Research Submersible S SUBM 2 2 full 4 24 (10) — N § 30,000 o!
Exploration Submers. £ SUBM 6 10 full 18 24 (200 — N § 100,000 o!
AIRCRAFT |
Helicopter ®:
1-man - S PROP 1 5 none 1 21 (3 — N § 6,000 0!
2-man S PROP 2 1 semi 2 22 (30) N § 15000 ol
Prop Plane :
2-man M PROP 2 1 semi 1 21 (20) NOO§ 12,000 L2
4-man M PROP 4 2 semi 3 22 {20) N § 25000 ' 3
Gravprop Plane ® !
2-man F PROP 2 2 full 2 21 (30 N § 50000
4-man F PROP 4 4 fh 5 22 (40) NoO§ 90000 ®|
High-speed Jet ® !
4-man . FJET 4 4 full 6 22 (30} P § 110,000 @
8-man FJET 8 10 fult 15 23 (40) — P § 250,000 ° |
Gravitic Flitter !
Gravitic Belt S GRAY 1 0 nome .005 N/A — N ¥ 3,500 L JE
Gravitic Sted M GRAV 2 t none 5 2t (30) — N Y 12000 ® !
2-man F GRAV 2 3 fult 1 22 (36 — N § 80,000 o!
6-man F GRAV 6 4 full 4 22 (30 — P § 200,000 !
10-man F GRAV 10 6 full 12 22 (300 — P § 500,000 o
Runabout F PROP 4 2 semi 4 21 {10) — — § 75000 ol
SPACECRAFT ol
Suborbital Shuttle !
§-man FUSION RCKT 6 10 full 20 23 (50)°30 P § 800,000 !
20-man - FUSION RCKT 20 25  full 75 23 (50)°30 P § 3,000,000 o
Small Spacecratt ® !
Maintenance Pod N-Space Thrstr 2 2 full 3 21 (o) N § 30,000 'y
Lifeboat (small) N-Space 5 10 10 full 50 23 (10) — — § 500,000 !
Lifeboat {large) N-space 4 200 - 10 fulb 100 23 (10) P § 750,000 o !
. ¥
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' VEHICULAR MOVEMENT CHART

; | Fast GEM

VEHICLE STAT AND COST CHART

VEHICLE TYPE MOTIVE PSNGRS CAHRGO ENVIR MASS CAT (DB) ARMAMENT MIPWR COsT
Orbit Shuttle . e g e

6-man - TTCFFUSIONRCKT 77706 0T el 25 T 23 TT(S0) T =, T 27§ 51,000,000
20-man - CFUSIONRCKT 20 - 30 ~full .- 90 23 Z(50) . — ,__M§ 3,600,000
Courier Shuttle -~ " N-SpRtg 20 ='.=o 7 .4 77710 “fult 100 22 79(80) : — "§:10,000,000 .

Hypershuttle " . _N:SpRIg 10/TLAtg 12 6 © 12 fuk 150 22 (90) -

KEY:

MOTIVE: refer to the Vehicular Movement Chart for the explanation of these terms. For the spacecraft, the N-Space Rating
indicates the acceleration capability x 10 kilometers per second?. TL Rating is the number of light-years travelled per day.

PSNGRS: indicates the number of persons the vehicle is designed to carry comfortably — including pilot and crew. tn an emer-

gency each cumet of cargo space could be used for *passengers’, but only for limited periods, as it overfoads the environmenta
control systems.

CARGD: additional cargo space available, in cubic meters (cumets).

ENVIR: amount of interior environmental control: none means that either there is no cabin or that the cabin has not atmospheric
control; semi means that the cabin is enclosed but not necessarily sealed, and provides heat/cocling and some humidity control;
fulf means that the cabin is completely insulated and sealed, and is equipped with carnpiete environmental support. the number
in parenthesis is how many days of environment (air, etc) are availabie per passenger {assuming enought fuel).

MASS: mass of the craft {empty) in tons. Multiply this number time 20 to determine the number of hits the vehicle can withstand.

AT (DB): The Armor type is listed, with the standard Defensive Bonus {DB} in parenthesis afterwards. This does not include any
shield bonus.

ARMAMENT: Most vehicles do not have weapons, but it is possible to have weapons installed on some vehicles

MI: indicates whether the craft is equipped with a Mech Interface terminal for a robot. The space either has an “N’ (for “no inter-
face”), or one or more of the following: “P" (Pilot Interface), "W (Weapons Interface), “S” (Sensor interface).

PWR : Either batteries (¥) which last 10 to 50 hours of continuous operation; or a fusion reactor (§).
COST: the average cost for the vehicle in Elmonits.

' § 15,000,000

(all speeds in kph unless otherwise noted) o :
MOTIVE FORM - o ‘ A TERRAIN TYPE

SowTracked 35 30 30 40 -10 25 10
MedTacked 50 40 40 +10  -10 30 15
Fastiracked 150 100 80 - 410 -10 40 20

“H10 <10 .. .40 o 40

“Siow GEM )
+10 -10 . .8 2 100 100 80

Med. GEM

Trall Clear Dwnslope Upslope” Rough Woods Swamp “Water ~ Ocean Submrg DnseAtm ThinAtm ,. .

20 10~ 100 150 120

Slow Submer .
Med. Submer.
Fast Submer.
SioW TR0 S TS S
FaslHydrofoi!aﬁa. i
Hydroskimmer -~ — - -
Slow Hydrgprop .- — e
MHydep i Mﬁ‘ T e i ; = 330 L4
Slow Prop - - -
Med. Prop — —— - ' -

Y50 120
—  — 40 350

i T et
Chem Rocket —_
Fusion Rocket —

* indicates speeds only attainabie by gravitic vehicles capable ot high—altitude Jift.
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MANTA RAY EXPLORER atch

Hf//H
e
Front View

s CLASS: Explorer Side View
IPRODUCER: Cygnus Shipyards/Kashmere
CTONNAGE/HITS: 1200
» COMPUTER Mk#: 50 V{ewports
T ARMOR TYPE: 23
< DB BREAKDOWN: (+35 EW. +30 Screens)
< EW VALUE: +35
" DEFLECTOR SCREEN RATING: +30
ARQ'D CREW: 1 Astro/Pict; 2 Tech
»CARGO CAPACITY. 800 cumets
7 MAX SUBLIGHT ACCEL: Rating 16 = 130 km/second?

' MANEUVERING THRUSTERS: Rating 16 = 13 kmy/rd? —
fp TRANSLIGHT DISPLACEMENT: Rating 14 = 12 LY/day
.-’:—"OPERATING RANGE: 200LY
S LANDING CAPABILITY: Yes i
AWEAPONRY: Top View
— two forward-mounted Mk 10 Laser Cannons
FeNOTES: This versatile ship is not anly caopable of
planetary landing but underwater maneuvering to
a considarable depth. itis ideal for in-depth explo-
rations of earthlike worlds, 6 9 Meters
Cabins <5 < Hatch Access (Top & Bottom)
0. Matter/Antimatter Reactor
AN
3 O
I kf\\, —Cygustar Twin
N Hyperdrive Engines
S
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Library . System Access
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Pian View
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DEBARTON COURIER 0 5 1 Meters \

Interstellar Courler

i CLASS: Light Courter
* PRODUCER: Imarra Shipyards (Carlisle)/Hayes Hy-
perdyne
< TONNAGE/HITS: &0
¢ COMPUTER Mk#: 15
“ARMOR TYPE: 22 o ._
* DB BREAKDOWN: (+10 screems, +30 evade, +30 EW) 4 TRyt
" EW VALUE: 30 )
< DEFLECTOR SCREEN RATING: 10 . ' e d ¥ '. A ;
“RQ'D CREW: 1 Astro/Pilot/Tech : VIS -
-CARGO CAPACITY: 5 Cumets N /

“MAX SUBLIGHT ACCEL: Rating 20 = 150 km/sec? o .
TMANEUVERING THRUSTERS: Rating 20 = 15km/md~ Helm/Astrogation
~TRANSLIGHT DISPLACEMENT: Rating 25 = 16.25 LY/day Display -
7 OPERATING RANGE: 200 light-years . o : S
7 LANDING CAPABILITY: Yos .
“sWEAPONRY: None

Access Crawlway to
Engine/Reactor

Food/Medical

Supplies

\ ' Cockpit Hatch Access

Laserfreq Comm Array

Graving Ring

Fusion Drive Pods
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Newer

'‘Childbearer’

Older

'Childbearer’
A - Operations

B - Control

C - Stores

D - Processing

E - Fusion Drives

F - Residence

G - Entry/Exit Points
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Middle Section Cutaway

EED SHIPS

JCLASS: Prirmary

¢ PRODUCER: Eed

-TONNAGE/HITS: 100,000

YCOMPUTER Mk#: ?

- ARMOR TYPE: 25

-DB BREAKDOWN: (+60 screens, +30 evade)
«DEFLECTOR SCREEN RATING: 60

7RQ'D CREW: None

# PASSENGERS: 100
“ACARGQO CAPACITY: 10,000 cumets

#MAX SUBLIGHT ACCEL: Rating 12 = 110 kmy/sec?
</ MANEUVERING THRUSTERS: Rating 12 = 11 km/md
% TRANSUGHT DISPLACEMENT: 14 = 12 LY/day

#» QPERATING RANGE: 500 light-years
7+ LANDING CAPABILITY: No
.- WEAPONRY:

300 Meters — 360° Mk 20 Autocannon




COLUMBARI

Top View

Iris Valve Hatch
(Access Down
-to Engines)

) Cabin Deck _i2)

-4

4 SHIP NAME: Columbari
I PRODUCER: Red Star 55P}
= OWNER: imperial Shippers
. ¥ CLASS: Medium Orbltal Freigter
< TONNAGE/HITS: 2,500
 COMPUTER: Mk.45 .
- ARMOR TYPE: 23 (+10 screens)
TEW VALUE: 0 '
- DB BREAKDOWN: (+10 screens)
SCREEN RATING: 10 _
+t CREW: 3 ASTRO, & TECH
L:PASSENGERS: 0
FYMAX SUBLIGHT ACCELERATION: RATING 3 = 30 KM/
SEC/SEC :
A5 TRANSLIGHT DISPLACEMENT: RATING 0 = No
. Translight Capability _
AIOPERATING DURATION: 4 Decadays
/2 LANDING CAPABILITY: Yes
/A WEAPONRY: None '
{5 CARGO: 4,500 cumets 1
B 012 345Meters

T» 47 . . i . "
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* SHIP NAME: Fort Keberus
“PRODUCER: Jade Voidmasters FORT KEBERUS
- OWNER: Imperial Science Institute Transli

- CLASS: Long-Range Survey anslight Long Range Explorer
5 TONNAGE/HITS: 2,750

¢ COMPUTER: Mk.50

“ARMOR TYPE: 23 (+20)

- EWVALUE: 0

" SCREEN RATING: 20

# CREW: 4 Astro, 8 Tech, 8 Support

APASSENGERS: 12 (or 36 in Cryo)

AAMAX SUBLIGHT ACCELERATION: Rating 16 = 130 km/

sec/sec

- MANEUVERING THRUST: Rating 16 = 13 km/md/md
7+ TRANSLIGHT DISPLACEMENT: Rating 16 = 10 LY/day
7 OPERATING RANGE: 500 LY

“ LANDING CAPABILTY: No

“TWEAPONRY: None
“7NOTES: This class is sent on extended-duration explo-

rations of the Frontier. The living areas spin to

simulate gravity, an energy-saving device (bridge

and mechanical areas have no gravity). As many

as three of the pods on the spin section can be

replaced with orbital landing vehicles. Pod Area Along
Spin Axis

(12 Pods In All)

0 2 4 6 Meters
e

Cabin Pod (1 of 4)
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i. /MicrofLaserfr BD Array \
AN
‘ Bridge Area ; )
. 'Spin’ Section ’ Systems Engines
ﬂ ]
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l% o \SensorArray
TBD/Comm , o . 3
\ Sensors YT , Enging_Monitoring
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“EW VALUE: 10
i{.SCREEN VALUE: 10
ACREW: 1 Pilot, 1 Tech
PASSENGERS: 4

km/sec? :

FWEAPONRY: none

Astrogation

MilgraumiKock"——tLh]

Fusion Drive
Nacelles

/SHIP NAME: Sprint Blanc

Y PRODUCER: Votit-Messerschmitt
OWNER: Xantha Express

U CLASS: Planetary Shuttle

" MAXIMUM SUBLIGHT ACCELERATION: Rating 17 = 135

'MANEUVERING THRUST: 14 kmn/md?
-TRANSUGHT DISPLACEMENT: Rating D
-OPERATING DURATION: 2 Decadays
L ANDING CAPABILITY: Yes

EW Cantrol

SPRINT BLANC

Viewport

s TONNAGE/HITS: 450 nuﬂ ]
+COMPUTER: Mk.20 b _

1ARMOR TYPE: 22 ' . .

+ DB BREAKDOWN: (+10 Screens, +10 EW. +10 Armor) op View

Microfreq Antenna

=

Hatch Side View
0 2 4 6 8 10Meters
" “omerm " omes |

Pilot \ Storage
Deflector Screen Control Mini Heaa
0 1 2 Meters
- weomes " swesm |
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1 4 EW VALUE: 40

HYPERSHUTTLE

4 CLASS: Hypershuttle

~PRODUCER: Cygnus Shipyards/Kashrere
sTONNAGE/HITS: 600

+COMPUTER Mk#: 50

ARMOR TYPE: 22

~DB BREAKDOWN: (+40 EW, +40 Screens)

2 DEFLECTOR VALUE: 40

HRQ'D CREW: 1 Astro/Pilet; 1 Tech
I PASSENGERS: 6

MMAX SUBLIGHT ACCEL: Rating 16 = 130 km/second?
FMANEUVERING THRUSTERS: Rating 16 = 13 km/rg?

/-TRANSUGHT DISPLACEMENT: Rating 14 = 12 LY/day Top View G 46 Meters

/OPERATING RANGE: 200 LY
/WEAPONRY: None

DD D Do N\ usen
C ) |

_— O V "
N\

® Strut

| Defp_his Fusion Drive

O

‘Pilot Console

\—\n

Storage 5 4 5 3 Meters

Plan View

Front View Side View =
 Astrogation Console - -‘Ga‘lle; e
(o) Exit Ramp
| ‘ . {Extends Beneath Vehicle)
-7 _Engine Room
Cockpit @ t—— .
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COLBURA MORANN

BN

G

] ) i
\ ; |
N\ __/ !
il ik |
Weapons AR :
— | —= !
Communications TN ) U [
Array -
Sonsos ] 0
Gravitic Controt Ring !
A {
) |
. Y- iy !
Side View ] [’ P] [ Top View !_
LY
£ SHIP NAME: Colbura Morann !
ZPRODUCER; Kubischev-Loyd Amalgamated
ZOWNER: Gilliam Trarsvoid
' CAPTAIN: Torus Fenetton Goimesh
Viewport « CLASS: Smalt Hyperfreighter
¢ TONNAGE/HITS: 3,150
¢ COMPUTER: Mi.50

AUX COMPUTER: Mk.20
- ARMOR TYPE: 23
§ DB BREAKDOWN: {+40 Screens, +30 Evade, +10EW)
1EW: 10
FISCREENS: 40
HACREW: 3 Astro, 5 Tech
+1 PASSENGERS: 4
HCARGQ: 3000 cumets
L MAX SUBLIGHT ACCELERATION: Rating 12 =110 krn/
second?
£ MANEUVERING THRUST: 6 km/md/mnd
#» TRANSLIGHT DISPLACEMENT: Rating 10 = 10 LY/day
1 OPERATING RANGE: 200 LY
# LANDING CAPABILITY: Yes
ASWEAPONRY: 4 x Mk.15 Lasers
29NOTES: A very popular spacecraft, the Cotbura hos
proven its worth throughout the Empire. Thou-
sands are stll in service decades after their CoOR-
struction.
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u CLASS: Explorer/Scout

. PRODUCER: Devon Transtar

: TONNAGE/HITS: 1200

- COMPUTER Mk#: 70

: ARMOR TYPE: CAT 23 (80)

¢ DB BREAKDOWN: {+30 EW, +50 Screens)

¢ EW VALUE: 30

-+ DEFLECTOR SCREEN RATING: 50

- RGI'D CREW: 1 Pilot, 2 Tech (con e combined)
-~ PASSENGERS: &

#CARGO CAPACITY. 800 cumets

- MAX SUBLIGHT ACCEL: Rating = km/second?

- MANEUVERING THRUSTERS: Rating 16 = factor 13
" TRANSLIGHT DISPLACEMENT: 14 = 12 Ly/day
COPERATING RANGE: 300LY

“LANDING CAPABILITY: Yes

JEWEAPONIRY: .

— two turret-mounted Mk 10 Loser Cannons:
- twin fore-mtd Mk 10 M/A torpeds tubes

Front View

SURVEY (FLYING MERINO D)

Twin Laser Cannons

Hatch

Side View

TNotes: A stapie of the 1AL And 181, the Survey scout s o

Helm/Command

Sensors

EVA Equipment

o] 2 4 & Meters

System Access Via
Floor and Ceiling Grids
Crive Access

corvenient size for smaofi crews sent on long voy- 0 3 12 Meters
ages.
Twin Laser
Consoles c Cannons Jairus Translight Drives
abins : . i
(.75 Meters Tall) Magnetic Cabin
| Andrium
Galley Storage Accellerators Flow Contro}
Astrogation
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PART 1I: CONSTRUCTION & REPAIR

“[tis true that | am a wretch. | have murdered the lovely and the helpless; | have strangled the innocent as they slept, ahd grasped
to death his throat who never injured me or any other fiving thing. ) have devoted my creatar, the select specimen of alf that is worthy
of love and admiration among men, te misery...”

USING THE CONSTRUCTION/

RESEARCH CHART

Most construction and research refers to the Construction/Research Chart (pg.61).

This chart, Ilike the maneuver charts, has a number of different *Difficuity Ratings™,
from Routine to Absurd. The appropriate difficulty must be assigned by the GM before a
roll is made, with additional modifiers if applicable.

By glancing over the Chart one can see that the majority of the boxes have two
numbers: the first one indicates — for research — the percentage of total desired
research data acquired after the effort represented by that particular roll. For construc-
tion it indicates the percentage chance that the itern will function properly initially after
construction. Obviously, a test after the roll will reveal whether or not the item operates,
though that ¢an become involved (or even dangerous) with complex machines/organ-
isms. It is suggested that in the case of complex construct and erganisms such as Rep-
licant and Clones that the PC be instructed to rolf until a 100% total accumulated chance
of success is achieved (or utter faiture, or the creator gives up). If the item fails,
successive rolls with a cumulative chance of success are permitied.

The second number in each box on the chart indicates how much time is expended to
achieve the result. This is actual time at work, so sleep and break time should be added
in when days or weeks hecome invelved to calculate an actual time span.

Note: Research is performed using Scigntific skilf bonuses; Construction is done using
Technic skill bonuses. If a project seems to fall under more than one skill category,

DiFsicuLTY RATINGS
When assigning difficulty, a few general

% guidelines should be keptin ming:
% Routine: Is for very simple operations

only, such as improvising wiring on an
available generator to recharge an energy
cell, or assembling a simple, modular
device. With regard to research, this
applies to checking one easy reference.

. Easy: Applies to most elementary con-
-struction tasks, assembling a small

apparatus with pre-made parts, for
example. Research is slightly more
involved than one reference; perhaps two

- or three sources need to be checked for
" 100% completeness. _ o

Exampie: Sanvok has a 40 bonus in
Weapons Technology, and decides to
take fiis Laser Pistol apart and put it~
together again (just for kicks). The GM
delermines that this is “Easy”, and
Sanvok rolls a 27 (plus 40 = 67). A 67
result in the easy column says thal, after
ten ministes the Laser Pistol is to the
point where there is 2 95% chance that it
will operate correctly. Sanvok tests it —
probably by shooting at something. He
rofis an 03 (Note that this roll is unmodi-

average the apprapriate ones to get the skill bonus to be applied.

fied and not open-ended). The Laser
Fistol fails ta work. He rolis again on the
Fasy column, getting a 67 (total, includ-
ing bonus: 107). This reports a 99%
after one more minute. The percentis
cumulative, so there is a 100% chance
the item now works. (0Of courss, there is
still atways the chance that the pistol will
malfunction in normal action, as reflected

in the Failure range of the weapon chart.}

Moderate: For slightly more sophisticated
operations, yet still in the "simple’ range.
Example: Norvin, in his fully equipped
workshop, decides fo build a small power
celf recharge device to run off his
portable fusion reactor, sa its easier to
recharge his Blaster Rifle Power Packs.
Abruptly he realizes (ie., the GM tells
himn) that he has no idea of the specifics
of the voltage/waltage of the Power Pack
or how to alter the current. He goes to
the handy Reference Computer {not
necessarily a feature of a workshop, but
invaluable for research) and calls up the
Engineering Technical Reference Mem-
ory. The GM decides that alf the data
required for reasonable success in this
operation will probably have to come

Te55

frankenstein, by Mary Shelly
Terra Prelmp 9864

from three or four sources {Power Pack
specs, Portable Fusion Reactor specs,
and current alteration details). He
informs Norvin that this is 2 Moderate
Research project. Norvin has a 60 skill
bonus in Electronics and a 40 skill bonus
in Power Systems Theory as Scientific
Skills (the GM having determined that
this is a Electronics and Power Systems
Theory project, since the weapon itself
really has little to do with it, Weapons
Design is not applicable) so so Norvin's
net add is 50 (average of 40 and 60).
Norvin rolis a 78 (78 + 50 = 128). 128
cross-indexed on the chart reveals 100%
compietion in 20 minutes. Thus, Norvin
gleans ali the necessary information he
needs in half an hour, The next step is
actual construction, which requires the
appropriate Technics skills. Once again,
Electronic and Power Systems Technics
are involved. Norvin bonuses in these
are both 40, so the average is (not
surprisingly} 40. Norvin's shop is, as we
have noted, fully equipped, so the GM
need not impose additional penalties for
insutticient equipment and supplies. The
GM determines that this operation is also
Moderate, Norvin roifs 56 and adds his
40 bonus = 96. The result on the table
reveals that after 20 minutes, Norvin has
completed the project to the point where
there is a 95% chance that the device will
work. Norvin tests it, and roils an 87
(well above the required 06+). It works
{and will continye to work, under normal
operation/malfunction rufes). . -
Hard: To be used for more complicated
construction, perhaps involving the
custom tooling or wiring of a complete
unit; or simple organism synthesis {such
as reproducing a drug). Also for the lower
range of involved research or a creative
design. . N
Complex: Appropriate for Cloning, non-
experimental Replication, and extended
Eugenics planning. Alse used for creative
micro-erganism work (hased on compa-
rable research) and the construction of
relatively basic new devices from ‘raw’
materials ~— a different type of multiscan-
ner, for instance (again, based on compa-
rable successful research). Detailed-
research with possible namerous cross-
references uses this column.




Very Complex: This column should be
used for Construction of sophisticated
new systermns and new types of Altsrant
Replication {based on research} and
extremely detailed research, with at times
unclear data.

Exampla: Trevoc, after successiully
completing research on creating a special
Alterant Replicant with superior night
vision, goes to his fully equipped lab and
begins the necessary chromosome and
gene alteration on the Replicant fetus. He
rofls a 76, pius his 60 Genetic Engineer-
ing bonus, a total of 136. On the Very
Complex tabie, the resuitis 50%
complete after 57 days. He rolls again;
89 (plus 60 = 143) the resuit is an
additional 55% {bringing his total 1o .
100%} and an additional 53 days of work.
Thus, the fetus is altered and developing
in the growth tank after 110 days of
work, Note that this does not inciude the
100 days while the fetus is in the tank,
growing to maturity. See Section 12.0
for maore details on Replication and
Cloning. '
Absurd: Use this column for things which
would normally be Hard to Very Complex,
but when there are important facilities/
supplies unavaiiable. Caution is advised,
however. Even in the universe of Space
Master, some things are "impossible”,
and if the GM deems scmething to be
impossible, he should say so rather than
atlowing a roll.
Example: Trevoc, with his total Genetic
Engineering bonus of 60, and has
gathered all the chemical components of
the human body {(water, salt, various
trace metals, etc.) and announces to the
GM that he wishes to create a Replicant,
using no equipment. This, of course, is
beyand Absurd; the GM calmly and
reasonably informs Trevoe that uniess he
acquires the proper materials and
equipmment, he cannot even atternpt the
fask. (then the GM goes home and
screams)

GengraL FacTonrs
Once a column has been selected
reflecting the empirical gifficuity of the
project, a few general factors are very
important to consiger, and to represent
these, a numerical modification to the roft
is suggested.

if Research:

= Are there adequate information sources
avaitable for the data- gathering in
question — Or has some vandal stolen
the needed voiume?
Suggest: Full data: 10; Near Full -20;
Partial; -30; Fragmentary: -50

= |5 the environment conducive to research
(no interruptions)?
Suggest: Quiet: +0; Rare Distractions:
-20; Noisy: -30; Disruptive: -50
« |5 the data appropriatety recorded so
that, when used, it will be accurate?
Suggest: (storage type) Datadisc: 20,
Tapes: -2(; Written Text; -30; Disorgan-
ized format: -50

It Construction:

= Are the tools and facitities available the
appropriate ones?

Suggest: Complete Equipment: £0; Near
Compiete -20; Partial: -30; Sorely under-
squipped: -50

« Are there adequate materials, and are
they of suitable quality?

Suggest: Compiete: H); Near Complete
-20; Partial: -30; Wanting: -50

* Is the environment suitable and condu-
cive to the delicate work involved {i.e.,
not aboard a smalf spaceship under
attack or a town during an earthquake}?

Suggest: Quiet: 20; Rare Distractions:
-20; Noisy; -30; In Motion: -50 — -100
(varies).

+ Are the ptansfinstructions/source data

complete and accurate?
Suggest: Full data: +0; Near Full -20;

Partial; -30; Fragmentary: -50

The research/construction roli(s) are
made and modified by these factors as
well as the PCs skill rank in the appropri-
ate area. For very complex machines,
several rolis should be made: one for gach
system, each possibly with different
modifiers ang complexities,

it is important {0 be aware at all times
the cost of materials. In the Example
above, Norvin was abie to build his
recharge device because his workshop
was “fully equipped”. This of course
meant that it was fully stocked with the
tools and materials needed, After the
device is buift, the workshop is no longer
“fully equipped”, and Norvin will have to
pay & certain amount to restock it. This
involves a determination of the Cost in
Parts.

This important concept comas up in all
types of construction, ang repair of
devices when they are seriously damaged.
Naturally a complete price list of alt
conceivable mechanical and electronic
parts would be tedious and extreme, so it
is suggested that the GM review the
general price lists and estimate a cost
value. Remember that in generala Cost in
Parts is about half the cost of an as-
semnbied maching or device (due to cost of
labor, equipment, etc). However, if the
players are stuck in some low-tesh
outpost, the price could be quite extrems
(or the items coutd be completely
unavailable!).

Grour RESEARCH AND CONSTRUCTION

Group research is almost always more
praductive than individual, and below are
the factors to be included. Keep in mind
that adequate facilities for the group are
necessary for their fuil efficiency to be
realized.

SinGLe Science/TecH ProJecT
A situation in which ¢ne skill is clearly
the central one and any others are
relativaly irrelevant. Everyone on the
‘teamt’ must possess this skilf bonus, and
all the people’s bonuses are averaged.
The roll is also modified by the number of
people in the team: for each person {mare
than one and up te ten) on the team, add
+5 to the roll; for every one over ten {up 10
20} add +2; every one after twenty add +1.
The time listed on the chart should alse be
halved each time a person is added.
Example: A project that wouid take one
person 100 hours takes two pegple 50
haurs, three people 25 hours, four people
12.5 hours, ete. :

MurmirLe Science/TecH Prosect
When a project seems to falt under
several categories, the major applicable
skills are averaged. Each person on the
team need ¢nly know at least ong of the
necessary skills, Bonuses are as above,
and the time is also halved as above.
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MACHINES

“While man is a marvellous machine indeed, | think | might have done better given a
few miflion years and an entire planet to work with. | shall do better in a fraction of the

time and at negligible cost.”

11.1 I

WEAPONS/SMALL
DEVICES

Perhaps the most straightforward of
the construction operations, these are
normally handled with one roll. Standard-
ized parts and other construction materials
are readily available in most areas of
reasonable technology, s0 construction,
with proper instructions, should rarely be
more than Hard.

11.2 I

ANDROID
CONSTRUCTION

Constructing an Android is conceptually
somewhere between constructing a Robot
and creating an Alterant Replicant, and
usually more expensive than either. Itis
recommended that the GM read over the

_Replicant rules to familiarize him/herself

with the general concepts and difficulties
s0 that they will better understand the
mental facets of Android construction. ~_
Sciantists designing an Android use the
averaged skills of Cybernetics and
Electrenics. Techs building an Android
use the average of their Cybernetic Tech
and Eiectronic Tech skills. Android body
construction should be considered a Very
Complex procedure, and linking the body

Paal Fractiis, Founding President
Virtual Humanatronics
Alpha Centauri, Prelmp 5655

See below for details on cost muitipli-
ers for superior systems. The Complete
Workshop contains ali tools and equip-
ment necessary to construct an Android,
including a computer and interfaces to
program the Molecutronic brain, but no
actual supplies.

11.21 STAT DEVELOPMENT
AND BONUSES

An Android should be considered as
being in two distinct and separate parts:
the body and the mind, the ‘mind’ in this
case being the Android Molecutronic
Brain, a semi-living substance which

.stores and processes information in a way

similar to that of the human brain —
although more quickly and efficiently.
Molecutronic brains also ‘die’ if their
supply of energy is cut off, losing all
memory. Itis possible to place such a
brain in another housing, such as a robot
or vehicle, but it is generally considered a

-1 waste of the brain's unique learning (seif-

programming) potential.

Character Development stats are used
here, so if another system is being used
the GM should convert the given stats as
closely as possible to his system. Five of
the ten stats are tinked to the Brain:
intuition, Empathy, Self-Discipline,
Memory, and Reasoning, while the other

further by using improved, more expen-
sive systems, instead of the ‘standard

parts’. See the cost chart at the end of the _

section for the standard system prices.
Since they are no more difficult to
install, these systems do not make the
construction roll more difficult. They are
maore costly, as can be seen below:
Cost
Multiptier  System Bonus*
(x2}  + 5 voice or appearance.
{x5)  +5 muscular or skeletal;
+10 voice or appearance.
+5 energy or nervous;
+10 musculature or skeleton;
+15 voice or appearance.
+10 energy or nervous;
+13 musculature or skeleton:
+20 voice or appearance.
+15 energy or nervous;
+20 musculature or skeleton:
+25 voice or appearance.
+20 energy or nervous;
+25 muscutature or skeIeton
+ 30 voice or appearance.
+25 energy or nervous;
+30 musculature or skeleton.
* Note that this is the cost and bonus for a
system; to be applied as stat bonuses,
two or more systems are mvolved
* Improved Strength:
(skeletal and muscular syslems)
* Improved Quickness:
{muscular and nervous systems)
» {mproved Agility:
{muscular and nervous systems)
« Improved Presence: (voice, appearance)
* Improved Constitution: _
(skeletal and energy systems)
Example: Ryk the Engineer has done his
research to build an Android and is

(x10)
{x20)
(x50)
© (x100)

(x200)
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five are associated with the body:
Strength, Quickness, Presence, . . ..

Constitution, and Agflity. -~ ..
Prysicat CAPABILITIES

to the Molecutronic brain is another,
VeryComplex, operation.

Annrown MATERIALS AND EQUIPMENT

purchasing the needed parts. He wants
his Android to have a +10 Presence and i
+10 Agility (i.e., a + 35 total in each, 1
including intrinsic bonuses, ) Ta do rms

T.....................................‘.....................

Equipm eﬁw aterial .' Cost GM Note:The following rules are sug- his Android must have +10 quality
Molecutronic Brain 50,000 - gested guidelines for the creation of a versions of aif the foﬂawnfg Muscufa-
Complete Workshop............. ""‘1'"500'000 player character Android. The GM should | ture, Nervous system, Voice, and -
Vocal System ... S ..2,000 read over them carefully and make any Appearance. Note that other factors
External (appearance} Sygtem 2 000 modfﬁcaffons he Sees ﬂf before a”ow.fng Whlch only have one apphcab!e enhanced
Energy/Power System ... 10,000 a player to consider being an Android. system (such as Strength, for instance,
Muscular Syslem s ssssossoesennnr 3,000 Androids produced by companies in the for which only Musculature was im-
Nervous System ... e 5,000 Space Master Milieu will be of varying proved) gain no bonus, because the
Skeletat System .. v 2,500 sophistication, the type listed here as ske!gton could not take the strain should
Visual Sensors {eyes 2} e 2,000 appropriate for players is ‘above average.’ | the improved muscles be used to

Audio Sensors {ears; 2}' ... 1,000 capacity. Thus, Strength is +0. If Ryk

Compact Repair Kit ., ceeeernernss 300
Simuiskin refill (repa;rs 200 hlts} w20
Major Repair Kit .. e ..2,500
* Superior versions can be oblamed (at a
higher cost).

The theoretical standard Android body

has 100's in all of its physical attributes
{Temporary and Potential), reflecting a
+25 bonus. This bonus can be enthanced

spent the money to buy a +10 skeleton,
his Android would thus have a +10
Strength bonus as well. (Then he would
only need to buy a +10 energy system to
enhance his Android’s constitution....)

o A LT o W




After construction, the physical sys-
tems cannot be altered without a complete
physical overhaul (a Complex operation).
MentaL CaPABILITIES

The stats of the molegcutronic brain,
once activated, are ali 90 {Temporary } To
determine potentials, roll one B1Q adding
two points, Potentials are rolled, then
gach is assigned to a desired stat. An-
droid mental stats move toward their
potential just as the humanoids' do. Note
that this can generate stats as high as 102.

General attitudes and tendencies can
also be programmed in, such as aggres-
siveness, compassion, specific fears,
hatreds or loves, and prehibitions (such as
refusing to kill a humanoid}, and loyalty to
a specific individual. Atthough none of
these are absolutely guaranteed, as the
brain is self-programming, and, aftera .
point, self-motivating, the Android should
be almost incapabie of disobeying explicit
program dirgctives.

Noite: The GM may wish to institule a
“secret” percentage chance of a hidden
flaw in the Android Brain, such a hidden
hatred; homicidal tendencies triggered by
an unlikely event, etc. This ‘unreliability’
would explain a racial distike for Androids
in some areas, if that is desired.

11.22 SKILL DEVELOPMENT

The Android chooses a profession, and
makes skill picks, etc, It ‘matures’ after a
fashion, as it goes througk a ten year
period of development during which it
gains its adolescent and apprenticeship
skill levels (this ten year period can be
bypassed via intense programming, but
this involves expensive “Background
Data”, as well as an additional Complex
operation. Also, this daia is rather basic,
and of necessity lacking in trivial — yet
helpful — background ‘experience’). In
general though, an Android develops and
learns just like a PC with the following
exceptions: Androids cannot be Telepathic;
and they do not pick Body Development.
See below for Android repair information.

11.23 ANDROIDS IN COMBAT

in combat and most other areas of day-
to-day play, an Android should be consid-
ered a sentient being: subject to attacks
and criticals as would a normal sentient.
For example, an Android would ‘bleed’
precious lubricating and power fluids, and
it could be ‘stunned’ by a serious strike
which might temporarily incapacitate its
system (the GM may wish 10 have
Androids more resistant to stuns, how-
ever, perhaps being stunned for only half
as iong, or, for instance, subtracting 1
from any stun total),

However, Androids do not ‘lose
consciousness'; all take 200 hits plus their
total Con bonus hefore being incapaci-
tated. Most Androids have a built-in safety
mechanism which causes them to 'play
gead’ long before that point is reached, so
they can repair themselves later {unless
analysis of the situation tells them that
playing dead will do no good).

Another important factor about
Androids is their superior AT: Android
flesh is AT 4 {rather than normal sentient
AT 1). Furthermore, Androids with a
musculature and skeleton of +20 or better
have an effective AT of 12,

11.24 ANDROID PHYSIOLOGY
AND REPAIR

Andreids do net eat, although they can
drink and process liquids, eliminating
them the same way sentients do. Their
body extracts any needed hydrogen to fuel
their internal high-efficiency microfusion
reactor: the Android power center
{(“heart”). Supplemental water is stored in
the stomach area to keep eyes and
mucous membranes moist, for a complete
'living’ appearance. Androids seem fo
breathe, though it is an artificial conven-
tion, as are pulse and heartbeat.

The most advanced Angdroid designs
are absolutely indistinguishabie from a
living being to human senses, and some
are fully capable of ail applicable sentient
physiological functions (this is a necessity
for the advanced pleasure models). Some
cultures consider Android capability of
certain functions to be an abomination.

Androids can be equipped with ‘special
abilities' just as Alterant Replicants and
mutations. The GM should review the
special abilities section {in the Player
Book, 12.5) and assign costs for each.
Naturally, an Android would not have cor-
responding physiologicai problems asso-
ciated with most special abilities. In
addition, other special sense or manipula-
tion skills (e.9., infra-red vision, height-
ened tactile sense) are possible.

Androids do not ‘heal’ s do living
sentients; they must be repaired. Simple
concussion hit damage can be dealt with
using a Compact Repair Kit, which
includes a container of substance nearly
identical to the Android flesh, and a device
very similar to the Medical Dermal Closer.
The Android (assuming he has boxes in
Cybernetic Technics and is not incapaci-
tated) can perform these simple repairs
easily at the rate of 10 hits per round.
Destroyed sections of skin cannot be
cosmetically repaired in every detail the
field; this requires appropriate facilities (a

Major Repair Kit will do).

For more severe damage, such as
‘muscle’ or ‘bone’ damage, a Major Repair
Kit 1s necessary. This “kit" is actually a set
of two 1/3 cumet containers holding a
portable computer and a number of very
specialized devices and materials. The
computer is programmed with necessary
specialized Andraid anatomy data, and
acts as a guide tor repair/construction
purpases. For these serious repairs, the
Malfunction/Repair Chart should be
consulted. Match the severity of the
critical with the repair column: Routine =
"A”; Light = “B"; Moderate = “C"; Severe =
“D™; Very Severe = “E” {not using the
Extremely Severe column) and use the
critical roll(s) as a Subtraction from the
repair roli{s). Treat “66" as “100",
Separate criticals require separate repairs,

Example: An 87 “C" critical is rofled on
Bifly the Android. Therefore, to repair the
damage, the Moderate column of the
Repair/Malfunction table is used. Billy's
owner Ryk has a 60 Cybernetic Tech
bonus, and rofls a 65. 65 + 60 = 125,
minus 87 equals 38. Thus, a 38, which
reads 20 minutes to repair with 10% CIP
(cast in parts). The 10% fs ten percent of
the damaged area, which the GM must
subjectively decide the approximate value
of.

Naturally there will be inconsistencies
between the actual critical ta the Android
and the written crit on the table designed
for living beings, but the GM is urged to
extrapolate to the nearest mechanical
equivalent. In some instances (such as a
destroyed eye or heart) a replacement is
cbviously necessary, and the Repair Chart
alone is not enough. Unless there are
specific replacements avaitable (they could
be purchased ahead of time} the Android
will be crippled until such replacements
can be found.

11.3 I
LARGER CONSTRUCTS

The custom construction of larger
machines than small devices will be dealt
with in excruciating detail in future Space
Master products, however, the GM may
wish to extrapolate the general guidelines
given above and allow his characters to
build larger constructs such as robats,
vehicles and even spacecraft.

U TR

- —

A T .+ . - _—

.+

P G— P SRR YRR i




ORGANISMS

gven possible,

12. 1 N
MICRO-ORGANISMS

The possibilities for engineering
custom-made micro-organisms are
virtually limitless; they are the origin of
many drugs used for healing in Space
Master, as well as poisons. The GM must
make judgements here, although the
. engineering of micro-organisms is usually
less complex than such undertakings as
¥ an Alterant Replicant, Moderate is
applicable for most simple tasks. Genetic
Tech skills are used for construction in
this area.

12.2 I
- ALTERANT REPLICATION .

: . Alterant Replication is a process

- whereby a living fetus is altered by

. artificial means at the genetic leveito

. produce an different (usually improved in
= some way) being or creature. The

.\ Research/Construction Chart (pg.61) is
3 used, and — in general — the greater the
E abilities of the new Repficant, the more
t
t,

¢ difficult the operation.
¢ Conceptually similar to the simpler
»  genetic alterations, Replication involves
" implanting new genetic material into a
- fetus (“blank” fetuses are produced in
farge numbers using a modified cloning .
procass) and growing the prepared fetus
at an accelerated rate in & speciaf tank.
Very expensive, sophisticated machin-
ery is necessary 1o perform the operation
of altering the chromosomal structure to
the new form, involving extensive pro-
gramming and delicate operations. Once
the fetus has been altered, it is placed in a
growth tank to develop to the desired
maturity: 100 days to fult growth {20 year-
oid equivalent for full maturity; with five
days in the tank equalfing 1 year if the
Replicant is to be brought out pre-
maturely and perhaps raised 2s a normal
hominaid).
When creating a Replicant, first the
appropriate research is required to
determine exactly how the genes are to be

E In the universe of Space Master some cultures have made an art of genetic manipu-
lation. Engineered migrebes and other tiny grganisms serve as everything from food to
gomputers to garbage consumers. On many planets can be found plants and animals
created specifically for certain environments and for certain functions. Cloning of
Sentients has become {refatively) simple, and artificially constructed and bred people are

The GM shoutd keep in mind that, even in the far future the social ramifications of
some of these things would be significant: racial resentment of Alterant Replicants;
mistrust of Clones (perhaps because of ‘tampering’ by the Genetic engineers), etc.

altered. Genetics is the Scientific skill
used. If the desired Replicant type has
already been created by someons else
(this can be determined by a percentage
roli, likelihood determined by the GM) the
Research is Easy. if itis a new type,
research is Very Complex. The GM is
urged 1o place restrictions on how
powerful or sophisticated the designed
Replicant canbe,

M is suggested that no special stat
bonus exceed +30 (in addition 1o an
intrinsic stat bonus) and that the average
of alt bonuses never exceed 15. These
restrictions should be even lower for
Eugenics Products {+20 maximum special
stat bonuses, and a maximurm total
average of 12). Review the Race Statistic
Chart (Player Book, pg 31) for trends. For
Replicants, Empathy and Intuition starts at
-20 for purposes of modification, and for
Eugenic products, these stats start at -10.
For Construction, Genetics Technics is
used, and Replicant Construction is always
Very Complex unless otherwise noted.

An additional difficulty factor should be
assigned, depending on how many special
abilities the Replicant will have, and how
good its stats will be. For instance, in the
Race Statistics Chart when averaging all
the stat bonuses, the Type | (warrior) has
a +10 average bonus. Thus, the creator of
this Replicant might be given a 100 (10 x
10.0) mokiifier to his detriment {-100)
when rolling to construct the Replicant. (i
using data from a type atready created, the
difficulty modifier is halved — assuming
construction data records are accessible).
That is just the Stat modifier section. Also
to be considered is the Resistance Roll
modification section. As can be seen, all
Replicants are at Base -50 vs. Channeling
and Essence. They are intrinsically at this
fevel because those Realms are virtually
unknown in Space Masier, and those who
do know of them don't bother with them.
Any improvement of those conditions
must start from the -50 ievel. Against the
other areas, Replicants start at +0, as Wlth
Stat modifiers.

in the area of healing and i m;ury,
Replicants’ soul departure delay is two
rounds; this is generatly considered
irrevocable. Stat deterioration is +5, but
can be reduced at a cost of 5 modifier
penalty per 1 point of deterioration
decrease. Hecovery factor is base 1.0, but
can be improved {or reduced) at a
modifier of + 5 per .5x of recovery rate
(can‘t be reduced below .1x).

Each ‘Starting Language’ costs in the
form of a 10 modifier, and it is imptanted
and permanently known.

Hit dice start at D8, with a +5 cost per
extra “side” of die roll. The flat bonus per
level costs +10 per +1 hit/vl.

Max hits start at 100, and can be raised
or lowered at a rate of five hits/ +1 mod-
ifier. The GM can also stipulate that the
desired gene material for superior stats,
bonuses, eic. must be bought specifically
and instalied at a base cost x the bonus as
a multiplier {see costs below).

Lifespan is generally set at approxi-
mately 20 years {after removal from the
growth tank} and can be increased at the
following rate: # of years equivalent to
modifier on a one-to-one correspondence
{i.e., twenty extra years of life equals a 20
modifier). The lifespan can also be dec-
reased, but at no bonus. Replicants don't
age until their programmed expiration,
when they age very rapidly (one year/hour)
untit death at a 100 year-old equivalent.

Example:The first creator of the Type! - -

{Warrior) Replicant’s modifiers: 100 from
total average Stat bonus enhancement, -
40 for average RR enhancement, § due to
reduced Stat deterioration, 5 from
improved healing rate, 10 from two.extra
“die-sides” and 20 for two exira auto-
matic hits/vi, Total modifier: 170 to the
creator’s detriment. See the cost chart

for associated expenses.
GeNeTic MaTeERIALS CosTs CHART
Replication Materials . .. Cost
Genetic Combination Eqpmt ............c..... 2 mil
Memory Transfer Eqpmt . . 150,000
Growth Tank w/monitors. .300,000
{arowth Flulds {1 use} ... §00
‘Blank' fetus* 25,000
Additionai Genetic Material (each stat):*
+5 . 500
+10 .. . 1,000
15 e 2,000
Y1 S . 4,000
$2D i e b s teaanaas 8,000
+30........... e .16,000
Background —........coeiiresciairenns 1 ,000-10,000

* Price highly variable; often available only on
the Black Market {3x Normal Cost) wilower
quality and refiability).

Genetic material cost is given for gene material

which will provide & stat bonus for one specific
stat, which replaces material in a "blank’ fetus.
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General physiclogical/appearance
factors (séx, eye and hair color, skin
tones, height and other body proportions,
etc.) are set by the creator at no additional
¢ost -— within reason and subject to other
factors: Replicants with superior strength
are probably taller and detinitely bulkier
than average; those with great agility less
50, efc.

Psychological background (in general)
is pre-pregrammed as desired, inctuding
general attitudes and inclinations,

Some Replicants do not deal wel! with
the fact of their origins. The GM may wish
to institute a rute in which a Replicant
must make a rol with SD as 2 modifier vs
‘disenchantment’, If they faif {roll under
100} — and depending on how badly —
they will become depressed and unhappy
and perhaps even comimit suicide. Below
is a smail table which can be used to
determine depression severity.

Roll  Result

0t-05  Criminaily Suicidal (viotent;
secondarily Homicidal)

06-25  Suicidal.

26-50  Inactive/Semi-Comatose.

51-75  Surly and prone to RRs vs.
respect for authority.

76-80  Deeply Depressed (-25 for aff
actions).

91-100 Depressed, at -5 for all activity,

Some can be hetped with treatment
(attempting te roll over 100 with SD mad,
one per month while in “intensive treat-
ment", ail at an additional - 5C, modified
by the therapist's Psychology Donus. An
addition subtraction of -10 is added for
each month of a roli under 100) if they
succeed, they are eured.

When the Replicant is removed from
the growth tank, his stats are rolled in the
same manner as a Player Character,
ingluding Temps and Potentials, etc.
Profession, as well as Adoiescent angd
Apprenticeship skill selection are also pre-
programmed. it is naturaily assumed that
the stats will be assigned to further
enhance the programmed strengths of the
Replicant. After “birth” from the tank, skill
point selection is theoretically the decision
of the Replicant, though naturally it wilt
obey the wishes of its master if imprinted
{see below) or whatever authority figure is
avaifabie if it is suitably passive in the area.

Imprinting ({the very strong bonding of
the Replicant to — or against — a certain
individuat) is more involved. imprinting
and must be done within one day of the
Replicant's emergence. The method is
this: a subconstious 'trigger’ is pre-
implanted, with the desired inclination

(devotion, love, seffless protestiveness,
open distike, cunning, murdercus hatred,
etc.) formed into a phrase in one of the
Starting Languages. When the phrase is
spoken, the Replicant is exposed to the
“imprintee” (or an image of same — a full
color holograph is best} and thus Im-
printed. imprinting to more than one
persgn is rarety effective and often results
in damage and confusicn to the Replicant,

12.3 I
CLONING

Cloning is much more straightforward
that Alterant Replication, since genetic
‘tinkering” is not involved. A living flesh
sampie is taken from the donor, and
grown in a fetus propagation tank {differ-
ent from and more complex than a reguiar
growtiy tank). Successful completion of
this phase alone is a Very Complex
gperation, and takes the time indicated on
the chart, Then the fetus is prepared and
placed in the normai growth tank for the
term, again a {unmodified, except for the
creator Genetic Tech bonus) Very Complex
task. After both operations are compietsiy
successful, the living Clone emerges. He
or she has the exact Potential stats as the
Dongr (though Temps are at 1st level
equivaient) and intrinsic abilities. The new
Clone has no skills, however.

This problem can be avoided or
corrected in two ways: The Clone can be
awakengd as an infant (after about 10 days
in the growth tank) and trained. This may
resuit in stightly different skill develop-
ment {the GM should enforce this possibil-
ity, since the new Clone is a person, and
just as capable of independent thought
and free will as the donor).

Alternatively, the Clone can receive
memories from the clone sample donor.
This is invariably traumatic, and can
possibiy kill or mentatly damage the Clone.
The proper "Memory Transfer” equipment
is required, and a rolt on the Hard column
of the Research/Construction Chart is
needed. If 100% success is not achieved
immediately. the Clong must rofl over 100,
with Memory as a modifier, If he fails,
there is 2 20% chance of death
(irreversible in this case}. if the Clone
survives, his Potential Memory and
Reasoning is reduced by the number equal
to the amount less than 100 roiled to
awaken the memories, and its actuat skitl
knowtedge is reduced by the same
amount. Subsequent attempts to restore
memeories after the Clone has failed once
wilt definitely kift it. 1f the Ctone resists,
the Creator may roll again, attempting to

Assuming the restoration is successful,
the Clone will have all memories and skitls
of the original, up to the point the sample
was taken. However, the Clone is now a
separate entity, and its environment
immediately Degins to take effect. There
will be inevitable attitude divergences as
the Cione has new experiences and makes
its own choices,

Example: Trevoc is trying to transfer the
memories of someone into a clone of that
person. He rolls a 77 (plus his 60 bonus
=137} On the chart, 137 indexes to 70%
success. So, the Cione must make a
Roll. lts Temp Memory is 80, 50 3 20%
chance of failure, Trevoc rolls 16.
Oogps, not high enough. Trevoc rolls the
chance of death: 47. Well, it doesn't dig,
but its Memory and Reasoning are
reduced by 30 (100 - 70 = 30). His 87
Pot. Memory is now 57, and his 76
potential Reasoning is now 46. Not
good. Also, 30% of the Clone's back-
ground ang skill knowledge is lost, the
specifics to be decided by the GM,
probably by assigning numbers to the
totat number of Trevoe's skills and
rolling, removing those skills until about
30% are gone.

it is also possible to grow a Clone
fetus, then proceed with Alterant Replica-
tion procedures, thus improving on an
already existing set of Stats and parsonal-
ity traits. The result is a combination:
whatever is not altered in the Replication
process carries through from the origina,
This procedure is more delicate, however,
and the RRs necessary when Memory
Restoration is attempted on a normal
Cione must be followed at every step of
this Clone Alteration. Any failed rolis by
the fetus (using Adolescent level Temp
Constitution as a modifier during Altera-
tion) results in death, Memcry Restora-
tion to an Alterant Clone is done in the
same way as normai Clones, except that
failure of a roll by the (lone invariably
results in death.

complete the memaory restoration.
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CONSTRUCTION / RESEARCH CHART
Routine Easy Hard

. B4 . e T, by 0T TR A . .

Moderate a Complex Very Complex Absurd
-151 Light malfunction | Moderate Moderate Moderate _|Severe maliunction | Severe matfunction Physically
ic the equipment. | matfunction to | malfunction to the | maffunction to the |to the equipment. | to the equipment. 10 | impossible
the equipment. | equipment. equipment. days wasted.
|?150}; — {-101}| Routine malfunc | Routine Routine ma- Routine 50 hrs. wasted; No progress: 50 days | Project botched
tion to equip- | malfunctionte | Hunction to malfunction to ~ |50% of materials | wasted and 100% of | after one year. Al
ment. equipment, equipment, equipment, {clane, replicant, materials destroyed materials lost.
machine parts, etc.} | due to esror.
destrayed.
{-100) — (-51) | 5% 5 minutes. | 5% 40 mins. Upgrade to HARD. [ 5% 100 hours. 10 hours lost, 20% | Problem 30 days into | 5% 6 yrs. Sfight
Waste 1 hour. of materials task. 50% charice pro- | progress, but
destroyed due to ject destroyed (if re- equipment acts
BIrar. search: wrong data). up: roll Very Se-
50% no damage, no | vere malfunction.
progress.
{(-50) — (-26} | 10% 2 minutes | 10% 40 mins. | 5% 4 hours. 5% 80 howrs. 5% 350 hrs. If con- | 10% 100 days._ It 5% 5 yrs. i con-
(12 rounds). struction, 10% of | construction, 20% of | struction, 50% of
material destroyed. | material destroyed and | materials dam-
must be replaced. aged.
(-25)—0 | 20% Tminute (6 | 10% 30 mins. | 10% 2 hour. 10% 60 hoars. 10% 350 hours. 20% 90 days. If con- | 5% 4 yrs. If
rounds). = struction, 10% of construction,
material destrayed and | 20% of materials
must be replaced. damaged.
01—20 40% 6 rounds. | 30% 30 mins. | 20% 1 hour. 20% 50 hours. 15% 350 hours. 10% 85 days. 5% 3yrs. If
. canstruction,
10% of materials
damaged.
2t—40 60% 6 rounds. | 50% 30 mins. 30% 50 mins. 25% 40 hours. 15% 300 hours. 15% 83 days. 5% 2 yrs.
41—55 80% 6 rounds. | 70% 20 mins. | 40% 50 mins. 30% 40 hours. 20% 300 hours. 20% 80 days. 5% 1.5 yrs.
56 — 65 90% 6 rounds.  §95% 20 mins. [ 50% 40 mins. 35% 30 hours. 25% 300 hours. 30% 80 days. 5% 1 year.
6675 95% 6 rounds. | 95% 10 mins, | 60% 40 mins. 40% 30 haurs. 25% 250 hours. 30% 78 days. 6% 1 year.
16 —85 899% 6 roynds. | 99% 10 mins. | 70% 35 mins. 45% 30 hours. 25% 250 hours. 35% 75 days. 79% 1 year.
86—95 100% 6 rounds. } 99% 5 mins. 70% 30 mins. §0% 30 hours. 30% 250 hours. 35% 72 days. 8% 1 year.
96 — 105 100% 6 rounds. {99% 2 mins. §5% 20 mins. 50% 30 hours. 40% 250 hours. 35% 70 days. 9% 1 year.
106 ~ 115 | 100% S rounds. | 99% 1 min. 98% 20 mins. 55% 25 hours. 40% 200 hours. 40% 69 days. 10% 1 year.
] K e S -
116 ~—125 1§ 100% 4 rounds. |99% 1 min. 93% 20 mins. 650% 25 hours. 40% 200 hours. 40% 64 days. 10% 300 days.
126 135 | 100% 4 rounds. {99% 5 rounds. | 100% 20 mins. | 65% 25 hours. 45% 200 hours. 45% 60 days. 10% 250 days. -
136145 | 1D0% 3 rounds. | 99% 5 rounds. | 100% 20 mins. 70% 25 hours. 50% 200 hours. 50% 57 days. 10% 200 days.
146 -~ 155 | 100% 3 rounds. | 99% 5 rounds. [100% 15 mins.  180% 25 hours. 50% 125 hours. 55% 53 days. 10% 150 days.
156 — 165 | 100% 2 rounds. | 99% 5 rounds. ]100% 10 mins. | 95% 25 hours. 50% 110 haurs. 50% 51 days. 10% 120 days.
166+ 100% 1 round. | 100% 4 rounds. | 100% 10 mins. 100% 20 hours 60% 100 hours. 60% 50 days. 10% 100 days.

Note: all percentages refer ko the fraction of research / construction on the project that has been completed by the given roll. Times (unless otherwise nated)
indicate the amount of time required to complete the given percentage of the project.
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ROUTINE

(1-3)

‘MALFUNCTION / REPAIR CHART

LIGHT

(6) MODERATE (7) SEVERE

{8)

VERY SEVERE (9) EXT.SEVERE (10

-151
function becomes
Very Severe after 1
tOUnG.

11501*{101]

Dam/Mal becnmes

Sad job. Damage/Mal

severe after 4 rounds.

Dar/Mal becomes very
severe afler 1 roung.

You delver 10 pts. of
damage 10 the system.
Aol agam.

~ You deliver 30 pts. of
. gamage o the syslem.

Repair on extremely
© sgvere column.

. DameaI becomes se-
vere after 5 roungs.

[ 1Il|l}—~—{ 51] DaWMal becomes

Damddal becdmes mdd

Dam.fMa! becomes ex-
fremedy severs after 1
minute.
Damndai becomes
very sgvere after 2
minites.

System is destroyed {FExpig.
sively il possitite). 100% crew,
casudlty rate,

Youdefver 150His 10the
system. System is 3 write
oll.

. " PamMal nemmes very
severe. AMer one hour
© waste 10% CiP.

DamJMal hecomes uery
. severe after 6 rounds.

System is a write off after
2 hours of Linkering.

1 -— 100% o repair crew he-
comes casualfties. System ge.
stroyed

Dam!MaI upgraded o 2members of repair crewtakes
extremely sewverg atler 1 appropriate “0° critical strike.
hour.

Dam/Mal becomes se-
vere after 1 minute.

3 hours to repait with
10% CIP.

10 ;inutes 10 repar
CIP. You

with 10%
overipad circwits caus-
ng & rangom matfunc-
tion.

3[] minutes tn repair

damage with 10% CiP.
Maliunction repaired
=0 cOst.

2 haours to renaar with
10% CIP.

90 minutes 1o reparr
- damage with 10% CIP.
60 minuies 1o repair mal-
tunction with 10%.

72 hours to repaw \-.r-ith__”
50% CIP,

1 member of repair crew takes
apprupnale "C" cnitical strike. J

[ 1(}0 Hits to system Try
again.

48 hours to reparr \nth
50% CiP,

35 hours to repatr umt to  Repair may not be anemmgd
50% effectiveness. 48  unlil 2 “severe™ procedures are
hours to fully repair, 50%  completed,
CIP.

20 minutes o repai
with 10% CIP.

15 minutes 1o repai
with 5% CIP. 25 min,
oiherwise.

T hour 10 repair with
10% CIP.

! huur 10 repair damage
with 10% CIP. Malf. re-
paired without cast.

24 hours to repalr vdth -200 h{IJII.‘IrS to 'r'e;ajmth 50%
25% CIP. CIP,

24 hours to repair vath
25% CIP.

120 hours to repair with 504
CIF.

13 minules to repair
with 5% CIP. 25 min,
otherwise.

53 min_ 10 repair damage
with 10% CIP. Malf. re-
paired without cost.

24 hours to repair gam-
age with 25% CIP, Mall.
repaired withaut £ost.

110 hours to tepair to 30% ef-

fectiveness. 120 hours to repair
ful!y 50% GIP.

12 minvtes to repair.
Dam/Mal  becomes
“ligh}™ atter 1 round.

50 min, io repair damage
with 10% CiP. Malf. re-
paired \mthout cost.

110 hours 1o repair wurh 50%
CIP,

18 hours to repair dam-
age with 25% GIP. Malf.
repaired without cost.

moderate atler 4 erdle aler & rounds.
founds
(-50)—(-26) - DamrMal necomes 20 mmutns wnh 5 % CIP.
light after 3 rounds. otherwise 30 minules.
{-25)—10 You fumble wnh de 10 Mrnutes td repan un|1
vice tor § munutes unbil Unil operates at -25%
it Is working again. with & routine malfunc-
fion.
mn—20 3 minutes to repair. & minutgs 1o repair.
21— 40 2 miniutes to repanr 5 I'I’III'IUICS o repau *Fiou
ting™ malfunction wll
GCCUr next time system is
vsed.
At 355 1 mlnuie to repatr 5 minuies to repar.
56 — 65 5 rounds to repan. 5 minutes 10 1epair.
—75 5 rounds to TEpair S minutes to repair
76 8% 4 rounds 10 repanr. 4 minutes [o reparr.

- 95 4 rounds 10 repa:r 4 minutes 10 repair,
86— 103 3 rounds to repair. 3 mnutes to repair.
105 — 115 3 rounds w tepair. 2 mmutes 10 repair.

116 - 125 2 roungds 1o repair. 2 mrnu!es Id rena:r

2 rounds lo repanr

10 minytes 10 repair.

6 rdunds 1o repair,

Linit at -25% in 3 min-

9 mnutes to repair.

8 minutes 1o repair.

7 mlnulestc repair dam
ape. 5 minutes to repair
malfunction.

You isclate 3 “routine”
procedures 1o repair
ynit Stad next rdund

5 rnlnmes 10 repair.

45 mmu:es to repaw
damage with 10% CIP.
Maifunction repaited by
two light nrocedures

af mlnutes to repa:r i :th

5% CiP.

40 m:nutes ta repalr

30 minutes to repair vith

5% CIP. 40 minutes 10
repair otherwise.

30 minutes ta repair

25 mmutes td repair.

5 hours 1o repair. 10

100 hours to repair with 50%
CIp.

15 hours 10 repair wath
10% CIP.

15 hours 1o repalr \nlh 90 hauts g repair damage with

10% GIF. 50% CIP. Matfunction renaqred1
_ WIN'ICILI! cost.

13 huurs ) repalr dam Repair reduced to 2 modeme

age with 10% CIP. Mall.  procedures.

repalred wlthuut cust

——
10 hoursld repalr umito 80 hdurs :u repair with 50%
50%capacity. 11 haursto IR .

repair tully. 10% CIP

8 hours 10 repalr 10%

CIP.

70 nours 10 repair damage with
50% CIP. Mallunction repaired
wnhdut cosl.

70 hdurs 1o repair damage or §0
haurs to repair maifunction.
Both have 25% GIP.

CiF.

utes. Unit repaired in &
mim.des

136 — 145 You may use equip- 4 rounds 10 repair.
ment ngxt round.
146 — 155 Unit ready next round. 3 rounds to repayr.
156 — 165 Unit ready. You have 2 rounds 1o repair.
172 of the round left.
166+ Quick adjustment. 1 round to repair

¥ou have the full
round to 3ct.

20 minutes ta repair.

5 hiours to repair. 1%
CIP.Mallunclion s davn-
graded 1o sévere,

60 hdurs to repair to 50% etec-
uveness. 70 hours to repair
tully. 25% CIP.

rounds. Unit repaired in
5 minutes.

3 minutes 1o repair.

2 minytes m repalr

Unn 3t 50% in 6- 20 minutes to repar 4 hours to repair. 10%

darmage. Malf. repairis 3
routing pmcedures

DOwngrade repair to
maoderate after 5§ min-
utes

90 hour;_to re;;alr with 25~
CIP.

CIP.

Prdcedure reduced tu 2 5
vere” repair procedures.

3 hours to repair. 10
CiR,

10 minutes to repair,

Hale: Concussion hits repaired on a vehicle in 2 25 hour period = 2 Mechameal Tech repan toff divided by 10, T T T
Hole: If only one person is working on a reparr, double the times listed. Double the necessary time if no repair scanner or disgnastic computer 1s ysed dunng the repair.
CIP refers to Cost-in-Parts. This is the indicated percentage of the parent unit cost which muyst be invested 10 hring abaut the gesired repair.

Reassesment of systems 40 hours to repair with 25%
shows 2 “lighl” repavs  ppp
e rec;u:red

T=62
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0000000000000 FCO0S
MALFUNCTION AND DAMAGE CHART

-

st Roli AREA 2nd Roll [SYSTEM
1 Environment: Lose atmosphere in 1-10 hrs
2  |Environment: Lose heat/eool In 1-10 hours
a-5 [Bulkhead/Alrtock/Hangar Frozen!mal?unctions
1-2 MECHANIGAL 6 {.anding Gear Inoperative
{5%) 7-8  lnternal Lighting Systems out. {Emergency on)
. %  JRunninglLanding Lights out,
10 {Other System:
1 Heim Control (Maln!Aumllary}
2 |Navigation Control {MaerAux}IIary) J
3 [Other Consala - _ - .
4  iOther Console : R
3.5 ELECTRONIC 5 Communications E
{15%) 6 [Electronic Wartfare -
7-8  Sensors 3
5 Medical . '
10 [Other System: = )
t  iDeflectar Shield Contro!
2-3 iSensor Analysis (now at $-100)
4  iComputer aided Astrogation
8-7 COMPUTER 5.6 {Mamcory Banks {Courseplots/archives)
{10%} 7 jAutopilot :
\ 8 . |Sentient Functions/Diagnostics
:‘ 9 ' iMaln Processing Core {A#t above out)
& 10 |Other System: .
w 1 Sublight Orives
2 [Transfight Drives
o 3  |Main Reactor/ Aux Reactor
89 POWER 4 RIF Generator
SYSTEMS 56 *|Deflector Shislds .
{60%) 7 |internal Gravitics .
8 . |External Gravitics
9  |Controt Suraces
10 {Cther System:
1-2  [Centrai Conirol.
3 {Centrat HUD
4 {Tracking Control (Computer)
5  |Other System:
6 [Weapon System:
18 WEAPONS 7 [Weapcn System:
{10%]) 8  |Weapon System:
: g Weapon System:
10  |Weapon System:
ROLL SEPARATELY FOR SEVERITY:
1-5 — Routine (systern operative but 50% chance Mod. Mall, each tme strassed ar hour o! use}
& — Light {Systern at 75% of normal capability}
7 — Moderate (System at 50% of normal capability — or if a multiple system, half have iaifad}
8 — Severe {System Inoperative unti repairad or upgraded). .
9 — Very Severe |System Inoperative uniil repaired or upgraded).
10 — Extremely Severe (noperatwa until repalred/upgraded. May be |rreparab!e w!o spacedock}
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WEAPON MALFUNCT!ON CHART

Roll Weapon Type
HAND-HELD OR }|HAND-HELD OR |GRENADE, FORCEKNIFE OR
PORTABLE PORTABLE PRO- | ROCKET, CR POWERSWORD
ENERGY JECTILE EXPLOSIVES
Waeapon cooling; | Bafety catch on; | Minor guidance or | Temporary power
(-34)-0 |Forfeit 1d5 Fire | Percepor WpnT, |swuctural flaw  {drain; Blade *Blinks
Phases. to notice what's cabuses a -20 out” this round.
wrong. moditier.
01-30 }Aﬁra breaks Dud round/minor | Weak tlast; any | Minor power drain;
inside weabon; ammo jam; Better | Critical effects Blade dims a littie
Final shot is at -10 { sit this cne oul. are reduced by 1. {attacks at -20
31.50 Short circult fries | Barrel slightly off; {Launcher Focal problem;
Internal wirlng and | All shots are at problem or misdl- | Blade blurs; Range
drains En Cell, -15 rected biast; is x2 but attacks at
attack is at -20, -40
Weaapon works, Woeapon Jammed; | Warhsad/timer Capacitor tlaw;
51.65 jbutfires a little off [Clearing i is a flaw; Explosion | Blade is very dim
targat {-25). Routine WpnT occours 14920 and attacks at -30.
manguver. seconds late.
86-75 Fira control stuck |Weapon jammed | Arming mecha- | Power surge causes
B {50% "ON"} if ON, | and damaged; nism of fire a +10 befora
take one attack at {Failure chance is |control stuck in  {shorting weapon
+50, doubled. “sata” position. out.
Surge Damages | Obstructions in Charge seems to | Major power drain;
76-90 lens or focal ca- | barrel causse all be a dud; butit | Blade barely visibie;
pacitor; last shot ishotstogaoff at  |will explode in Attacks ‘at -50.
Is at #15, -50. 1d1Q rounds
Crackling sound {1 Autoloader, gun |Launcher/arming |Badly focused tlade
91100  jemits trom overheats for 1 {machanism tails; |damages weapon;
weapon; Failure | min/Mk. if not, Charge never Failure chance is x3.
chance is x3. rerof, detonates.
Power surge joits | Extractor breaks; |¥ set charge, Major surge; Alack
101-120 user (PB attack at | 10%/rd gun jams | detanator faffs, at +30 this round,
- +20, no QU DB).  [{50% i! fired Missile biows up  |then shorts out.
twica). 1420m from user.
Flash towards Pin maltunction, | Explodes in As above plus user
121-180 |jusers face (PB Shots fail to fire | launcher or near |lakes a “C” Eiec
altack at +40, no  {50% of the tima.  juser (P8 attack at { Grit.
Qu DB) +50}.
. Waeapon explodes | Blowback to Expiodes belore | As above but attack
{PB attack at user's face; set/thrown {PB is at +50 and Crit is
151-170 +10¢, no QU DB, {Blinded tdift rds |attack at +100, no jan "E".
max as Mk, 5. {10% perm). Qu bBy.
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MALFUNCTIONS AND REPAIR

This section deals with the breakdown of equipment, vehicles, weapons, and any

other mechanical or glectronic contrivance, known herein as a ‘construct’.

This section

also deals with the rules fro repairing such malfunctions.

13.1 EEENTRT
WHEN MALFUNCTIONS
OCCUR

Malfunctions occur in one of twd ways;

13.11 A POOR MANEUVER/
USE ROLL

Malfunctions most frequently occur
because of user abuse, mishandiing, or
other unwarranied cruelty, as indicated on
a use table or ¢chart. These tables include:
the Vehicular and Astrogation Maneuver
Chart (Player Book, pg 84-85}) or any
Weapon Attack Table.

13.12 DURING NORMAL USE
This situation arises normally only in
the case of vehicles, since weapons have a
change of malfunctioning every time they
are fired anyway. The GM shouid enforce
the possibility of any vehicle suffering a
random malfunction at any given time.

13.2 IR
VEHICLE MALFUNCTIONS
AND DAMAGE

GMs should periodicatly roll to deter-
mine if a vehicle used by PCs has suffered
a maffunction. This is a two-step process:

13.21 DID A MALFUNCTION

OCCUR?

First we must find out if the vehicie
suffered a breakdown. Some frequency
guidelines are given here;

interstellar Travel

1% chance of malfunction for every 10
light-years traversed (note that this shoutd
never go above 5%, as shunts over 50
light-years are ‘blind’ and very dangerous}.

Interplanetary Travel

1% for each: planetary orbit traversed
{ingluding destination and departure
points), ianding/takeoft, day in flight.

Ptanetary Air fravel

1% for each: 1000 {or fractmn)
kilometers travelled, landing/takeoff.

Planetary Ground Travel

1% for gach: activation of vehicle, 100
{or fraction) kilometers travelled.

In each case, calcuiate the chance of a
matfunction and roll. If no matfunction is
indicated, the trip is mechanically unevent-

ful. Should a malfunction be indicated, roli
D100 to determine the percentage of the
way through the trip the problem arises.
This noted, the GM should roll again, to
see if another breakdown has occurred. If
yes, he shouid determine the percent of
the way through the trip. As long as the
GM gets matfunction resuits, he should
keep roliing. This continues until the GM
fails 1o roll a malfunction. If there are a lot
of them, he should organize them in order
of occurrence then assign the nature of the
failure {13.22).

13.22 NATURE OF
MALFUNCTION

When a vehicle (be it scooter or
starship) is damaged or is determined to
have a malfunction, the Malfunction and
Damage Determination Chart {page 63) is
consulted. On it are listed five categories,
representing the five basic systems found
in virtually any vehicle, The GM makes a
1010 roll and references the system,
Should the vehicle in question not poSSess
one of these systems (‘weapons’ for
instance) a roll indicating that system is
ignored, and the GM rolls again until an
appropriate one is obtained. He then
makes a second 1D10 roll to discover the
exact nature of the probiem for each mal-
function {(some extrapotation may be
necessary), noies it, and proceeds to
roleplay the breakdowns (e.g., console
indicators light up; ship lurches and drops
out of hyper, etc)

13.3 —
WEAPON MALFUNCTIONS

For handheld weapons, this is dealt with
handify by the weapon attack table itsetf. A
'Failure’ result on the table has a chance of
gither being a fumble, a charge depletion
{for energy weapons) or a malfunction.
Shoutd this result of an exceptionally bad
attack soli in the Space Master combat

.| system be encountered, rofl 1010 to

‘determine the Severity af the Malfunction
incurred:

ROLL SEVERITY Map
1-5 Routing. .o -35
6 LIght e -20
7 Moderate ... oo +0
B8 - Severg...ocieeeien e +30
9  VerySevere. ... +50
16 Extremely Severe .............. +70

Te64

The Severity Modifier found above is
applied to a rolt of 10100, and the total is
referenced zqainst the Weapon Malfune-
tionn Chart {(pg 63}. Unless atherwise
stated, the Malfunction thus determined
will remain in effect until it is repaired.

13.4 I,
REPAIRS

Repairs are handied using the Malfung-
tion/Repair Chart (pg 62). A designated
repairman rolis on the chart, adding his
appropriate Tech Skill, {The GM may wish
1o impose modifiers using the Static
Action Chart in the Player Baok, pg 78).
Cross-indexing the severity of the mal-
function against the total roll, the time to
repair is determined. If more than one
person attempts the repair, all bonuses are
totalled and one roll made (assuming this
is practical; obviously tive people can't be
repatring one multiscanner at once!) It
must be stressed that only one roll at a
time is ailowable for each repair. 1§
someone else wants to repair the device
other than the initial Tech, the same net
roll is used, with the new Tech Skill
modifier.

Example: Trevoc, having discvered that
the divafium crystal covaverter on the
hyperdrive has suffered a Severe
maltunction, goes back with
his‘hypnospanner to make repairs. He
has a +70 in Power System Technics, and
roils {open-ended} The resultis a
foops!) -189! The modified rolf is a
-119. Not good. Trevoc asks the GM if
his shipmate Boff Binkly can try the
repair, with his +15 Power System Tech
bonus, The answer is no; Trevoc made
his repair attempt and he’s stuck with it.

Note that there are sometimes two
gifferent indications, one for Malffunction
and one tor Damage. Damage only accurs
as a result of unusual stress (combat or

unusual maneuvers) and the Malfunction
result is used uniess otherwise indicated.
In addition to the repair time indicated,
the chart sometimes has a notation “—%
C1P" {*Cost In Parts’). This means thata
given percent of the systerm’s original
value in pans is necessary to make the

1 repair. In most cases the GM wil! have t0

estimate costs (easy for a small device of
weapom), but for vehicle systems, the
Malfunction and Damage Chart provides
guide. The “%" listed under area catumn
indicates the percent of the total vehicle
cost is in the given system, and the “%" if
the system column indicates the percent-
age of that portion.
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L - .
® 2Bmm Amoshnt 2H Praj 40 ?0 ) +30 O
430 ©

L B
. !
® ¥ ak t
@ JANGLEGUNS: . i e .

Tangle Pistot 1H Proj 2/md- 2 4 6 10 +15 ¢ -30 -90 Entangie Mk.3 2
® Tangle Carbine 2H Proj 2fmd 2 5 15 30 +15 © -30 80 Entangle Mk.4 4
® 5;;agg;ﬂe Rifle 2H Proj 2/rnd 2 10 38 60 +15 @0 -30 Entangle Mk.5 &
® aser Pistol3
@ {Jaser Cartine

Jaser Rifia S

o pabi i Lh
@ RoCKETGUNS:
® Rocket Pistol 1H Proj 10¢ 300 900 0 0 :-30 -90 Smil Prej Mk.3
° Rocket Carbine 2H Proj 100 300 S00 0 0 -30 -90 Sml Proj Mk.3

75 150 450 0 o -30 -80 Smi Proj Mk.3
® Aocket Rifle 2H Proj 100 300 90C 0 9 90 7 Sed Proj M3
2 ] -90 Sml Pmi M3

@ “MAGNETIC LINEAN ACCELERATORS: R S S
o MLA Pist 1H P{&Mﬂmd

MLA Rifle 3 g2H.Eroj s 2/md
® GRENADE LAUHGHEHS .
® Grenade Rifle Launcher 2fmd .
o RBCKETPHOPELLED GRENADE LAUNCHE 'l. i

-RPG Launcher. aaass Lalncher: S41/md, citacs 2 &
@ PORTASLE MISSILE LAUNCHERS: : : -
® PML Launcher  1/rnd 2 {See ammo notes}  +100 450 +20 0 Launcher Error 1 Breh  f

PML Quad Launcher  2/rnd 2 {See ammo notes) 4100 +50 +20 O Launcher Error 4 Breh 1
® PML Amofeed Launcher 2/rnd 2 (See ammo notes} mm +50 +20 @ Launcher Errcr 8 Mag f

MASTER WEAPONS CHART 1: PROJECTILE WEAPONS

RANGE {METERS} AANGE MOBIFIERS Ammunition Notes
NAME TYPE RATE F PE SR MR LR PB SR MR LR. TABLE USED Shots Bursts Load Notes
“CONVENTIONAL PISTOLS: - . ‘:275 N y T T .
 5mm Lt Fistol - 1M Proj nd 2 1% 20 S50 #1585 @ ..-30 -90 ... SmiProj Mk

t0mm Med Pistol . _JHPoj - 2md 2 -2 15 3@ 8 +15° ¢ -30 -90.. . SmiPrgjMk2 ...
e

f2mm Hvy Pistol " tHProj . 2nd 2 20 40 100 415 0 <30 .-90 '  SmiProj MRS '
CONVENTIONAL MAGHINE PISTOLS:
omm Lt P 1H Proj 2 bursts 3 2 5 20 50 +15 -30 -86 Smi Proj Mx.1
2/rnd 2 2 5 20 50 +15 -30 -90 Smi Proj Mi_1
t0mm Med MFP 1H Proj 2bursts 3 2 10 30 80 +15 Sml Proj Mk.2
Lo emd 2 2

T, e S PrOf M2
. GCONVENTIONAL RIFLES: . . R N

0
0

0
1030 80 415 .0
0

0

0

6mm Lt Rifle - 25730 190 “150 T U4t5

-10mm Med Rifle . C 3 .50 150 500 o415 "

_12mm Hvy Rifle L2me 2 5100200 700 415

“CONVENTIONAL ASSAULT RIFLES:

smm Lt AR 2H Proj 2/nd 2 2 25 S50 100 415 0 -30 -90 Smi Proj Mk.1 30 Mag
Zbusts 3 2 20 40 80 415 0 -30 -9 Smi Proj Mk.1 6  Mag

10mm Med AR 2HProj - 2/rnd 2 3 40 120 400 415 § -30 -0 Sml Proj Mk 2 80 Mag

3 3 0

2bursts 3
503NVEHT10NM. MACHIHE GUHS R
1Umm Lt MG SRS

.30 100 300 A5 0 30 90 SmiProjhlk2 .12 Mag

CONVENTIONAL SHOTGUNS:

15mm Shotgun 2H Proj 2imd P 3 20 40 60 +15 ¢ -30 -90 Shotgun 2 Breh a
5 Mag 2
15mm Sawed-off  2H Proj 2frnd 2 2 10 20 30 +15 0 -30 -90 Shotgun 2 Brch 2

20mm weﬁ-oﬂ

~25 -50 __ A0 o

sy Spectal Noles: Yossadti ‘_rr,._ a0t e ety T ;
s Use Sm! Pl:o} anadqahie when'ustng slug ammunition e ek ¢ Linex system powered by a Utiﬂty Pa,clg. i
E" critica d. e = Wil fire ‘only M. o Mi2 grenades, 75 8%

“ Wl fire Mk.1 throiigh Mks warheadevass
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MASTER WEAPONS CHART 2: ENERGY WEAPONS 0!
RANGE (METERS) RANGE MODIFIERS o
NAME TYPE RATE F PB SR MR LR PB SR MR LR TABLE USED NOTES
LASERS: ® !
Mini Laser 1H Energy 1/rnd 7 1 5 10 15 415 0 -30 -90 Laser Mk.1 1 Utility ar Weapon Cell, [ ) !
Laser Pistol 1H Energy 2fnd 7 3 20 5 200 +15 @ -30 -90 Laser Mk.2 1 Weapon Gell. L
Assault Laser 2H Energy 2/mnd 7 3 25 75 300 +15 G -3¢ -90 Laser Mk.2 1 Weapon Cartridge. ® !
Laser Rifie 2H Energy 2/rnd 7 3 30 100 400 +15 0 -30 -90 Laser Mk.4 1 Weapon Cartridge. el
Heavy Laser Sup Energy ~ 2/tnd 7 5 100 500 2000 +15 ¢ -30 -90 Laser Mk.5 1 Weapon Pack ;i
BLASTERS: : L 2]
Mini Blaster 1H Energy  ¥/rnd 3 15 10 15 +15 0 -30 -90 Blaster Mk.1 1 Uility or Weapon Cell, 9
Blast Pistol 1H Energy 2rmd 5 3 20 40 120 #15 0 -30 -90 Blaster Mk.2 1 Weapon Cell.
Assault Biast 2HEmergy  2/rnd 5 3 25 70 150 #15 0 -30 -90 Blaster Mk.3 1 Wezpon Cartridge. ®
Blas1 Rifle 2H Energy 2/imd 5 3 30 9% 250 +15 0 -30 -90 Blaster Mk.4 1 Weapon Cartridge. ®
Heavy Blaster Sup Energy  2/rnd 5 5 BO 400 1000 +15 0 -30 -90 Blaster Mk.5 1 Weapon Pack, |
FLAMERS: o
Mini Flamer 1H Energy 1#rnd 10 T2 3 5 +#15 0 -3¢0 -S0 Farmer Mk.1 1 Flamer Cell @
Fiame Pistol 1H Energy 2/rd 10 2 5 W 15 45 ¢ -30 90 Flamer Mk.2 1 Flamer Cell. !
Assauit Flamer 2H Energy 2ind 10 3 1w 20 30 +15 O -30 -9¢ Flamer Mk.3 1 Flamer Cartridge. 9
Hame Rifle 2H Energy 2/md 10 4 20 40 60 +15 0 -30 90 Flamer Mk.4 1 Flamer Cartridge. ® !
Heavy Flamer SopEnergy 2/md 10 5 40 B0 120 +15 0 -30 -90 Flamer Mk.5 1 Flamer Pack, !
STUNNERS: o
Mini Stunrer ‘1H Erergy 1/md 5 1 2 3 10 +1% 0 -30 -90 Stunner Mi.1 1 Utility or Weapon Celt. o [
Stun Pistol 1H Energy 2/md 5 3 5 10 50 +15 0 -30 -90 Stunner Mk.2 1 Weapon Cell. 4
Assauit Stun 2ZH Energy 2/md 5 3 10 20 100 +15 0 -30 -90 Stunner Mk.3 1 Weapon Cartridge. !
Stun Rifle 2H Energy 2/md 5 3 15 30 200 +15 0 -30 -90 Stunner Mk.4 1 Weapon Cartridge.
Heavy Stunner Sup Energy  2/rnd 5 5 20 B0 300 +15 0 -30 -90 Stunner Mk.S 1 Weapon Pack
1/md 5 5 10 20 100 +15 0 -30 -90 Stunner Mk.3 Affects all in 30 deg. arc.
DISRUPTORS: ) ' .
Mini Disruptor 1H Energy 1/rnd 5 1 2 3 10 #15 0 -30 -90 Disruptor Mk.1 i Utility or Weapon Cell.
Disrupt Pistol 1H Energy 2irmd 5 3 5 10 50 +15 0 -30 -90 Disruptor Mk.2 1 Weapon Cell.
Assault Qisrupt 2H Energy 2/md 5 3 10 20 100 +15 0 -30 -90 Disruptor Mk.3 1 Weapon Cartridge. :
Disrupt Ritle 2H Energy 2/md 5 3 15 33 200 415 G -30 -90 Disruptor Mk 4 1 Weapon Cartridge. !
Heavy Disruptor Sup Energy  2/rnd L3 5 20 60 300 +15 0 -30 -90 Disruptor Mk.5 1 Weapon Pack, -
PLASMATIC REPEATORS: )
PR Rifle 2H Energy 2burst @ 3 20 40 100 415 0 -30 -90 Blaster Mk.5 1 Weapon Microfusion Reactor. i
Heavy PR Sup Energy 2burst @ 3 30 80 250 +15 0 -30 -90 Blaster Mk.5 1 Weapon Microfusfon Reactor.

MASTER WEAPONS CHART 3: MELEE WEAPONS

m T T B

Melep Meles Misslle  Missile
Name Type F Mic# Crit Mi.# Crit Range/0B Mod Hotes
Dagger/Knife 1H Egged 1 1 Slash 1 Puncture ¥10 8/-20 174-30 -
Main Gavche 1H Edged 2 1 Slash 1 Puncture 315 May parry other melee
weapons at +15 to DB.
Rapier 1H Edged 4 2 Puncture - — MK.1 vs AT's 9-20.
Short Sword 1H Etgen 2 2 Siash 1 Slash 330 q
Hand Axe 1H Eoged 4 2 Slash 1 Slash 3/-15 8730 17445 Mk3 vs ATs 9-12 & 17-20 !
when ysed in melee. i
Scimitar 1H Edged 4 k| Slash — — P
Broadsword 1HEdged 3 3 Slash — - ® !
Faichion . 1H Edged 5 3 Slasir - — Mk 4 vs AT's 0-12 & 17-20. o
Force Knife *> 1H Edged 6 3 Slash - — Advanced energy weapon. ]
Club 1H Crush 4 1 Krush 1 Krush 3/-40 o !
Whip tH Crush B 1 ~ Entangie — — Mk 2 vs AT's 1-4. Melee range &
is 3 meters. ®
Mace 1H Crush 2 2 Krugh 1 Krush 3/-35 :
Warhammer 1H Crush 4 2 Krush 1 Krush 3/-20 8/-40 1760 Mk3vsAT's9-12 & 17-20 ]
when used in melee. :
Morming Star HCrush 8 3 Krush — — ] ® l
Quarterstaff 2Handed 3 2 Krush - — Mi3 vs AT'S 14, LN
War Mattock 2Handed B+ 4 Krush - — Mk 3 vs AT's 5-8 & 13-16. o!
Flail 2 Handed 8 4 Krush — — i
Battie Axe 2Handed 5 4 Slash — - o)
2-Handed Sword 2 Handed 5 4 Slash - - ® !
Pawer Sword/ - 1 aﬁf‘z Handed 9 5 Stash —_ —_— Advanced energy weapon. :
Bola 2 Handed 7 1 Krush 2 Krush 17/0 3020 5040 o)
Javelin Pole Arm 4 2 Puncture 2 Puncture 3/0 17/-20 30140 ;.
Spear Pole Arm 5 2 Puncture 2 Puncture ¥-10 8/-20 17/-30 o
Pole Arm Pale Arm 7 3 Pyncture — — Mk 4 vs AT's 9-12 and 17-20.
Mounted Lance Pole Arm 7 4 Puncture  — — If dismounted, use as spear. @
Note : Each attack with 2 melee weapon has an OB modifier associated with it: Mi_1=-50, Mk 2=-40, MK.3=-30, Mk 4=-15, Mk 5=0 ' o
- @ !
| @ i
Y




| MASIER WEAPONS CHART 4: ARCHAIC MISSILE WEAPONS

Missile .
Mame Type F  Mé Critical Range/BB mnﬂ
sing . .Thrown 6 2 Krush ©3s25  20/0 4040 | 60465
“ghort Bow . Bow 4 2 Puncture 3410  30/0 50740 85/-70
L Light Crossbow ~ Bow . 5 3 Puncture | 3415 30/ . -70/35 . 10050 13075 _
compcsne Bow Bow 4 3 Puncture _ 3415 30/ 7035 100480 _
“Long Bow . Bow . 5 4 Puncture 3420 30/ T 70430 10640 1407458 R R 5
Heavy Crossbow Bow 5 q Puncture 6/+30 30/0 70/-25 100/-40 130/-55
Note: All missie attacks are resclved on the Small Projectile attack tabie.

SIMILAR WEAPONS CHART
Projectile Pistols: Needleguns: Heavy Energy Weapons:

[
e
. 3
L J
®
®
L
®
@
@
L
@
®
®
o
@
L Lt Pistol Needle Pisto! Heavy Laser
@ | | Med Pistol Needle Carbine Heavy Blaster
® Hvy Pistot Needle Rifle Heavy Flamer
Lt Machine Pisto! {semi-auto mode} Tangleguns: Heavy Stunner
® | | Med Machine Pistof (semi-auto mods) Tangle Pistol Heavy Disruptor
@ | } Tangle Pistol Tangle Carbine Heavy Struptorgun
® Rocket Pistol Tangle Rifle Heavy Plasma Repeator
MLA Pistol Tasem“ns: _gaﬂdarﬁ Lasers:
® | [Tarventional Machine Pistols: Taser Pistol Laser Pistol
@ | | Lt Machine Pistol (automatic mode) Taser Carbine Assault Laser
° Med Machine Pistol {automatic made) Taser Rifle Laser Rifie
© | (Note: automatic/semi-automatic modes are Heavy Fiookalguns: Standard Blasiers:
¢ similar skiils for MP's) : ; Blast Pistol
- Rocket Carbine (automatic mode)
e Projactlle Rifies: Rocket Rifie {aurtomatic mode) _ Assault Blaster
® Lt Rifle {Note: Automatic/semi-automatic modas are Blast Rifie
b md:{gf similar skifls for RG’s) Standard Flamers:
® | Lt Assault Rifle (semi-automatic mode) _ E‘B’g“‘-‘ Lingar Accelerators: Assa' ‘“”ﬁ,f‘ﬁ‘a",; or
#| Med Assault Rifle (semi-automatic mode) LA Pisto]. Fame Rifl
@ §| 15mm Shotgun - « | MLARifie 1 2 -
@ 3| 20mm Shotgun’ . - Portable Missile Laanchers: Standard Stunners:
of|imuscmone e o
“d Tangel Rifle . PML Quad '
@ § Taser Carbine _ |_PML Autofeed gndﬂfﬂ:m
}I aser Rifie - Enal Minl Weapons: naar srllplnrs:
® [ Rocket Carbine (semi-automatic mode) ey R Disruptar Pistol
@ ;| Rocket Rifle (semi—automatac mode) Mini Blaster Assauit Disruptor
Y 7] MLA Rifle Mini Flamer Disruptor Rifte
" | Conventlonai Assauit Rifles: Mini Stunner Standard Struptorguns:
® | Lt Assautt Rifie (automatic mode) Mini Disruptor Struptorgun Pistof
@ | Med Assauit Rifle (automatic mode) Mini Struptorgun Assault Struptorgun
o Lt Machine Gun (used unmounted) Energy Pistals: Struptorgun Rifie
- (Note: automatic/semi-automatic modes are Laser Pistal Plasmatic Aepeators:
@ | similar skilis for AR's) Biast Pistol Plasma Repeator Riffe
® Eomntlonal Machine Guns: glameP Pisi?l Heavy Plasma Repeator
Machine Gun'- tun Pisto Recoll Support Weapons:
® 1 bMed Machine Gun | Disruptor Pistol Lt i o VY eap
@® | Hvy Machine Gun Struptorgun Pistol Med Machine Gun
@ | Conventlonal Shotgtns: Energy Rifles: Hvy Machine Gun
Py 15mm Shotgun . Assault Laser Heavy Blaster -
1Smm Sawed-off Shotgun Laser Riffe Heavy Plasma Repeator
1o
® | 20mm Shotgun Assault Biaster
@ [.20mm Sawed-off Shotgun Blast Rifle
@ | Conventionat Autoshotguns: gssaulgl;llamer
15mm Autoshotgun ame hitle
@ | 20mm Autoshotgun Assauift Stunner
® Stun Rifle
Assautt Disruptor
® Disruptor Rifie
® Assauit Struptorgun
® Struptorgun Rifle -
L
L
@
@
®

. . .
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_ 15.1 SMALL PROJECTILE ATTACK TABLE ®
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5§ 4 3 2 1 L4 D
01-0X F F F F F F F F F F F F F F F F F F F F 01-0X o
0X-39 0 0 0 O 0 0 0 0 0 0 0 0 o 0 0 0 0 0 0 O 0X-39 L
40-42 0D 0 0 0 2 0 0 6 ¢ 0 0 0 e 0 0 0 ¢ 0 ¢ 0 40-42 ®
43-45 o0 0 0 2 2 2 0 O o 0 0 0 2 0 0 0 9 0 0 0 43-45 -
45-48 o 0o 1 2 2 2 2 0 0 6 0 0 3 2 0 0 0 0 0 0 4548] @I
49-51 0o 1 2 2 2 2 2 2 0 0 0 2 33 2 0 0 0 2 0 49-51 ®
52-54 1 1 2 2 2 2 2 2 o 0 1 2 4 3 3 2 0 0 3 2 52-54
557 1 1 2 2 2 2 2 2 0 1 2 2 4 & 3 2 0 1 a2 3 551 9l
58-60 12 2 3 v 2 2 3 1 1 2 3 4 4 4 3 1 1 57 4 58-60 .f!
61-63 1 2 3 3 2 2 3 3 1 2 3 3 5 5 4 4 t 2 58 5 61-63 Y
64-66 1 2 3 3 2 3 3 3 2 2 3 3 5 5 5 5 2 2 6A BA 6466 |
67-69 1 3 4 3 3 3 3 4 2 3 4 3 5 6 5 5A 2 2 BA 6A  67-69 ®
70-72 2 3 4 4 3 3 4 4 2 3 4 4 6 6 6 BA 2 3 6B BA 7072 ¢
73-75 2 4 4 4 3 4 4 B5A 3 4 4 4A 6 6 6A 6A 2 3 BB 7A 7375
76-78 2 4 4 5A 4 4 5 SBA 3 4 4n SA 6 7 6A TA 3 4A 7B 7B 7678 ¢
79-81 2 4 58 5A 4 5 54 BA. 3. 4 SA S5A 6 7 JA JA 3 5A 78 7B 7981 ®
82-84 2 4 5A 5B 5 5 BA 6B 4 4 5A BB 7 7A 7A 7B 4A 6A B8C 88  B2-84 ®
85-87 3 5 S5A 6B 5 6 6A 7B 4 5A 6B 6B 7 7A 7B 7B 5A 6B 9C 8C 8587 '
88-50 3 5A BA 6B 5 6 7A 7B 4 6A 68 7B 7 8A 8 88 68 7B 10C 8C  88-90 o)
Maximum Result for MARK 1 Weapon
91-93 .3 6A BA 7B 6 7A 7A 8 5 6A 7B 88 8B 88 8B 9B 78 8B 120 I  91.93
94-96 4 BA JA 7B 6 7A 8A 88 5 6A 7B 88 8B 98 9B 10B 8B 9C 13C 11IC  g4-g5 _
97-99 4 7A VA 8B 7A BA BA 9B 6 JA 88 9B 9B 9B 10B 11B  9C 10C 150 130  g7.99 )
160102 4 7A 8A 88 7A BA 9A 10B 6 7A 8B 9B 9B 10B 11B 12B 10C 12C 17D 150 10Q.-102 !
103105 5 8A 84 98 B8A OA 9A 11B 7A BA 9B 10B 10A 11B 128 13C 11C 14C 18D 17D 1403-105 :
Maximum Result for MARK 2 Weapon !
106-108 BA 9A 9B BA 9A 10A 128 7A 8A 9B 10B f1B 1{2B 13C 14C 12C 16D 21D 19E 106-108 !

5
109-111 6 9A 9A 10B  O9A 10A 11A 3B BA 9A 10B t1B 12B 13C 15C 16D 14D 180 22E 21E 109-111
112-114 6 9A 10A 11B  9A 10A 12B 14B 8A 9A 10B 11C 13C 14C 170 18D 16D 200 23E 23t 112-114
115117 7 10A 10A 128 10A 11A 13B 16C 9A 10B 11B 3$2C 14C 160 19D 200 18D 22D 24E 25 115-117
118-120 7A 10A 11A 13B 10A 12A 14B 18C 10A 11B 12B 13C 15D 18D 21D 22 20D 240 25E 27E 118-120
Maximum Result for MARK 3 Weapon (Mark 1 vs. RM AT's 5-20)
121123 8A 11A 11B 148 11A 13B 158 20C 11B 12B 130 14C 18D 200 23E 24E 22D 26t 27E 29E 121.123
124-126  BA 11A 12B 15C 11A 14B 16C 22C 12B 13C 15C 16D 18D 22 25E 26E 24FE 28€ 29E 31E 124-12%
127-129 SA 12A 12B 16C 128 158 17C 24C 13C 14C 17D 18D 20E 24E 27E 2BE 26E 30E 31E 33F 127-12g
130-132  9A 12B 138 17C 13B 16C 18C 26C 14C 150 18D 200 22E 26E 29F 30E 28E 32 33F 35F q30-132
133-135 10A 138 148 18C 14B 18C 21C 28D 15C 18D 21D 22E 24E 2BE 31E 32F 30E 34F 35 37G 133-135
Maximum Resuit for MARK 4 Weapon (Mark 2 vs. RM AT's 5-20)
136-138 118 13B 16C 200 16C 20C 230 30D 16D 17D 23E 24E 26E 30E 33F 34F 32F 36F 37G 39G 136-138
139-141  12B 14C 18C 220 18C 22D 25D 32E 170 19 25E 26E 2BE 32F 35F 36G 34F 38G 389G 41H 139-14%
142-144 138 15C 200 24D 200 24D 27 34E 18E 21E 27E 2BF 30F 34F 37G 38G 36G 40G 41H 43H 142-144
145-147 14C 17D 22D 26E 22D 2BE 29 36E 19E 23E 29F 30F 32F 36G 39G 406G 3BG 424 d43H 45H 145147
148-150 15C 18D 24D 28t 24E 2BE 31E 3BE 20E 25F 31f 32F 34G 38G 431G 426 40H 44H 45H 47H 148-150
Maximum Result for MARK 5 Weapon (Mark 3 vs. RM AT's 5-20)

151-153 17D 21D 26F 30E 26E 3DE 33E 398G 22F 27F 33F 34G 356G 239G 42G 43G  41H 45H 46H 48H 151-153
184-156 19D 23 28F 326 28BE 32 356G 40G 24F 29F 35G 36G 36G 40G 43G 44H 42H 46H 47H 49H 154-158
157-159 21D 25F 308 34F 30E 34G 37G 41G  26F 349G 37G 3BG 37G 41G 44H 45H 43H 47H 48H S50H 157-159
160-162 23E 27E 32F 36F 326G 366G 39G 42G 2BG 33G 39G 40H 38G 42H 45H 46H 44H 48H 49H 51H 160-162
163-165 25E 29F 34F 386G 346G 38G 40G 43H 30G 35G 41H 42H 39H 43H 46H 47H 45H 49H 50H 52H 163-165
Maximum Result for MARK 4 Weapon vs. RM AT's 5-20
166-168 27E 31F 366G 406 36G 39G 41H 44H 32G 37H 42H 43H 40H 44H 47H 48H 464 50H 5tH 53H 166-168
169-171  29F 33G 38G 41G 386G 40H 42H 45H 34H 39H 43H 44H 41H 45H 48H 49H 47H 51H 52H 54H 189-171
172-174  31F 35G 39G 42H 39H 41H 43H 46H 36H 40H 44H 45H 428 46H 49H 50H 48H 52H 53K 554 172-174
175-177  33G 37G 40K 43H 40H 42H 44H 47H  38H 41H 45H 48H 43H 47H 50H S51H  49H 53H 54H S6H 175-177
178-180 356G 39H 41K 44H 41H 43H 45H 48H 40H 42H 46H 47H 44H 48H 51H 523H 50H 54H 55H 57H  178-180
Maximum Result for MARK 5 Weapon vs. RM AT's 5-20

20 19 18 17 16 15 14 13 12 11 10 9§ 8 7 &6 & 4 3 2 1

Nole: All Criticals are Purcture.

Nate: For Autofire/Burst fire against 1 target all Puncture crits become Shrapnel crits, and concussion hits are increased by 50% {round up).
0%-0X = Failure (Consult Master Weapons Chart, pp65-87, for actual failure range). | Failure is rolled, roll 1D10: 01-05: weapan malfunction, roll
on Weapon Malfunction Chart (pg 63); 6-10: weapon furnble, roll on Weapon Fumbie Table (pp 95-96)

F = 'E’ Puncture Critical + ‘A’ Impact Critical G = ‘E’ Puncture Critical + ‘B’ Impact Criticaf H = ‘E'Puncture Critical + *C' Impact Critical
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19 18 17 16 15 14 13 0 9 8 -7 § 5 4 3 2 i
nox. . F F -F.oF  oF F -F .F F . F . F F F F F :F FF «F.FJu000%
X3 0 ¢ & 0 o 0 0 O 6 ¢ 0 0- 0 90 0 0 0 0 ¢ 0 0X-30
31-33 0 "0 89D 0 0 o ‘0 8 0 0 0 0 0 o0 o0 0 0 "1 1 TTa{as
34-36 0o 0 0 B 0 0 o ¢ g 0 ¢ 0 g 0 0 1 9 0 2 1 34-36
37-39 g 0 0 0 0 o0 o 1 ¢ & 0 9D 0 89 1 c 1 2 2 37-39
40-42 g9 0 o 1 [ R s B g 0 0 0o ¢ ¢ 1 c 1 2 3 40-42
43-45 0 0 0 1 0 ¢ _0 1 0 0 0 0 0 08 2 0 _2 _3 .3 4345
46-48 0 ¢ 0 6 o 0 2 9 0 8 1 c 86 t 3 1 2 3 4 4648
49-51 g 0 0 2 0 o 1 3 g o 0 2 0 6 1 3 t 2 4 4 49-51
52-54 0 0 1t 2 g 8 1 4 0 a0 1 2 ¢ 0 2 4 2 3 4a 5 52-54
55-57 0 ¢ 1 2 0 0 2 4 0o ¢ 1 2 g 0 3 4 2 3 51 ©%a 55-57
660 0 6 2 3 0 0_3 5 ¢ 66 2 3 ¢ 0 3 5 2 4 5 6 58-60)
61-63 o T 2773 0 0 475 0 ¢ 2 3 g 1 4 "5 3 4 "6a B2 B1E3
64-66 g 0 2?2 3a 0 1 4 Ba C ¢ 2 32 g 2 4 6a 3 5 6a T7a 54-66
6769 8 1 3 4a 6 2 5 #6a g 1 3 4 0 3 5 6a 4 5a 7a 7a 67-69
70-72 0 2 3 4z 0 3 § 7a 0 2 3 43 ] 3 5 7Ja 4 Ba 7a Ba 70-72
s 42 3 _ba 0 3 6a Ta 3 2 3 5w 1t 4 6Ba 7a 5 fa 8 9 73-75
76-78 0 72 T4a 53 1 774" 6a Ba 0 2 43 5a 2 4 "6a "8 5 T7a Ten0b T 76TR
79-81 0 3 4a 6b 2 4 T7a 8b 0 3 42 6b 3 5 72 9 6a 7a 10b ttb  79-81
82-84 0 3 5 6b 3 5 73 9 0 3a 52 6b 4 62 8 190b Ba Bb 11b 120  B2-84
85-87 0 4a 5 7b 4 Ba Bb 10D O 4da 5b Tb 5 7a 8b 1ib 7a 9 12b 13b  85-87
88-90 0 4a 6b 8b 5 7a 9 11b 0 4a 6b 8b &€ 8 10b 12b 8a 10b 13b 14b 8880
—_————————————— Maximum Resull for Lony Range—————————————— LT
49183 1 sa 6b &b 6 8 10b 120 1 5a 6b 9b 7 9a tih I3b  10a 120 i5b 16b  91-93
94-96 1 52 7b 10b 7 9a Mb t3b 1 S5a 7b i0b 8 10a 12b 14b 12b 14b 17b 180  94-95
gL 2 6 75 11b B i0h 126 b 2 6b 7b 1tb 9 11b 13b 15b 14b 16b 1%b 2ib 9753
100102 2 6b 8b 120 9 1tbh 13b 150 2 6b Bb 12b 10 12b t4b 16b  ig6b 18b 21b 24b 100-102
3105 3 7b 8 13 10 12b 14b 16b 3 7b 8 13b 11 13b t6b 18b t8h 20b 23b 27b 103- 105
oo v o Maximuni Result for Medium i Range (Long Rangé vs. RM AT's 5-20) i ;::; asiait
Y06-108 e e a1 T30 Teb " 8b Y UTh ob 14b 12 T14b T18H 205 200 “23A “dsA 30 uﬁ?ﬁ

£ TPy TS ' Maximoi Resiilt for Shon Range (Mediumi Rangé VS RM AT'S 5:20

'121-"?"'“"@0“??&“20'A‘““’15a {Ob 26A~2BA 03 100" 16A Q1A 172 20 2BA" 0A " AoB T ATE X

MMM
136-138  11A 16A 25A 30B 21A 29A 368 48R 128 21A 31B 368 - 23A 318 388‘?1’0 429 470 E’SD EBB %351 g

g
109-111 4 g8b 10b t5b 12 14b 18b 200 4 8b 10b 150 13 15b 20b 22b 22b 26A Z7A 333 108-111
112114 4 8b 1ib 16b 13 150 200 226 . 4 8% 11b 166 14 16b 22b 24b 24A 29A 30B 36B 112-114
115-117 5 g 12b 17A 14 16b 22b 24A 5 9b 12b 17A 15 17b 24p 26A 27A 328 33B 398 115-117
118120 5 -8b 13A 18A 15 17b 24A 26A . 5 Gb 13A 18A 16 18b 26A 28A 30B 35B 368 428 118-120

124126 72 "11b 17A 22A  17b 21b 28A 30A 7a 12b 197 24A 18b 22A 30A 32B -34B 398 42C 480 124-126
127128 . 8a 12b 19A 24A . 186b 23A 30A 328 8b 14b 22A 27A 19b 24A 32B 34B 36B 41C 45C 50D .127-129
130-132 . Sb 13b 21A 26A 19 25A 32B 34B 9 1BA 25A 30B 20A 206A 34B 36B 38C 43C 48D 53D 130-132
133-135 10A 14A 23A 28B 20A 27A 34B 368 10A 18A 28B 338 21A 28A 368 388 40D 450 51D 56D 133- 135
Maxifiidy Résult tor Polnit Blank Raiige (Shoft Range Vi RMAT'S 5-20)—=

139-141  12A 1BA 27A 328 22A 31B 38B 420 14A 24A 34B 398 258 34B 42B 44C 44D 490 550 6OE 139-141
142-144 - 13A 20A 298 348 23B 33B 40C 44C 16A 288 378 42C 278 378 44C 47D 46D 51D S7E 62E 142-144
145-147 14A 22B 3B 6B 248 35C 43C 470 188 31B 40C 45C 30C 40C 470 50 - 48D 53E &H9F 64E 145-147
148-150 15A 24B 33B 388 25C 37C 46D 50D 20B 34C 43C 48C 33D 43D 50D 53D SOE S5E H1E” 66E 148- 150
= T axlﬁﬁ:ggﬂiﬁﬂl for Poiﬂl_Blaﬁk Rangd with Speclal Amimo *. (Point Blank'Range Vst AM ATs'5;20) T r=——ctemres

.;:Y%Wmmw s 7 et 2

T P TN T STy M e
SATCAA50 3500 536D ;45D 252D 55D 8
6044002470 1520 &‘3904&,:?0 S10..57E
25C 7430 ;490,540 2490 TA9D 5B 50E
213,;%‘&510@55? D5{ES58E T61E

3350 49D, ;53E 158E JEUABE . SIERE0E 263

i 107 Point Bk Range with SPaCial Amin,=-v-RM AT'S 520 57

~ 0 19 18 17 156 15 14 13 12 1 10 9 8.7 6 5 2 3 2 1

01-0X = Failure (Consult Master Weapons Chart, pp65-67, for actual failure range). If Faiture is rofted, roll 1D10: 01-05: weapon malfunction, roll
on Waapon Ma!functmn Chart {pg 63); 6-10: weapon fumbie, roll en Weapon Fumbte Table (pp 95-96}. ,

NA not applicabte

=*A’ Puncture or Stash Criticat Strike (type depends on ammo used)
b '8' Puncture or Sash Critical Strike (type depends on ammo used).
AB C D E = ShrapnelCritical Strikes. =

— SpeclaI Ammo \mth these Maxlrnum Result fevels include: Super—teﬂon coated shot versus ATs 5-8 and irulen coated shot versus ATs 9 20
The GM may also wrsh to mclude ather special ammo {e.g., “high-powered” shell, armored piercing shot, etc.).
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" 15.3 GRENADE / EXPLOSIVE WARHEAD ATTACK TABLE _

number of the grenade. Critical type is deter-
mined by the type of Grenade (see pg 12).
01-02 - Failyre. H Failure is rolied, roll 1D10:
01-03: Grenade matfunction, roll on Weapon
Malfunction Chart {pg 63); 6-10: tumble, rol on
Weapon Furnble Table (pp 95-96).

+ 5: per Mk# of explosive
+40: ground zero

+30: 2nd blast radii
+20: 3rg blast radi
+ 1 4th blast radii

+35: if touching™ target when it explodes
-x: Defender's cover bonus '
-y: Defender's armor guality bonus

-2. Defender’s applicable miscellzneous bonuses
- Shield Projectile DB vs Shrapnel & General Purpose Grenades
- Shield Erergy DB vs Concussion & Plasma Grenades J

20 19 18 17 6 15 14 13 12 11 10 9 8 7 D 5 4 3 2 1
01-02 F F F F F F F F F F F F F F F F' F F F F 01-62
03-30 0D 0 0 0 0o 0 0 ¢ 0 o 0 © ¢ ¢ 0 0 o 0 0 0 03-3¢
3-33 0 D ¢ G 0 0 0 ¢ ] 0 1] 0 0 0 0 0 0 1y 1 1 31-33
34-36 D G 0 0 V] 0 0 0 0 Q 0 0 0 0 0 0 0 0 1 1 34-36
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 0 0 1 1 37-39
40-42 0 0 0 0 0 0 0 1 0 ] 0 1 g 0 0 i Q 1 1 2 40-42
43-45 ] ¢ 0 1 0 0 0 1 0 0 0 1 0 0 0 1 0 1 1 2 43-45
46-48 0 0 0 1 0 0 0 1 0 0 0 1 0 0 0 2 ¢ 1 2 2A 45-48
49-51 0 0 0 1 0 0 1 1 0 0 1 1 0 0 1 2 1 1 2 3A 49-51
52-54 0 D ] i 0 0 1 i 0 0 1 i 0 0 1 2 1 2 2  3A 52-54
55-57 0 0 1 2 D o 1 P ¢ 0 1 2 0 0 1 JA i 2 3 3A 55-57
58-60 0 0 1 2 0 ¢ 1 2 ] 0 1 2 0 0 2  3A t 2 3JA 4A 58-60
61-63 0 0 1 2 0 0 1 ? 0 o 1 2 6 & 2 3A 1 24 3A 4A 61-63
64-66 0 0 1 2 0 0 2 K1 0 0 1 3 0 1 2 4A 1 34 4A 4A 64-66
67-69 D D 1 4 ] 1 2 3 0 0 2 3 0 1 3 4A 2 3A 4A 54 67-65
70-72 0 1 1 3 0 1 2 3 0 1 2 3A ¢ 1 3 5A 24 3A 44 5A 70-72
73-75 o 1 1 3A 11 2 4 0 1 2 4A 1 2 4 B5A 2A 4A 5A S5A 7375
76-78 0 1 2 3A 1 1 3 4 ] 1 3 4A 1 2 4 SA 24 4A S5A BA 76-78
79-81 0 1 2 3A 1 1 3 4A 0 1 3 DA 1 2 5 BA 2A  4A  BA  BA 79-81
82-84 0 i 2 3A 1 2 3 4dA 1 1 4 54 1 3 5 BA 3A 5A OGA ©BA 82-84
a85-87 0 1 2 3A 1 2 3 4A 1 1 4A DA 2 3 B6A 5A 3A BA BA 7A 85-87
88-90 0 1 3A 3A 1 2 4 4A 1 2 4A oA 2 3A 6A BGA 3JA 58 GB 78 88-90
' ' . Maximum Resaits For 5th Blast Radius
91-93 1 1 3A 3A 2 2 4 44 1 2 5A BA 3A 4A BA TA 48 68 7B 7B 51-93
94-96 1 2 3A 4A 2 2 4A 5A 3 2 5A G6B 3A 4A YA 7B 5 68 7B 8B 94-96
97-9g - 1 2 3A 4A 2 3 4A 5A 1 2A 5A 7B 3A 4A 7B 7B 48 78 7B 8B 97-99
100-102 1 2 3A 4B 2 3 4A 5B 2 3A 68 7B JA 4A 7B 8B %58 Y8 8B 8B 100-102
103105 1 2 4A 4B 3 3A 5A 5B 2A 3A BB 7B 48 5B 8B 8B 5B 8C 8C 9C 103-105
: - Maximum Results For 4th Blast Radius -
106-108 1 3 4B 58 2 3A 54 6B 24 3A 6B 8B 486 5B 8B 9B 6C 8C 4aC 9C 106-108
109-111 2 3 48 5B 3 3A 5B G5B 2A 3A 7B 8B 48 5B 9B 48C 6C 9C 9C 10C 105114
112-114 2 3 4B 5B 3A 4A 5B 6B 2A 4B 7 OC 58 6B 9C 10C 7C 8C 10C 10C 112-114
115117 2 3A 58 6B 3A 4A 6B 6C 3A 4B B8C a0 5B 6B 10C 10C 7C 10C 10C 1iC  115-117
118-120 2 4A 5B EB 3A 4B 6B 6C 3A 4B 8C 10C SC 7C 10C 1€ 8C 00 110 11D i18-120
- Maximum Results For 3rd Blast Radius
121-123 2 4A 6B &C 34 58 6B 6C 3B 48 4C 10C 6C 7¢ 11C 11¢ 80 112 110 120 121-123
124-126 3 4A 6B 6C 3A 5B 60 7C 3 5B 9C 11D 6C 8C 11C 12D 9D 11D 12D 120 1°4-126
127-129 3A 4A 6C 7C 4A 5B 7C 8D 48 50 10C 11D 6C 8C 12D 120 8D 120 120 130 127-129
130132 4A SA 7C 7C 48 6C 7C 90D 4C 6C 10D 12D 7C 9D 12C 13D 10D 120 13D 140 130-132
133-135 5A 5B 7C 8D 58 6C B8C 10D 5C 7C 11D 12D 8D 9D 13D 14D 11D 13E 13E 15FE 133-135
Maximum Resulls For 2nd Biast Radius
136-138 6B 6B 7C 6§D 6C 7C 9C 11D 6C 8C 11D 13D 90 10D 13D 150 12t 14E 14E 6E 136-138
139141 7B 7C 80 10D 7C 8D 10D 2D 7C SD 120 14D 10D 1910 14D 16E 13E 15 14E 17E 139-141
142144 8C 8C 9 11D 8D 90 11D 13E BD 10D 120 15E 110 12D 14 17E 14E 16E 165E 18 142-144
145-147 9D 9D 10D 126 9D 1DE 126 14E 90 11E 13E 18E 12E 13t 15E 18E 15E 17E t15E 19 145-147
148-150 10E 10E 11E 13E 10E 1tE 13E 15E 10E 12t 14E 17E 13E 14F 16E 18FE 16E 18E 16E 20F 148-150
Maximum Results For Ground Zero
151-183 10E 11E 12E 13E f1E 11E 13E 15E ¥1E 12E 14E 17 13t 14E 16E 18E 16E t8E 16E 20f 151-153
154-156 11E 12E 13E 13E 12E 12E 13€ 15E 12E t13E 14E 12E 13t 14E 16E 18E 16E 18E 16E 20€ 14954-156
157-159 12E 13E 14E 14E 13E 13E 14E 15 13E 14E 15E 17E 14E 15E 16E 1BE 16E 18E 16E 20E 157-159
160-162 13E 14E 15E 15E 14E 14E 15€ f6F 14F 15€ 16E 17E 15E 1B6E 17E 18E 16E 18 16E 20E 160-162
163-165 T14E 15 16E 1BE 15 15E 1B6E 17E 15 16E 17 18E 16E 17E 18E 19E i6E 18E 16E 20E 163-165
Maximum Results For Ground Zero vs. RM AT's — |
20 198 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 L
Note:Rits shown on chart are multiplied x the Mk MODIFIERS:
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20 19 18 17 16 15 14 13 12 11 10 8 8 7 & 5§ 4 3 2 1

0t0x° F F F_F F F_F 'F F F F F F F FF ~FiF F-fF 0x|
x4 0 0 0 0 0 0 0 0. 0 O 0 60 0 0 0 0_0 0 0 _ 0X4
46-48 ¢ 0 0 0 00 0 0 0 0 0 0 ¢ o © ¢ 0 0 t D 4548
499 6 ©¢ ©0 ©¢ ©0 8 0 O O O O 6 © 0 O O 0 0 2 1t 4951
52-54 ¢ 0 0 0 g & 0 o0 0 ¢ 0 @ 0D 0 0 O 0 6 2 2 52-54
55-57 00 0 1 5 ¢ 0 1 0o 0 0 1 0 0 0 1 0D 1 3A 2 55-57
660 . 0 ©¢ ¥ 2 0 0.t 2 0 0 1 2 0 0 1t 2 0_ 1 3A 3 5860
6163 6 0 2 2 0 0 2 2 0o 0 2 2 o 0 2 2 11 3A 3A 6163
64-66 5 0 2 S8 0 0 2 3 0 0 2 3 0 0 2 3% 1 2 4A 3A 6466
67-69 0 0 3A 38 0 0 3A 34 0 0 3A 3A 0 1 3A 3 1 2 4A 3A  67-69
70-72 0 0 3A 3% 0 1 3A 3% 0 0 35 3A 0 2 3A 3A 2 3 4B 4A 7072
7375 0.0 3A 4A_ 0 2 3A 4A 0 1 3A 4A 0 3A 3A 4A 2 3A 5B 4B 7375
76-78 0 0 4A 4A O 3A 4A 4A 0 2 4A 4A 2 3A 4A 4B 2 4A 58 5B 77678
79-81 0 1 4A 4A 2 3A 4A SA D 3A 4A 4A 3A 4A 4B SB 3 4A 68 5B 79-8¢
82-84 D0 2 4A S5A 3A 4A 4A 58 0 3A 4A S5A 3A 4A 5B 5B 3A SA 68 60  82-84
85-87 0 3A 5A 58 3A 4A 58 5B 2 4A S5A 58 4A 58 58 6C . 4A 5B 6C 6C  85-87
£8-90 0 3A

5B 58 4A 5A 5B 6B 3A 4A 5B LB 4B 5B BC 6C S5A BB 7C 7C 8890
——— e Maximum Result for MARK 1 Weapog ——————— T~ .7
1-93 0 3A 5B 5B 4A 58 6B 6B 3A 4A SB BB 5B .5 8C 7C 5B 6C 7C 70 61-83
94-96 0 4A SB 6B 4A 5B BB 7C 3A 4A 6B 6B 5B 6C C 7D 68 7C 7C BD  94-96
97-99 34 42 6B 6B 5B 6B 7C 7C 4A SA 6B 6B 5C 6C 7D 8D 6C 7C 8D 8D  97-93
100102 3A 4A 6B 6B 5B 6B 7C 8 4A 5B 6B 7B 6C 7C 8D 8D 7C 8 8D 9D 100-102
19{-}95~_._“__3$u_S_A___”_BB_ 78 5B 6B 8C 8C 4A 5B 7B 7B 6C 7C 80 8D 7C 80 9D 10D 103105

e ——— Maximum Result for MARK 2 Weapon (Mark 1 vs. RM AT's 5-20) “—= —
{06708 4AT 58 78FC 6B 7C 8C 9C 5A 58 7B 8C 7C 8D 9D 10D 80 90 100 i1 106-108
109111 4A 58 7B 8¢ 6C 7C 9C 10D 5B 68 8C 9C 7D 8D 10D 11E 8D 90 11D 12E 109-111
112444 4A 6B 7C 8C 7C 8C 10D 11D 5B 68 8C 10C 8D 9D 1tE 12E 9D 10D 2 13E 112114
115117 S5A 6B 8C 9C 7C 8D 11D 126 6B 7C 10C 11C 8D 10E 12E 13E 8D 11E 13E 14F 115117
118120 S5A 6B 8C 9C 8D 9D 126 13E 68 7C 11C 12D OE 1€ 13E 14F MO0F 2F 14F {5F 118-120).

e T~ Maximum Resuil for MARK 3 Weapon (Mark 2 VSIRM AT's 5320) s bes

. | 721523 A 7B 9C 11D 8D 10F 13 14 7B 8C .12C 13D .. 10E 12E 14F .15F -11E 13E 15F ‘IBF 121-123

124-126 - BA 7C 10C 12D 9D 11E 14E 15E :7C 9C 13D 14D ~11E 13F- 15F " 16F -2 12E 14F 16F  17F .124-126
127129 68 8C 11D 13D 10t 12E 15E 16F . 8C 10C 140 15 "12F 14F 16F 17G > 13F 15F 17F 18G 127-128
130-132 7B 8C 12D 14D 11E 13E 6F 17F ~ 9C 110 t5E 16E - 13F 115G 17G 18G ~'14F 16F 1BG 19G 130-132

1133435 - 78 9C 13D.1SE - 12E .14F 17F 18G_ 10C 12D 16E 17F 146 16G_18G ‘IQG 15F 17F -16G 206G 133-135

—_— u_---!-—-———--'”““’ 2 Maximam Result (of MARK & WBapon (Mark3 vs, ) ey e
136-138  6C 10C 14E- 16E 13F 15F 186 196 11D 13& 17F 18F 156 176G 196 ZOH 16F 18G 206G 2tH 136-138
139-141 8C 11D 15E 17F i4F 16G 189G 20H 12D 14E 18F 19G 16G 18G 20H 21H 176 19G 21H 22H 138141
142-144 9C 12D 16E 18F 115G 17G 20H 21H 13E 15F 19G 20G 117G 19H 21H 22H - 18G 20H 22H 23H 142-144

145-147 90 13E 17F 19F 16G 184 2tH 22H 14E 16F 20G 21H . 1BH 20H 22H 23H 19H 21H 23H 24H 145-147

148-150 10D 14E 18F 206 17H 19W 22H 23H 1SF 17G 21H 20H 19H 21H 23H 24H 20H 20H 24H 25H 148-150

o T Maximum Resui for MARK'S Weapon (Mark 4.v8 “”"’h@:’?ma Sl
it ; - e o e . :
N SoAH A 16F 1180 220 TOH 20k Soo i aod

T10H ; 21H (2AH £ 26H TASH PISH AR o TH 2
~20H - 22F25H~26H =18 -2011 fg-m‘fgsﬂ Et‘zz»“i’f%a

[7521H 5830 "26H 27H oM " 211 EosH "6 T 20 £ 250 71
53-165 328 ERE22H 124H Y27H (08H 3 “20H”'22H‘726H loniie ;_26'-" __ , 3
e R A e e O Raximurh Result for MARK 5 Woapon vs. BN ATS B o0 mosiiion oo e ey

6o TE Y6F2062%H
A3 o mi“zmﬁ

2[1 18 18 17 16 15 4 13 12 1 1 9 3 ? 6 5 4 3 2 1

Mote: All Criticals are Heat.
01-0X = Falture (Consult Master Weapons Chart, pp 65-67 for actual failure range). If Failure is rolted, roil 1010 01-06: charge depleted; 07-09:
weapon malfunction, rolt on Weapon Malfunction Chart (pg 63); 10: weapon fumble, roll on Weapon fumble Tabie {pp 95-96).

F = 'E' Heat Critical + 'A’ Puncture Gritical
G = 'E' Heat Criticai + '8’ Puncture Critical
H = 'E' Heat Critical + 'C' Puncture Critical .

. S .




15.5 BLASTER ATTACK TABLE
20 19 18 117 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1
01-0X F F F ¥ ¢ ¥ ¥ ¥ F F F F F F F F F F F _F 010X
OX-60 0 1] 0 0 ] 0 1] 0 [H 0 0 ] 0 0 0 0 0 [ 0 0 0X-60
61-63 0 0 0 0 1 2 3 3 D 0 0 0 2 K] 4 4 1 2 3 4 61-63
B4-65 0] 0 0 1] 1 2 3 3 [ 0 0 0 2 3 4 4 2 3 4 5 64-66
B7-6% 0 1} ] 1] 2A 3A 3A 4A 0 i 0 1 3A 4A 5A  HA A 4A  S5A  BA 67-69
70-72 0 0 ] 1 2A 3A 4A 4A [H 0 1 2 3A 4A 5A  BA 4A B5A BA 7A 70-72
73-75 0 t] 1 2 3A 4A 4A 5A 0 1 2 3 4A 5A &A TA SA BA TA 8A 73-75
76-78 0 1 2 3 3B 48 5B 6B 1 2 3 4A 48 5B 6B 8B 6B 78 8B 98 76-78
79-81 1 2 3 4 4A BA B5A TA 2 3 4A BA 5A BA TA  8A A 8A 8A 10A 79-81
82-84 2 3 4 B5A 48 5B 68 8B 3 4 5A BA 68 7B 88 108 BB 98 10B 11B 82-84
85-87 3 4 5 BA SA BA TA BA 4 5A 6A 7B 7A BA SA T1A 9A 10A 11A 12A 85-87
88-90 4 5 BA T7A 6C 7C 8C 10C 5 6A 7B 8B 8C 9C 16C 12C 10C 13C {3C 14C 88-90
Maximum Result for MARK 1 Weapon -
91-93 5 6 7A BB 7 8C 9C MNC 6 7A 8B 9B 9C 11C 12C 14C  12C 130 150 16C 91-93
94-96 6 7 BA DA BA T0A 1A 13A 7A B8A OA 10A 11A 13A 14A 16A 14A 15A 17A 1BA 94-96
97-99 7 BA 94 10B 89D 12D 13D 15D B8A 9A 10B 11C 13D 15D 16D 18D 16D 17D 190 20D 97-99
160-102  BA 9A 10A 11A  11B 148 158 17B  9A 10A 11A 13B 158 178 188 20B 188 198 218 228 100-102
103-105 9A 10A 11B 12B 130 160 17D 19D 10A 11B 12B 15C 17D 190 200 220 20D 210 230 24D 103-105
- - Maximum Result for MARK 2 Weapon (Mark T vs. RM AT's 9-12 & 17-20) :
106-108 1DA 1tA 124 13C 15C 18E 18C 21F 1A 12B 14A 17D 19C 21E 22C 24E 22C 23 256 26E 106-108
109-111  11A 12A 13B 14A 17E 200 Z1E 23C 12A 14A 16C 19C 21F 23C 24t 26C 24E 250 27E 28C 109-111
112-114  12A 13B 14C 16C 19F 22F 23E 25E 13B 16C 18C 21D 23E 25k 2BE 28E 26E 27E 29 30 112-114
115-117  13A 14A. 15B 18B 210 24D 25D 27D 14A 188 208 238 250 270 28D 30D 28D 29D 3i0 330 115117
118-120 148 15B 16C 20C 23F 26F 27F 29F 158 20C 22D 25 27F 29F 30F 34F 30F 31F 33F 36F 118-120
Maximum Result for MARX 3 Weapon (Mark 2 vs. RM AT's 8-12 & 17-20)
121123 15A 16C 17A 22D 25A 28F 20A 32F 17B 22D 24A 27E  29A 32F 32A 36F 328 33F 36A 39F 121-123
124-126  16B 17A 190 24A 27F 30A 3iF 35A 18C 24A 260 29A 31F 34A 35F 39A  34F 3%A 39F 42A 124-126
127-129 178 18C 21D 260 29F 32F 33F 38F 21C 260 28E 31F 33F 36F 38F 42F 36F 38F 42F 45F 127-129
130-132  18A 19B 23B 28B 31B 34B 35B 41B 23A 28B 30B 338 358 388 41B 458 38B 41B 458 488 130-132
133135 19C 20D 250 30E 33G 36G 38G 44G 250 30E 32E 35F 37G 40G 44G 48G 406G 44G 48G 516 133135
Maximum Resutt for MARK 4 Weapon (Mark 3 vs, RM AT's 8-12 & 17-20)
136138 20C 220 27E 32E 3hG 38G 41G 47G 27D 32F 34F 3B8F 239G 42G 47G 516G  42G 476 51G 546 136-138
139-141  21B 24C 29C 34C 37C 4DC 44C 50C 29B 34C 36C 41C 41C 44C 50C 54C  44C 50C 54C 57C  138-141
142-144 22D 26E E 36F 39H 42H 47H 534  31E 36F 39F 446  43H 47H 53H 57H  47H 83H 57RH 60H 142-144
145147  23C 28D 330 38D 41D 45D 50D 56D 33C 38D 42D 47D 45D 500 56D 60D S00 56D 60D 630 145-147
148-150  24F 30F 35F 40F ° 43H 48H 53H 594 3S5F 40F 45G 50G  48H 534 59H B3H '53H 59H 63H G6H 148150
Maximum Result for MARK 5 Weapon {(Mark 4 vs. RM ATs 9-12 & 17-20)
151-183  27E 33F 38G 43G  46H 51H S55H BIH  38F 43G 48G 52H 5TH 56H 61H 64H  56H 61H 65H 67H 1511583
154-156 30D 36D 41D 46D 49D 54D 57D 620 41D 46D 51D 54D 540 S90 62D 65D 590 630 67D 68D 154-156
157-159  33F 39G 44G 49H 52H 56H 59H 63H 44G 49G 53H 56H 57H 61R 63H 65H 62H 65H 68H 69H 157-159
160-162 36E 42F 47E 52 55F 58E 61F B4E 476 S5PF 55 58F  6OE 63E 64E 66F 65E 67E 69E 70F 160-182
163-165 39G 45H 50H S5H 58H 60H 63H 65H 50H 55H S7H 60H 63H 64H 65H 66H 68H 69H 70H 71K -163-165
Maximum Result for MARK 5 Weapon vs. RM AT's 9-12 & 17-20
20 19 18 17 16 15 14 13 12 11 10 9 8 7 [} 5 4 13 2 1

F="E
G="F
H="E

Note: All Criticals are Heat.
01-0X = Failure (Consult Master Weapons Chart, pp 65-87 for actual failure range). If Faflure is rolled, roll 1D10: 01-06: charge depleted; 0?—{19
weapon maifunction, roll on Weapon Malfunction Chart {py 63); 10: weapon fumble, roll on Weapon Fumble Tabie (pp 95-96).

‘'E" Heat Critical + "A’ Radiation Critical
Heat Critical + 'B" Radiation Critica
't" Heat Critical + ‘C’ Radiation Critical

T=72
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01-0X = Failyre (Consult Aaster Weapons Chart, pp 65-67 for actual failure range}. Y Faiture is rolled, rolf 1D10: 01-07: charge depleted;-OY-DQ: .I
weapon malfunction, roll on Weapon Malfunction Chart (pg B3); 10: weapon tumbie, roil on Weapon Fumble Table (pp 95-96).

A ="A’ Heat critical. ' :
B= “B’ Heat critical the first round struck and an ‘A’ the following round. ~ D= ‘D’ Heat critical the first round struck and a "B the following round.
C= ‘G’ Heat critical the first round struck and an ‘A’ the foflowing round.  E= °'E’ Heat critical the first round struck and a ‘G’ the following round.
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15.6 FLAMER ATTACK TABLE

20 19 18 17 16 15 14 13 42 11 10 8 8 1 6 5 4
o10X . F F F.oF ,.F_F F..F - _F.__F _ ¥ _E" F F .F . F _F]
630 . .0 _.O D _O0_ .0 O O 0 O 0 O0_ 0 _0_0 9 _0 _0 _
31-33 e 0o o 0 0 0 O 6 0 & 0 ¢ 0 0 0 0 0
34-36 6. 0 ¢ © 0 © 0 0O O 0 0O ¢ 0 0 0 0 0
37-39 0O 0 6 0 ©0 0 O 6 0 0O 0 O 6 0 0 6 o
40-42 o 0 ¢ © 0 0 0O O ©0O 0 O O © 0 O ¢ 0
4345 0 0O 0. 0 _ 0 ¢ O .0 0 0 0 O & 0 0 _0 0
46-48 o 0 6 0 © © 0 0O © 0 0O @ 0 O 0 & ¢
95 0 00 ® 0 © 0O O 0O 0 O O O 0 0 0 O
52-54 o o 9 1 o ¢ o t+ o0 0 O 1 ¢ 0 1 1 1
55-57 o o ¢ 2 6 © 0 2 0 O O 2 0 0 1 2 2
5860 0 0 1 _3A _0 0 1 3A 0 0 1 3A 0 1 _2_3A_ _3._
61-63 0 0 2 4A 0 0 2 4A 0 0 2 4A 0 1 2 4A 4A 6163
64-66 0 1 24 4A 0 1 3A 4A 0 1 2A 4A 0 2 3A 4A 4A S5A 7A 6A  B4-66
67-69 0 2 2A 5A 0 2 3 54 0 2 3 54 1 2 3A SA 5A SA 7A 6A  67-69
70-72 D 2A 3A 5A 1 2A 4A S5A 0 2A 3A S5A 1 3A 4A 5A SA GA BA TA 7072
73-75 0 _2A _3A 6A__ 1 _3A 4A_6A___ 1 2A 4A_BA__2__3A_ 4A _6A __6A 6A BA TA 7375
76-78 1 24 4A 6A 2 3A 5A GA 1 3A 4A BA 2 4A 5A 6A G6A 7A 9B B8A 7678
79-81 1 3A 4A 7A 2 4A S5A 7A 2 3A 5A 7A 3 4A SA TA TA 7A 9B 8A 7991
82-84 2 34 S5A 7A 3 4A BA 7A 2 4A S5A 7A 3 SA BA 7A VA S8A 10B 9B  82-84
85-87 2 4A 5A 8 3 5A 6A BA 3 4A 6A BA 4 5A 6A BA BA 8B 10B 9B 8587
890 3A_4A 6B 8B 4 5A A BA 3A 5A GA BA  4A A 7A SA 8B 9B 118 108 _ 88-90
——e——  —————'Maximum Restlt for MARK 1 Weapon ————" = "2 2 Toven)
91-03 A SA BA OB 4A 6A B8A OB 4A 5A 7A OB S5A 7A BA OB 9B 108 13C 11B 9193
94-96 4A SA 7A 10B 5A 7A O9A 10B 4A BA BA 10B 6A B8A 9A 10B 10B 118 15C 12C  94-96
97-99 4A 6A 7B 11B S5A 8A 10B 11B S5A GA 9B 11B 7A 9A 10B 11B  11B 12C 17C 13C  97-99
100102 5A 6A 8B 12B 6A 9A 11B 12B 5A 7A 10B 128 BA 10A 118 128 12C 14C 19C 15C 100-102
103:105__5A_7B_ 8B_138 __6A 10B 128 138 _6A 8B 118 138 9A 118 128 138 14C 16C 21C 17C 103105
— == Maximum Resuit for MARK 2 Weapon (Mark Tvs. RM AT'S 5-20] ———s ot it 7
106108 6A 78 OB 14C  7A 11B 13B 14C 6A OB 12B {4C 10A 12B 138 14C — 16C T8C 330 19C - 106-108
109411 6A 8B 10B 15C 7A 128 14B 15C 7A 108 138 15C 11A 138 14B 15C 18C 20C 25D 21D 10¢-111}
1241144 7A 8B 11C 16C B8A 13B 15C 16C 7A 11B 14C 16C 12A 14B 15C 17C 20C 220 27D 23D 112-114
1159117 7A 98 12C 17C 9A 14B 16C 17C 8A 128 15C 17C .13A 15B 16C 19C 22D 24D 290 250 115117
118120 88 9C 13C 18C_ 108 15¢ 17C_18C 8B 13C_{6C 18C__ 148 148_16C 17C_21C_ 260 31D 270 118-120
adlon i o ki 53 = Maximum Resuit for. MARK 3 Weapon (Mark 2.vs - BM AL S 5-20] momr e s ¥ o WO =
121123 88 10C 14C 190 11B 16C 18C 190 98 14C 17C 190 153 17C 18C 23D 260 28D B33t 29E .121-123
124126 98 10C 15C 200 2B 17C 19C 21D 10B 15C 18C 200 168 18C 19C 250 280 30D 35€ 3ME 124-126
127120 98 11C 16D 21D 13B 18C 20D 23D 11B 16C 190 210 ~17B 19C 21D 270 30D 32 37E 33E 127-129
130-132 10B 12C 17D 22D 14B 19C 21D 25D 128 17C 200 22D 188 21C 23D 29D 32 34F 39F 35E . 130-132
133135 10C 13D 18D 230 15C 20D 220 27D 13C 18D 21D 23D _16C 220 250 31D 34E 36E 41E 37€ 133135
R o Maximum Resull for MARK 4 Weapon,(Mark 3vs. RMAT'S 5-20] e
136138 11C 14D 19D 246 16C 21D 230 29t 14C 19D 220 25€ 20C 230 27D 33E  46F 38€ 43t 39E 136-138
139141 120 15D 20D 25 17C 220 250 31E 150 20D 23D 27E 21C 24D 290 35 38F 40E 45E 41F .139-141
142144 13C 16D 21F 26E 18C 230 27E 33F 16C 21D 24E 29F 22C 250 31E 37E 40F 42€ 47€ 43F 142-144
145-147 14C 17D 22F 27E  1SC 24D 29¢ 35 17C 220 25€ 31E  23C 27D 33F 39 42F 44F 49E 45€ 145-147

1»50 18E 23F ggg 200 25 31E 37E 18D 23F 27E 33E 24D 29 35 41E 148-150




15.7 STUNNER / DISRUPTOR ATTACK TABLE

20 19 18 17 16 15 14 13 12 11 10 § 8 7 6 5 4 3 2 1
01-DX F F F F F F ¥ F¥ F F F F F F F F F ¢ F F  01-0x
0X-20 ¢ o ¢ o o0 O O 0O o0 o ¢ O ©0 O 0 O 0 0 0 0 @ 0X30
31-33 0o 0 0 0 o 0 ¢ 0 o o o 0o 0 O 0 0 0o ¢ 0 1  31-33
34-36 ¢ 0 0 0 0 0 0 0 0 0 0 0 o0 0 0 90 o 0o 1 2 34-36
37-39 0o ¢ 0 0 0o 0 ¢ 0 0o o 0 0 ¢ 0 0 0 o 0o 1 2 37-39
40-42 6 0 0 1 0o o0 o 1 0 6 o 1 0 0 Q 1 ] 1 2 3 40-42
43-45 0 ¢ 0 1 0o o 0 1 0o 0 0 1 6 o0 0 1 o 1 2 3 43-45
45-48 0 ¢ 0 1 0 0 0 1 0 0 0 1 0 0 0 1 0 i 3 4 48-48
49-51 0o 0 0 2 0o 0 o 2 6 0 0 2 o o 0 2 0 2 3A 4 49-51
52-54 D 0o 0 2z 00 1 2 g0 0o o0 2 6 0 1 2 1 2 4A 5 52-54
55-57 ¢ 0 0 3 0 0 1 3 0 0 1 3 0o ¢ 1 3 1 /2 48  5A 55-57
58-60 0 0 1 3 o o 2 3 ¢! 0 1 3 a0 1 2 3 1 3 5A 6A 58-60
61-63 0 0 1 4 0 1 2 4 0 0 2 4 0 1 2 4A 2 3 5A BA 61-63
64-66 1] 0 2 4 0 1 3 4 0 1 2 4 0 2 3  4A 2 3 B6A TA 64-66
67-69 G 1 2 5 P 2 3 5A 4] 1 3 5 1 2 3 5A 2 4A B6A TA 67-69
70-72 & 1 3 5 1 2 4 BbBA 8 2 3 5 1 3 4A 5A 3 4A TA BA 70-72
73-75 1 2 3 &6 1 3 4 ©6A 1 2 4 ©BA 2 3 4A BA 3 4A TA BA 73-75
76-78 1 2 4 6 2 3 ©5A BA 1 3 4 6BA 2 4 5A BA 3 5A BA 9B 76-78
79-81 1 3 4 7A 2 4 5A TA 2 3 5 7A 3 4 5A 7A 4A 5A B8A 9B 79-81
82-84 P 3 5 TA 3 4 BA TA 2 4 5HA TA 3 5 6BA 7B 4A 5A 9B 108 §2-84
85-87 Z 4 B5A BA 3 5 6A BA 3 4 ©G6A BA 4 5 ©6A 8B 4A 6A 9B 108 85-87
BB-90 3 4 BA BA 4 5 7JA 8B 3 5 ©6A BA 4 6 7A 88 5 6A 118 108 88-90
Maximum Resul! for MARK 1 Weapon
91-93 3 5 B6A 9A 4 6 BA 9B 4 5 T7A 9A 5 7A 8B 8B 6A 7A 118 13C 91-93
94-96 4 5 TA 10A 5 7A 9A 10B 4 6 BA 104 6 B8A 98B 10C 7A BA 12C 15C 94-58
97-99 4 6§ 7A 1A 5 8A 10B 11B 5 & 9% 1B 7 9A 10B 11C BA 9B 13C 17D 97-99
100-102 5 6 BA 12A 6 9A 11B 12C 5 7A 10B 12B B 108 11C 12C 9A 0B 150 19D 1Q0-102
103-105 5 Y BA 138 6A 10B 12B 13C 6 B8A 118 13B 9A 11B 12C 13D 108 118 170 210 103-105
Maximum Result for MARK 2 Weapon (Mark 1 vs. RM AT's 5-20)
106-108 6 7 BA 148 YA 1B 13C 140 6 BA 128 14B 10A 12B 13C 14D 11B 13B 190 230 106-108
109-111 6 B8 10A 158 7A 12B 14C 15D 7A 10A 138 15C 11A 138 14C 15D 12B 158 210 250 10%-111
112-114 7 8A 11A 16B 8A 13B 15C 180 7A 11B 140 i6C 12A 14B 15D 17D 13B 17C 23D 2VE 112-114
115-117 7 9A 12B 17C 9A 14B 16D 170 8A 12B 15C 17C 13A 15C 16D 190 15B 19C 25E 29 115-117
118-120 8 9A 13B 18C 10A 15C 17D 18D 8A 13B 18C 18C 14B 16C 170 21D 17C 21C 27E 31E 118120
Maximum Resuit for MARK 3 Weapon (Mark 2 vs. RM AT’s 5-20)
121-123 8 10A 148 19C 11A 16C 18D 19D 9A 14B 17C 9D 15B 17C 180 23E 18C 23C 29E 33 121-123
124-126 9A 10B 158 20C 12B 170 1890 21E 10B 15C 18C 20D 16B 180 19D 25k 2iC 25C 31E 35E 124-126
127129 S9A 111B 16B 21D 138 18D 20D 23k 11B 16C 19D 21D 17C 190 21E 27 23C 27D 33 37 127-129
130-132  10A 128 17C 220 14C 19D 21E 25E 12B 1{17C 200 22E 18C 21D 23E 29E 25C 29D 356 3%k 130-132
133-135 10A 13B 18C 230 15C 200 22 27E 13B 18C 21D 23t 19C 22D 25E 31E 27D 31D 37E 41E 133-135
Maximum Result for MARK 4 Weapon (Mark 3 vs. RM AT's 5-20)
136-138 11A 14B 19C 24D 16C 2iD 23E 29t 14B 19C 220 25E 20C 230 27 33E 29D 33D 39 43E 136-138
139-141  12B 150 20C 25E 17C 22D 25E 31E 15C 20D 23t 27 21C 24F 29 35k 31D 35E 41E 45E 138-141
142-144 13B 16C 291D 26E 18D 23F 27E 33t 160 210 24 298 22D 25E 31E 3I7E 330 37E 43E 47E 142-144
145-147  14B 17C 220 27E 19D 24E 29E 35E 170 220 25 31E 23D 27E 33t 39E  35FE 39F 45F 49E 145-147
148-15¢ 158 18C 23D 28 200 25E 31E JI7E  18C 23D 27E 33E 240 29 35E 41E  37€ A1E 47E S1E 148150
Maximum Result for MARK 5 Weapon (Mark 4 vs. RM AT's 5-20}
151-153  17C 20D 25D 30E 22D 27F 33F 39FE 20D 25E 29 35E 260 31E 37E 43E 38 428 4BE 52 151-153
1654-156 19C 22D 27E 32F 24D 29F 35 41E 220 27E 31E 37E 28E 33F 39E 45 39F 43 49F 53E 154-156
157-158 21D 24D 29E 34E 26E 31E 37E 43E 24D 29F 33E 39E 30E 35E 41E 47E 40FE 44E 50FE 54 157-189
160-162 23D 26E 31E 36E 28F 33F 39E 45E 26E 31E 358 41E 32E 37E 43E 49  41F 45 51F S55F 160-162
163165 25E 28E 33f 3BE 3DE 35E 41 47E  28E 33t 37E 43FE 34E 35 45F S1E 42E 46F SZE 56E 163-168
Maximum Result for MARK 5§ Weapon vs. RM AT's 5-20 s
20 18 18 17 i 15 14 13 12 11 10 § 8 7 & 5 4 3 2 1 ]
Note: B0 Trificals are Stunfor Stunners and internal Disruption for Disruptor
01-0X = Faiture (Consult Master Weapons Chart. pp 65-67 for actual failure range). if Failure is rolled, roll 1010: 01-086: charge depleted; 47-09:
weapon malfunction, roll an Weapon Malfunction Chart (pg 83); 10: weapon fumbie, roll on Weapon Furnbie Tabie (pp 95-96).




16.1 MELEE WEAPON ATTACK TABLE (against SM ATs)

20 18 1@ 17 16 15 14 13 1 11 W ¢ 8 7 &6 5 4 3
00X F . F-F -F .+~ F "F<F F - F F F°F F F"F “F " F -
0X-18 6 0 ¢ 0 ¢ o ¢ 0 ‘6 o0 0 O ¢ 0 ¢ o0 "0 9o
19-21 g 0 0 @ g 0 0 ¢ g 0 ¢ 0 g 0 0 ¢ 0 0
22-24 c 0 0 90 0 6 0 0 g 6 0 ¢ c 0 6 0 ¢ o
25-27 0 0 0 O 0 0 0 @ 0 0 0 0 ¢ 0 0 o0 0 0
28-30 0.0 0 ¢ 0 ¢ 0 © g 0 0 O 0 ¢ 0 1 6 ¢
31-33 0 0 0 0 6 8 ¢ 0 0°o o 0 A1 0 6t 2 oo
34-36 0 9 0 O 6 0 0 0 g 0 0 f 0 0 2 22 0 O
37-39 9 ¢ 0 0 0 0 € 1 0 ¢ ¢ 2 0 t 2 3 0 0
40-42 a 0 0 1 0 0 0 1 9 0o 1 2 6 1 3 3 0 1
434 ¢ 0 0 1t &6 6 0 2 0 0 2 3 0 2 3A 4A 0O 2
46-48 c 0 0 2 g 0 1 2 0 1 2 3A 1 2 4A 4A D 3 7B 6B 4648
49-51 0 0 1t 2 0 o0 1 3 0 1 3 4 1 3 4A S5A 1 3A 7B 6B 4951
52-54 8 0 1 3 ¢ 1 2 3 0 2 3A 42 2 3A SA 5A 2 4A 8B 7B 52-54
55-57 g 1 2 3 6 t 2 4 1 2 4A 5A 2 4A 5A 6A 3A 4B 8C 7B 55-57
58-60 ¢ 01 2 _4 1.2 3 40 1 3 4A 54 3 4A 6A 68 3A 5B 9C 8C 5860
61-63 1 2 3 4 1 2 3 54 2 3 SA BA 3A SA BA 7B 4A BB 8¢ "8C  61-63
64-66 i 2 3 5 2 3 4 SA 2 4A S5A BA  4A S5A TA 7B 48 BC 10C 9C  64-86
67-69 2 3 4 5 2 3 4A BA 3 4A BA TA 4A 6A 7B BB SB 6C 10D SC 67-69
70-72 2 3 4 BA 3 4 5A BA  3A SA BA 8A SA GA 8B 9C 58 YC 1D 10D 70-72
7376 03 4 5 6A 3 4 SA 7B 4A S5A 7A 98  S5A 7B 8B 10C 6C 8C 11D 100 73-75
76-78 3 4 5 TA 4 5A BA BB 4A TBA TA 10B BA 7B 9B 1iC  BCTOD 120 11D 7678 |
79-81 4 5 BA 7B 4 SA 68 98 5A 6A 8B 118 6A 8B 10C 12C 7C 10D 13E 120  79-81

82-84 4 S5A 6A 8B 5A BA 7B 10C 6A 7A 9B 128 78 8B 11C 14D 8D 11D 14F 13 82-84
85-87 5A BA 78 9B G6A 78 8B 11C VA 8A 10B 138 88 OC 12C 15D 9D 128 15E 15E  85-87
88-90 GA 7B 8B 10C 7A 8B 9C 12C 8A 9B 118 14C 98 10C 13C 16D 10E_13E 16E 17E 880
e " Maximum Result for MARK t Weapon, “-50 0B Mod. {Dagger/Knife) — i ==
91-93 7h BA J0A 128 BA 9B 11C 14C OA 10B 138  16C 10B 12C 14D 18E ~ 1IE-14E 17E 19E 9193
94-96 BA OA 128 14B SA 10B 13C 16C 10A 12B 15B 18C 12C 14C 16D 20E 126 15 18E 21F  94-06
97-99  9A 10B 14B 168 10B 12B 15C 18C 12B 14B 17C 20 14C 16C 18E 22F 14E 17E 20F 29F  97-99
100-102 .10B 128 168 18B 12B 14C 17C 20C 148 16B 18C 22C 16C 18D 20F 24F .16E 19E 22F 25F 100-102
103-105 "11B 14B 188 20C_ 14B 16C 19C 22D 16B 18C 21C 24C 18C 200 22F 266 18E 21E 24F 27F 103- 105
e e M, Result 1oF MARK zwm@nsmaa’rs’ﬁﬁtsﬁdi T e e S |
106-108 128 168 20B 22C 16C 18C 21C 24D 188 20 23C 260 20D 2D 2AF 286  20E 23t 26F 296 106-108
108-111 138 188 22C 24C 18C 20C 23D 26D 20C 22C 250 280 22D 24E 26G 306G 22F 25 28G 3G 108-1t1
112-114 148 19C 24C 26C 20C 220 25D 28D 22C 24C 27D 30D 24D 26 28G 324 24E 27F 30G 33G 112-114
115117 15C 20C 26C 280 22C 24D 270 30E 24C 26D 290 32E 26F 28F 30G 34H 26f 20F 326 35H 115-117
118120 16C 21C 28D 300 230 26D 20 32E 260 280 31E 34E OBE 30F 326G 36H 26E I1F 34H 37H 118120
e e maximim Resulf for MARK 3 Weapof; ~30'08 Mod."(FoTee Kiilfd 7 Broadswind) o oaee e e ety
© 321925 75 50 590 3 51D 240 286 1€ B4E 27D 300 36 36E 30E A2E 34G 38H 306" '
t |124-126 18D 23D 30E 326 256 30E 33E 36F 28D 320 35E 3BE 32F 34E 36H 40H 32F 35F 38H 41H 124-12%
127-120 19D 24D 31E 33 26E 31E 35F 38F 290 34E 37E 40F 33F 36F 38H 42H 34 37F 41H 44H 127-128
130-132 200 25 326 34E 27E 32F 37F 40F 30E 356 38F 42F 34F 38F 40H 44H 36E 3GF d4H 47t 130-132
133-135 210 26 33E 35F 28F 33F 38F 42F 31E 3I6E 41F 44F  35F 40G 424 46H  38F 41F 471 501 133-135
| S = Maxiiiin Résult for MARK 4 Weapofi;3515 0B Mad.’(2 Rarided: Sword) e A
36438 208 37 BAF 36F  20F 34F SOF 43G  42E 37 43F “46F  36F 426 480 40F 44F 51f 541 136-138
139-141  23E 28E 3SF 37F 30F 35F 40F 44G 33F 38E 45F 48F 37F 44G 4?5 §11  42F 47F 551 58 '139-141|,
142144 24E 29F 36F 38F 31F 36F 416G 45G 34F 30F 46F S50F 38G 46G SO0 541 44F 50G 591 62t 142-144
145-147  2SE 30F 37F 39F 32F 37G 42G 46G 35F 40F 47F 52G 239G 48G 531 &7 47F 53G 63t 66J ‘145-147
148150 26E 31F 38G 406 336 386 43G 476 36F 41F 48G 546 40G 50H S56J 60 S50 56G 674 705 148-150
—_— e o, Maximum Resilt 1ot MARK S Wedpan (Power SWOTd) = s s e e

- AR AR LW R e e

20 19 18 17 16 15 ¥4 13 12 #1 10 9 8 17 & 5 4 3 2z 1

01-0X = Failure/Fumbte {Sonsult Master Weapons Chart, pp 65-67 for actuaj fatiure/fumble range).
For Power Swords and Force Kinives — I Failure is rolled, roll 1D10: 01-05: charge depleted; 06-08: weapon malfunction, roll on Weapan
Malfunction Chart {pg 63); 9-10: weapen fumbie, rolt on Weapon Fumbie Table {pp 95-96).
For Other Melee Weapons — Weapon fumble, roll on Weapan Fumble Table (pp 95-86}.

Note: Against Rolemaster ATs use the normal F = 'E’ Slash and A’ Heat for Power Swords and Force Knives; 'E' critical for other weapons.
Arms Law Tables. G = 'E' Stash and 'B' Keat for Power Swords and Force Knives; ‘E' critical for other weapons.
Note: Critical type is determined by the type of H = ' Slash and-'C' Heat for Power Swords and Farce Knives; 'E' critical for other weapons.
Weapon {see pg 66). I = 'E" Sash and ‘D" Heat for Power Swords and Farce Knives; '€’ critical for other weapons.
J = '€’ Slash and 'E’ Heat for Power Swords and Force Knives; 'E’ critical for other weapens,
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16.2 MARTIAL ARTS ATTACK TABLE: STRIKING

R . M. ST M =

20 19 18 17 16 15 14 13 12 11 19 8§ 8 7 g 5 4 3 2 1
a1-02 F F F F F F F F F F F F F F F F F F F F 01-02
£§3-30 0 ] g g 1] 0 4] 1] 0 0 g 4] 0 g 4 g 0 ) 0 0 £3-3¢
31-33 0 it it g 0 0 it B 0 0 g G g g 0 g 0 0 G 0 31-33
34-36 0 0 0 0 6 & o 0 c 0 0 0 0o 0 6 0 60 0 0 U 34-35
37-39 0 0 g 0 g 0 0 o0 0 0 0 0 0 9 0 0 6 0 0 0 37-39
40-42 ] 0 ¢ 0 g 1] ¢ 0 1] 0 g 0 0 1] g g 0 0 1 1 40-42
43-45 0 0 0 0 it G G 0 ¢ 0 ¢ G 0 & 0 1 0 b 1 1 43-45
46-48 0 0 4] [ g i} [} t ¢ 0 3 g ¢ 0 1 1 4 1 2 2 45-48
49-51 0 0 0 0 0 1 1 1 ¥ 0 ¢ 1 b} 1 1A 2 1 1 2 3 49-51
52-54 g g 0 1 b 1 1 2 0 0 1 1 1 1 2A 2 1 2 3 3 52-54
55-57 g ¢ 1 1 1 1 2 2 0 & 1 2 1 2 2A 3 P 2 4 4A 55-57
58-60 ] 1] i 2 1 2 i 3 0 4 2 2 . 2  3A 4A 2 3 4A B5A 58-60
61-83 0 0 1 2 1 2 3 4 0 1 4 3 2 3 44 4A 3 4 BA 5A 61-63
84-66 0 0 2 3 2 3 3 4 g 1 3 3 3 3A 4A BA 3 4A BA 6A 64-66
67-69 0o 1 2 3 2 3 4 B 0 1 3 4 3A 4A 5A  BA 4 5A BA A 67-6%
70-72 0 1 3 4 3 4 5 BA 1 2 4 4 4A 4A SA  BA 54 S5A TA TA 70-72
73-75 0 t 3 4 3 4 5 BA 1 2 4 54 4A 54 BA TA SA BA  8A 8A 73-75
76-78 0 2 4 5 4 5 64 TA 1 3 5 B5A 5A 5A 7A 8A GA 7A BA 9A 76-78
78-B1 1 2 4 5 4 5SA BA TA 2 3 BA BA SA 6A 7B BA 64 7A 9A 9A 79-81
82-84 1 3 5 BA 5A BA T7A BA 2 4 BA 7A 6A 7A 8B 9A 7TA BA 8A 10A 82-84
85-87 1 3 5 BA 5A BA T7A GA 3 4 BA YA 6A 7A 9B 1DA TA GA 10A 11A 85-87
B8-90 P 4 5A TA 6A 7A BA HA 3 EA T7A BA 7A BA 9B DA 84 HA 114 11A 88-90
91-93 2 4 6A 7A 6A TA 9A 10A 4 5A T7A BA 78 BB 10B 11B 9A 108 118 12B 91-83
94-96 2 5A 6A BA 7A 8A 9A 104 4 HA BA BGA 88 98 10B 12B 9A 10B 12B 13B 94-%6
47-99 3 5A FA 8A 7A  BA 10A 11A 5A 6A BA BA 88 98 1i1C 12B 10A 118 138 13B 97-99
100-102 3 B5A TA 9A 8A O9A 10A 12A BA  7A BA 1DA 98 108 12C 13B 10A 12B 138 148 100-102
103-105 4A 6A BA 10B 8B 9B 11B 128 BA 7A SB 0B 9B 10B 12C 14B 11B 12B 148 158 183-105
Maximum Results For Aank 1 Alacks
106-108 4A 6A 8A 10B 9B 10B 1tB 13B 6A 8A 108 1tB 100 t1C 13C 14C 118 13C 15¢ 150 108-108
108111 4A 7A SA MB 98 10B 12B 138 7A BA 10B 11B 10C 11C 13C 150 12B 13C 15C 16C 108-114
112-114 5A T7A B8A 11B 1DB 11B 13B 14B 7A SA 11B 12B 11C 12C 14C 160 13B 14C 16C 17C 112-114
115-117  5A 8B 14B 12€ 10C 11¢ 13C 15C 78 98 110 13C 116 13 15C 16C 13C 15C 168 17C 115-117
118-120 6A 8B 10B 12C t1C 12C 140 15C 8B 108 i2C 13C 12C 13C 15C 17C 14C 150 170 t8C 118-120
Maximum Resulls For Rank 2 Attacks
121-123 6A 8B 10B 13C 11C 120 14C 160 88 10B 12C t4C 120 14D 16D 18C 14C 16D 18D 19D 121-123
124-126 6A 9C 11C 13C 12C 130 150 176 9C 11C 13C 14C 13D 14D 170 180 15C 17D 18D 190 124-126
127-129 7B 9C 11C 140 12D 13D 150 17D o 11C 130 150 13D 150 17D 18D 15D 170 180 20D 127-129
130132 7B 100 12C 14D 13D 14D 16D 18D 10C t2C 14D 15D 14D 15D 18D 20D 16D 18D 200 21D 130-132
133-135 8C 10D 12D 15D 13D 14D 17D 180 10D 12D 14D 16D 14D 16D 18E 20D 17D 180 20D 21D 133-13%
Maximum Results For Rank 3 Atacks
136-138 8C 11D 130 150 14D 15D 170 180 11D 13D 15C 6D 15E t8E 19E 21E 170 19€ 21FE 22E 136-138
138141 80 11D 130 16E 14 15F 1BE 20E 11D 130D 15€ 7B 15E f{7E 20E 22E 1BE 20F 22FE 23E 139-14%
142-144 90 12E 14F t6E 15£ 16E 18E 20F 128 14E 16E 17E 16E 17E 20E 22E 18F 20f 22 23F 142-744
145-147 QE 12E 94F 17E 15 16E 19E 21E 12 14F 16E 1BE 16E 18E 21E 23F 19E 21 23E 24F 145147
148-150 10E 13E 15E 18E 18E 17E 20E 22 13E 15E 17E 19E 17E 19E 22F 24F 20FE 22E 24F 258 148-150
Maximum Results For Rank 4 Attacks
20 19 18 17 16 15 14 13 2 11 10 8§ B 7 & 5 4 3 2 1

Note: All critical resuits are rolled on the Martial Arts Striking Critical Table.
Note: Bare hands attacks by non-martial artists are Rank 1 attacks.
01-02 = Fallure. Attack lost, no effect.
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16.3 MARTIAL ARTS ATTACK TABLE: SWEEPS & THROWS

_E =
121 123 3D 4D SD

e ek By

3 4 6C 7C

124126 30 40 60 6D 6D 6D 6C 7C 3D 5C .JC IC

‘1127129 3D 4D 60 70 6D 6D 7D 7D 4D SD \JD 8D

130132 30 50 60 70 6D 6D 7D 8 4D 5D 7D 8D
133135 30 50 60 70 .60 6D 7D 8D .4D 5D 8D "9D

el Max[rr[iﬁu Hesults'Far'¥ Hallk3 S AtaCk s
80 90 10D

6C_6C 7C 7C

= 8D

E "-.-"_.'
7c
70

8C
8D

00

20 19 18 17 16 15 14 13 12 11 169 8 7 6 5 4 1

0102 F F FCF CFTFICF CLF TTFTUFTURUTRTE T ETUF CUF hop i S sy
0330 0 0 0 0" 0 0 0 D 0 0 0 0 © 0 0 °¢T0 0 0 0  paag
31-33 o 0 0 o o 0 0 o 0 0 0 O 6 0 ¢ 0 0 0 @ o 31-33
3% 0 0 0 & 6 0 € 0 D O 0 0 O 0 0 0 0 0 0 0 343
37-39 f 0 o » & 0 ©C 0 O 0O O © @ 0 0 0 ¢ Q0 0 @ 37-39
40-42 ¢ 0 0 &8 ©-0 O O 0O O O O O© 0 0 O 0 0 ¢ @ 40-42
4345 0 0 0 O 6 0O ©0 0 0O 0O 0 0 6 0 0 0 0 0 0_0 43-45
648 0 0 0 0 0 oo o 0 PO 0 e 0 0 8OO 0 0 4648
851 1+ 0 & 0 o0 0 0 O ¢ O 0 O 0 0 O 0 0 0 0 0 495
52-54 T 1 0 0 o 0 0 0 © 0 0 0 0 0 0 0 0 0 0 o0 53-54
5557 1A 1 0 0 1 0 0 o @ O 0 O 0 0 6 0 90 0 .0 0 55-57
5860 1A 1A 1 1 1 1 0O 0 0 0 0 0O 0 0 0 0 0 0 0_0 58-60
5163  FA TA HA T TTIATT1TTo T T o 70T T T e o T 0T 00 613
64-66 1A 1A A 1A 1A A 1 0 1 1 ¢ 0 1 0 0 0 6 0 0 O 64-66
6769 1A 1A 1A 1A 1A A 1 1 1A 1 0 O 1A 1 0 0 0 0 ¢ O 67-69
772 1A 1A 1A 24 24 A A1 JA A 1 0 1A 1 0 0 0 0 ¢ O 70-72
7375 1A 2A 2A 2A  2A 2A 1A 1A 1A WA 1 1 2A 1A 1 0 0 0 0 0 73-75
76-78 1A 2 2A 28 24 2A A ZA 1A ATTTA T TRATTAA YR o 1 76-78
79-81 1A 2A 28 2A 24 2A 2A 2A 1A 2A 24 1A 2A 24 1A 1 0 0 0 O 79-81
B2-84 2A 24 2A 3A  3A 2A 2A 24 1A 24 24 284 3A 24 24 1A 0 0 0 O 82-84
8587 24 2A 3A 3A 3A 3A 3A 3A 2A 2A 2A 2A 3A 3A 24 22 0 0 0 © 85-87
88:90 24 2A 3A 3A 3A 3 3A 3A 24 2A 3A 3A 3A 3A 3A 24 1 0 1 0 8880
91-93° 28 3B 38 3B 3B 3B 3A 3A 28 24 3A 3A 4B 3K BA I 1 1 AT 0 9193
9406 2B 3B 3B 4B 3B 3B 3A 4A 2B 3A 3A 3A 4B 4A 3A 3A A1t 2A 1 9496
9799 2B 3B 4B 4B 4B 4B 4A 4A 2B 3A 4A 4A 4B 4A 4A 4A 24 1A 2A 1 97-99
10002 2B 3B 4B 4B 4B 4B 4A 4A 2B 3A 4A 4A 5B 4A 4R 4A 24 2A 3A 28 100-102
103105 28 38 48 58 48 4B 4B 58 2B 3B 4B SB 5B 5B 5B 5B 3A 2 3A 24 103105

e * Maximum_Resolts For Rank Y Attagky ———————— ==
106-108 3¢ 5646 5C AT UB TR 3¢ 4B 5B BB 5C BB B 5B A 3A 4R 3A ~ 106-108
109111 2C 3C 4C S5C 50 4 5B 5B 3C 4B 58 5B S5C 5B SB 6B 3A 3A 4A 4A 108111
112114 2C 4C SC 5C 5¢ 5C 58 68 '3C 4B 5B 6B 6C 6B 68 68 4A 4A SA 4A  112-114
115117 3C 4C 5C 6C 50 "5 50 6C 3C 4C 6C 6C 66 6C 6C 6C 4B 4B 58 5B 115117
118120 3C_4C 5C ) 5C -6c 6C ] “118-120

121123

124-126
127-129
130-132

133135

136138

’136-_138 3E 58 JE TE TE 7'?E ?D 8D 4E 6D. 8D @D  8E _ 90

133141 3 58 76 8E JE FE 8 OF 4E 6E 8 9F 9 9E 9E 10E 70 8D 10D 10D 139-141

142144 3 S 7 8F 7E 7€ BE S9E 4F 6F 9F 10E N\GE 8F 10F t1E 8E 9F 10E 10E 142-144

145147 3F SFE 7E BE 7E 7E S8E 9F 4 GF 9 10F 9 9F 10FE M€ BE 9E 1E VE 145-147

148150 4E 6E 8k 9 BE BE O9F 10E -5E 7E 10E 11E 10E 10 11E 126 SE 10E 12E 12€ 148-150

i .;S.-'_*'Haximﬁnf Results For Rank 4 Attacks ™= e
20 19 18 17 15 15 14 13 12 11 10.-9 '-a.-7 ,5 5 -4 3 2

Note: All critical resulis are rolled on the Martial Arts Sweeps and Throws Critical Table.

Note; Bare hands attacks by non-martial artists are Rank 1 attacks.

~

1

Note: Humanoid type creatures attempting to subdue {wathout major injury) other humanoid types may use this table or the Enve!op/Entangfe

Attck Tabie (both with a maximum result of 105).
01-82 = Fallure. Attack lost, no effect.
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16.4 ENTANGLE / ENVELOP ATTACK TABLE

20 19 18 17 16 15 14 12 12 11 18 8 8 7 6 & § 3 2 1
01-0X F F F F F F F F F F F F F F F F F F F F 01-0X
0X-30 g 0 0 0 0 0 o0 0 ¢ 0 0 0 g 0 0 o© a 0 0 ¢ 0X-30
31-33 g o 0 @ 0 0 © 0 g 0 0 0O g 0o 0 0 0 0 0 0 31-33
34-36 o 0 o o a ¢ ¢ 0 a & & ¢ 0 & 0 0 0 6 0 ¢ 34-38
37-38 0o 0 0 o ¢ & 0 0 a ¢ 0 0 o ¢ 0 0 0 0 0 0 37-39
40-42 o 0 0 o o 0 0 0 a 0 0 0 0o 0 G 0 o 0 0o @ 40-42
43-45 0o 0 Q@ o a 9 0 B 0 o 0 ¢ g & 0 0 0o 8 0 8 43-45
45-48 & 0 ¢ 0 o o o0 £ a & 0o 0 0 o 0 0 0o 0 0 @6 45-48
49-51 o0 o o 0 ¢ ¢ o 0 g 0 0 0 6 0 0 © ¢c 0 0 0 49-51
52-54 a 0 0 ¢ o o0 0o 0 0 0 o0 @0 g ¢ 0 0 0 0 o 0 52-94
55-97 o 0 0 @ g 0 ¢ o 0o ¢ 0 ¢ o &b 0 0 o 8 ¢ 0 55-57
58-60 0 & ¢ 6 g & & 0 0 0 & & 0 0 0 0 0 ¢ ¢ 0 58-60
61-63 tA 0 0 O 1 0 o 0 06 0o o 0 0 ¢ 0 O 0 9 0 0 61-53
64-66 tA 0 0 1A 1 0 0 1A 1 g0 o 1 1 0 ¢ ¢ 0 0o ¢ 64-66
67-69 1A 14 1 1 1A TA 0 0 A 1 0 0 1 1 e 0 g o o0 0 67-69
70-72 1A 1A 1 1 1A 1A 1 1 1A 1A 1 1 2A 1A 1 0 0 0 0 0 70-72
73-75 1A 1A 1A 1 24 1A 1 { 14 1A 1 1 2A 2A 1 8 a o 1 0 73-75
76-78 1A 1A 2A 2A 2A 2A tA 1 1A 1A 1 28 24 1 1 a 0 1 1] 76-78
79-81 1A 2A 2A 2A 2A 2A ZA 2A 1A 2A 14 2 24 24 1 1 0 0 1 0 79-81
82-84 1A 2A 2A 3A ZA2A 2A 2A 2A 24 2A 2A A A 2 1 0 ¢ 24 1 82-84
85-87 1A 2A 34 3A 3A 3A 2A 34 24 2A 2A 3A A 3A 2a 2 0 ¢ 2A 1 85-87
88-90 1A 2A 3A 3A  3A 3A 3A 3A 28 2A 3A 3A 3A 34 3 2 1A 1 3A 2 88-90
Maximum Results For MARK 1 Weapon—
91-93 2B 2A 3A 4A 3JA 3A 3A 4A 2A 3A 3A 4A 4A 4A 3A 3 1A 1 3A 2 91.893
94-96 28 3A 4A 4A 4A 4A 4A 4A  2A 3A 4A 4A 44 4A 4A 4 1A 24 44 3 94-46
g7-99 - 2B 3A 4A SA 4A 4A 4A DA 2A 3A 4A BA 4A 5A 4A 4A ZA 2A 5A 4 g7-99
100-102 28 3A 4A 5A 4A 4A 4A DBA  3A 3A 4A B5A 5A 5A 5A 5A 2A 3A° BA 4 100-102
103165 28 3B 5B 5B 48 5B 5B 68 38 48 5B 6A 5B 58 b5A 5A . 3A 4A GA 5A  103-105
Maximum Aesuvlts For MARK 2 Weapon and Small Attacks
106-108 2C 4C 5B 6B 5B 58 5B 6B 3@ 4B 5B BA 6B 6B BA BA 3A 4A ©6A GA 10B-108
109-11t  2C 4B 5B 6B 58 5B BB 7B 38 48 68 7A 6B 6B BA 7A 4A 5A 7A BA 109-111
112-114 2C 4B 68 78 58 6B 68 7B 3B 48 68 7A 68 7B 7A TA 454 SA BA A 112-144
15117 2C 4C 6C 7C 50 6C 6C 7C 4C 5C 7C 8B ¢ 70 7B 8B 88 6A BB 8A 115-117
118120 2C 4C 60 7C 6C 8C 7C 8C 4C 5C 7C 8B 7 70 8B 8B 58 7B 9B BA 118120
Maximum Results For MARK 3 Weapon and Medium Attacks
121-123 3D 5 7¢ 8C 6C 7C 7C 8C 4C 5C B8C 98 7C BC 8B 9B 68 7B 8B OA 121123
124126 3D 5C 7C 8&C 8C 7¢ 7C 9¢C 4C 50 8C 9C BC B8C 8C 10C 60 8C 10 8A 124-126
t27-12¢ 30 S0 7D 90 7D 7O 8D 9O 40 60 8D 10C BD 9D 9C 10C  FC BC 10C 10B 127-129
130-132 3D 5D 8D €D 7D 8D 8D 0D 4D 6D 9D 0C 8D 9D 10C 1€ 7¢C 9C 11C 1B 130-132
133-135. 30 5D 8D ¢D 70 8D 9D 10D 50 60 9D 11 8D 9D 0D 13D 8D 10D 12D 11 133-135
Maximum Resuits For MARK 4 Weapon and Large Alttacks
136-138 3E 6D 8D WD 70 8D 80 11D 5D 67D 6D 1D 9D 16D 110 110 8D 10D 12D 12C 138-138
13914t 3E 6 O9F 10E BE 9E OF 1ff SE 7E i0E 12E  9E 10FE 11D 130 90 11D 13D 13D 139-141
142-144 3E 6E 9F 11tE  BE SE 10E 126 SE 7E Y1E 12E 10E VIE 12E 13E 9E 11E 13E 13D 142-144
145-147 3E - 6E 9t 11E BE 9t 10E 12 BE JFE 1tE 13E 10E ME 12E 14t 10E 12E 14E 14E 145-147
148-150 46 7E 10E 12F 9t 10F 11E 13F 6E B8E 12E 14F 11£ 12E 13E 14F 11E 13E 15F 15F 148-150
Maxisum Results For MARK 5 Weapon and Huge Attacks
20 19 18 17 16 15 14 13 12 11 1 3§ g 7 6 5 4 3 2 1
Note: All Criticals are Grappiing
Note: An F-severity critical result indicates an E critical roll and a € criticat roft
01-0X = Faiure {Consult Master Weapons Chart, ppB5-67, for actual failure range). If Failure is rofied, rolf 1D10: 01-05: weapon malfunction,
roff on Weapon Maffunction Chart (pg 83); 6-10: weapon fumble, roff on Weapon Fumble Table (pp 95-96).
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17.6 STUN CRITICAL STRIk

C

E

You might have z chance agaln

i

Foe is lucky. this time,

+2 hits.

Foe stunned 1 ropnd.

 Foe shrugs off attack.
01 '05 nen round. i i
Ho extra damage. +1 hit. Foe stunned for 1 round. Big deal. | Foe stunned for 1 round, and is 2t | Biow leaves foe stunned and unable
06-10 -20 for 2 rounds thereatter. to parry {9¢ 3 rounds. Add +10 to
your next attack,
Weak strike gives +1 hil. Foe operates at -10 for Stun foe 2 rounds and he is at Attack leaves foe stunned Malignant damage stuns foe
1 1-15 3 rounds, -20 for 4 rounds. tor 3 rounds. for 5 ratnds and puts him
at-10 for 2 days.
Foe stunned next round, Foe is sturned and must parry | Moderately discouraging sttack Foe is stunned 5 rounds and loses | Foe foses the use of his tegs
1 6_20 at -20 next roung. +1 hit. stuns foe 3 rounds. the usa of an arm for 24 rounds. for 3 days. He is stuaneg
+4 hits. for 8 rounds. +5 hits,
B Foe somewhat dazed. He s Weak impart sees foe stunned | Forceful impact stuns foe Blast paratyzes foe from waist down | Foe stuaned and joses controt of
21 ..35 stunined next round and is at fos the next 2 rounds, but little | 4 rounds, during whiciyie must | %o 7 rounds. i standing, he fatls nack muscles for 12 rounds.
-10 1or 2 rounds. eise. parry at -10. over and takas 5 hits. Head fiops about at random,
Sten foe for 2 rounds, Foe sturtned for 3 rounds and Glancing strike spins foe. He is Foe stunned for 8 long rounds. Foe staggers off in 3 mndom
36-45 must parry at -20 nest round. | stunned and unable to parry Add +20 1o your néxt two attacks | direction for 16 rounds, not at al
for 5 rounds. #inst this cpponent. sure of what's going on.
Mild blow stuns foe for 2 Unspectaculas strike stuns foe | Foe stunned 6 rounds. Lingering | Atack leaves log Stunned ang Biast stuns foe for 20 munds angd ha
4 0 roungs and afl maneuvers are | for 4 rounds. disorientation puts hirn at -19for | unable to parry for 2 rounds. is unable to parry for 10. Add +20 to
6'5 at -10 for 4 rounds. 1 hour. +3 hits. +6 hits. your next attack against this
. opponent.
Foe stunned for 2 rounds and | Foe knocked to Mis knees ang Stuaning Hast causes minor Foe gasps for air. He is sturmed Foe dazed for 24 rounds. He is
51-55 must parry at -2, stunned 5 rounds. He is at cellutar disruption. Foe stunned 10 rounds while parrying at -20. incapabte of taking any action.
-30 to maneuvers next round. angd at -30 for 7 rounds. Poor fool.
.1 Your attack stuns foe foe stunned 5 rounds. +3 hits. | Foe stunned for B rounds and is | Foe jeft incapacitated by attack. Biast knocks fos down, he is oul tur
56-60 | tor 3 ounds. Add +10 10 | . at -20 for 12 reunds. - | He is out for 11 rounds. 23 rounds.
your mext attack. : : .
Foe stunned for 4 rounds. Stunming blast immebilizes Hiast overioads foe's neurons Foe drops to the ground and is ieft | Foe falls on his face. He is stunnad
He may not parry next cound.  § foe's arms for 7 rounds. momentarily, He Is stunned, writhing in spasms. He is stunaed | ang ynable o parry for 32 rounds.
61-65 : Ha is stunned next round. Blinded and unable to parry and yaable to parry for 12 rounds. | +10Nits. - -
) : for 9 rounds. 45 hits. +7 hils. . .
-} Lucky strike shocks foe. He is | tmpact throws fos back '} Forcefut attack drops foe far Fos snaps rigid and ﬁdls over, foe fails, sandmg Rimselt inta a
stunned for 10 rounds and is | 3 meters. He is stunned and 20 rounds. He is inert and quits | breaking an arm in the process. coma for 20 days. Whaa he comes
66 | unabistoparry for 5. +7 hits. | unable to pary for 15 rounds. | belpless. +13 hits. Heols out for 24 rounds and st . | to, he will be 2t -30 for an additional
S : +10 hits. . -4 for 2 days thereafter, +18 hits. | 20 days. +25 hits,
Foe drops weapon. : Foe dazed. He drops his Scrambiing burst jeaves foe for collapses into a jigoling, mushy 1 Foe falls on tog of his own
He is stunned for 5 rgunds. hand-held equipment and droaling. He is stunned and heap after scattering his equipment. | squipment, cawsing Aandom
67-70 : stares glassy-eyed for 8 rounds, | unavle to parry for 10 sounds, | Heisoutfor13rounds. -~ | malfunctions. He is out for
i No activity. A pathetic sight. - R 36 rounds.
foe unbalanced by your attack, 1 Foe krocked over and sturted | 8iast knocks fos down. He is Strike spins foe. He is stunned and | Control of arms and legs is lost
stunned tor & rounds and may | for 9 rounds. Numb fegs stunned and parries at -50 it -40 {0 orientation attempts - tempartarity. Foe dreps prong
71 '75 not maneuver for 3. +1 hit. prevent him from standing for 11 rounds. Add +15t0 for 14 rounds. - far 40 rounds.
' again tor 10 rounds, +5 Mits. yaur next attack. R
Shocking biast spins foe. Muscie lock. foe may not move | Foe swaliows own tongue. Strike leaves neurons misfizing for | Foe is stunned for 45 rounds and is
76 80 He is stunned for 7 rounds for 10 rounds. Uniueky, isn't he. | He is stunned 12 rounds and is quite some time. Foe is stunned at -84 tor 2 gays.
= ang orientation rolls are at at -40 for 15 rounds. 15 rounds and is at -50 for A
-30 for 10 rounds. 20 hours, Sad, but true.
Foe knocked down. He is Foa stunned for 11 founds and | Staggering biast. Foe stunned and | Blast leaves one side of loe’s body | Disrupting strika causes foe's heart
stunned for 8 rounds and may ; may not parry for 3. Add +10to | unable to parry for 3 rounds, then | paratyred for 16 rnds. Heis at -70. | to sieze up. He drops. Unless tended
81-85 | rot pary for 3. +2 hits. your rext action, talls prona for an additiona) 1o, foa will die in 10 rounds.
16 rounds. +6 hits. :
Foe stunned and unabie to Fe knocked one his back and | Cruel blow stuns fos 14 rounds. | Foe drops, motiondess, for Foe sent into coma for 30 days, and
86-90 parry for § rounds. Add +1510 { is immobilized for 12 rounds. He is at -20 for & hours. 17 1ounds, though he retains it of | incapable of sutmnsunus activity.
YOUT next attack. ) s senses. +3 hits. +20 hits.
Biast disorients foe. He is impact frazzles foe’s brain. He | Confusing blast leaves foe cross- | Foe wishes he wers somewhere Motor control sporadic. Foe is
- stunned for 10 rounds and is stunned for 15 rounds 2nd is | eyed. He is stunned 18 rounds eise. He is stunned and unible to stunned and unabte to parry tor an
1
at -25 tor one hour, at -20 for ane day. and perceives at -50 tor t day. parry for 18 brustal rounds. incredibie 25 hours. Very sag.
Stunntng biast knocks foe e rocked by strike. He fails Foe knocked prone for 24 rounds | Foe is left 2 babbling idiot for Biow sends foe reeting. He colapses
96_99 tack 3 meters, He falls and Is | grone for 20 rounds, and takes | and then slips into a 10 uay r 3 days after the aftack. He is quite | & meters away, not 10 regdin )
” oyt for 15 rounds. +4 hits. 1 hit per round. coma. incapable of defending fimsaif, consciousness far 30 days.
irmpact sends foe into spasms. | Foe knocked cut for 24 rounds | Brutal attack leaves foe stunned | Oirect hit leaves foe totally Sad!y toe diss next round due to
Ha is stunned for 20 rounds and is at -50 for 6 hours after and unabte to parry far 30 spazed-out. He is stunred and massm nerve failure.
1 00 and is at -40 for 3 bours. Foe | he comes arcund. rounds. He is then at -40 for unabie la parry for 50 rounds.
has whiplash. 25 hours. +8 hits. +15 hits.
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17.7 INTERNAL DIS

A

B

C

RUPTION CRITICAL STRIKE TABLE

| D E

01-05

A near miss. NO 2xtra damape.

E Glanging biow. +0 hits.

+1 hit

+3 hits. s 4 hits,

|
|

06-10

+1 hit.

; +3 hits,

|

+4 hits. Add «10 o your next
i aftack.

; You may attack before ihis oppe-

+6 hits Foe loses his rext attazk op.
| ment in the next Fire Phase. +3 hits,

- porluniy,

11-15

You may respive your lire
pefore this opponent's next
round. +2 hits.

1 Soh strike 10 fog's side. You
may fire betore this opponent

for the aext three rads. +4 hits.

. Minor disruption of foe’s side. | +6 hits. Foe is Stunned for

+7 hits. Foe takes 2 hits per
round.

mem i

| 2 roundgs.

16-20

Foe is stunned next round, and
must parry for the next two
rounds. +3 hits,

Blow to foe's side oetivers
+5 hits. Foe must parry next
round at -30.

1 Biow stuns Ioe bor 3 rounds,
- +8 hits.

Minos side wount causes 1oeto
take 3 hits per round He 5 stunned

round. He mas! parry for 3 rounds,
' next round, [

21-35

Foe must parry next three
rownds. +4 hits. Add +51p
your nexd attack.

Foe stunned for the next three
rounds. +5 hits, and foe takes
t hit per round,

Disrupting strike hits foe atang
side of chest, Foe stunned and
wrrabie 1o parry for 2 rounds. Foe
I takes 3 hits per round. +9 hits,
P

I Biast to foe's upper [eg. +7 hits.
. He is stunned and unable to parry

Foe takes 3 hils per round and is
¥ tor 3 roungs.

stunned for 4 rounds,

I
1

36-45

Burst muscie in foe's lpwer
leg. Foe stunned {or one round
and receives 1 hit per round.
Move at -58.

Disrupl foe's lowar ieg.
Foe moves at -50 and takes
4 hits per round. +6 hits.

i

Major wound to fower leg. Foe

takes 5 hits per round and is

knocked 1o one knee. He 1s
stunned for 4 rounds.

| Wound foe's grain. Shocked. ne is | Blow lo leg shatters several bones

stunned 107 7 rounds and unable
12 parfy 107 4 rounds. +8 hits,

T Add +10 to your next attack.

|

© and shreds muscie. Foe at -70 and
takes 4 hits per round. Add +101g
your next attack.

46-50

Mingr flesh wound aleng foe's
back. +5 hits. Foe stunnad for
fwi rounds.

| EMsrupting blast atong toe's
lower back, He is stunned and
may not parry for 4 rounds.
+7 hits, takes 1 hit per round.

1
! Blast across toe's back tears skin,

| Foe takes 3 hits per round and is
1 stunned for 5 roungs.

; Distuption of Ige’s lower back

| paralyzes him trom the waist down.
He is down and out for 20 rounds.
+1{} hits.

Minor distuption to foe's tower

back. Foe is stunned and unable to

parry for 5 rouads. He tzkes 4 hits
per rounc. + 14§ hits,

51-55

Mingr gisropting strke 1o 1oe's
chest, Foe &5 stunned and
unahle to parry for three mds
and receivas 3 hils per round.

Blow 0 foe's chest drops im
to the ground. Foe takes 4 hits
per round and is stunned

for 5 rounds. +8 hifs.

Disruption in upper chest drops
foe tor 3 rounds. Foe takes 3 hits
f per roungd, +10 hits.

5

Fo's chest replures. He takes 6 his |
per round. in 3 rounds he drops,
and atter 3 more, he dies.

Biast in chest Coliapses foe's lungs
and breaks ribs. foe operates at -50
for 4 rounds then slips into a coma.
He digs 6 rnds thereafter. +12 hits. !
]

+8 hils. Foe 15 stunned for 2 I’UMH
Mirtor disreption gives toe 1 hit per

Attack disrupts foe's side. +3 hits,

56-60

Mingr thigt disruption. Foe
knocked down and stunned
for 2 rounds. +5 hits.

Foe takes 3 hits per round.

Energy dissipation shreds foe's
thigh muscle. Foe takes 4 hits
per round. +9 hite, Foe moves
al -50.

Fulverizing biast 1o foe’s upper
- thigh. +11 hits. Foe falls and is
| stunned for 5 rounds. Me takes
[I 5 hits/rnd and moves at - 75.

Blast in upper teg. Foe 1alls ang ' Major groin injury, Vitals destroyed.
takes & hits per round. He is at -80. - Foe stynned o 14 rounds and
Add «10 to your next actign. 1 takes 2 hits per roung,

61-65

Bizst atong torearm, +5 hits.
Foe takes 3 hits per raund
and is at -25.

Blas! to foe’s forearm,
Hand useless. +9 hits,
Foe takes 5 hils per roung.

* Strike rips inta foe's forearm,
| Arm useless. Foe takes 4 hits per
j rnd and operates at -40. +12 hits,

" Disrupting strike severs arm above |
i the elbow. Foe takes 5 hits/rnd and

" is Stunned for 8 rnds, Hejs at -80.
I

Forearm destriyed. Foe takes
7 hits per round and is stunneg
for & rounds, He is at -40.

66

Non-weapen shoulder bursts
from insice. Arm usetess. witl
fail oft if foe takes more than
25% activity, stuaned ng parry
for & rnds, +18 Kits, 5 hits/rmd.

Elbow in foe's weapon arm
disrupted. Joint is destroyed
and arm vseless. + 10 hits.
Foe stunned and unatle to
parry for 10 roungs.

e

; Foe's knee destroyed. He loses
tower feg. and takes 5 hits per
round. Foe drops and is out

| for 10 rounds. Aterwards he is

| at- 70 +25 s,

i Biast to the face destroys foe's
, eyes, ears nose and throat. He
{ dies after 4 panful rounds.

Burst destroys lungs, Heart
. exptodes. Foe falls and is inactive
+ far 3 agoaring rounds betnee dying.
i +20 hits.

67-70

+6 hits. Foe is stunned for
4 roungds and may not parry
for two rounds. Foe at -20.

Break foe's caliar bone. i

Blow 10 10e's neck. Foe stunned
for & rounds and may not parry

| for 3 rounds. Foe operates

at -10. +16 fits.

| Blow to cotar area. Foe is
r stunneg for 12 rounds choking.
! He pperates 3! -80. +13 hits.

. Massive celuiar disruplion in foe's

t shoutder. +14 hits. Foe stunned
i ler B rounds and operates at -84,

Blast inside shoulder sends atm
ftying. Foe stunned ang unable fo
party tor 12 mds, «22 hits, 6 hits!

: _rnd. Add +10 1o your next attack.
|

71-75

Disrupt tendons in lower ieg.
Foe at -5¢ and krocked 1o gne
¥nee. Foe stunned tor 3 mids
and takes 2 hits per md.

Muscles burst in foe's calf.
Foe at -50 and receives 5 hits

1 perround. +11 hits,

Foe's calf mustle destroyed,

. tendons disrupted and bong shat-
! tered. Foe is at -50: takes 6 hits/
. Agd +10 1o your fext attack.

! Blast destroys foe's foot. He is
i at -50 lor 5 rounds belore passing  muscle and bicDY vessels burst.
[ out. Foe takes 5 hits per round. Foe knocked down, Stunned for
| 6 rnos. He takes & hits/rnd +24 hils.
l—

Shuddering blast scraps leg Bone,

76-80

Disrupt foe's bicep. +7 hits,
and 3 hits per found.

Foe gt -30 and stunned

for 4 rounds.

KNon-weapan arm disrupted.
Foe at -40) and takes & hits/rnd,
He is stunned and ynabie to
parry 1or 7 rnds. Arm uselpss.

Non-weapon arm disrupted and
useless; muscles destroyed: bone
fractured. Stunped for 12 rds;
takes 4 hits/rad, +14 hits,

! Foa's nan-weapon arm explodes
and is messiy rempved lrom his
body. Slunned and unabte to parry
for 18 nds, b hils/rnd, +20 hits,

- Foe's weapon arm bursts open.
1t is destroyed. Foe takes § hils
per rouns, ang is swnned
for 36 rounds. +30 fits,

81-85

Strike foe in the side. tntermat
bleeding delivers 7 hils per
round. Foe stunned 8 rounds,
Add +10 to your next attack.

Blow to toe's side. +12 hits.
Foe takes 8 hits per round.
He 15 stunned for 12 rounds
and operates at -40.

i
!
1
i
|
i
{
¢
1
I

Blow 1o side of lower abdemen.

| «15 hits. Internal bleeding causes
& hitsfrad. Foe fights for 24 mds

| then dies due 10 organ faiiure,

—_—
Foe's batkbone shattered by biast.
He falls and dies afer 8 quiet
rOungs due 10 Massive cfgan
tanure, +40 hits.

Vanely of foe’s abdominat argans
explode. He takes 8 hits per raund
and is ai -80 for 4 rounds betore
expiring. +30 Hits.

86-90

Distupting blast along foe's
back. Foe takes 4 hits/rnd and
is Stunned for 5 mds. +8 hits.

Strike 10 back of foe's head.

kitls foe instamly. +15 hils.

The subsequent brain disruphion :

1 Shot puips tee's train He dies
instantly. +25 hits. Add +1510
* your next atack.

Strike disrupts Mg jont, Leg « lost.
Foe lapses into unconsciousness.
dying in 6 raunds. +30 hits

Shattering blast destroys foe's
kidneys and severs sping «4{J hits.
Foe drops. then dies next round

891-95

Blow off foe's gar. +8 hits,
Foe takes 5§ hits per round
and heanng is at -50.

Blast disrupts hip, destroying
the joint, +15 hils, stunned for
10 rngts before passing out.

Foe stunned for 10 rounds,

Add +20 10 your next attack,

| Foe's chesl exptodes fram the in-
| side. Hearl destroyed. Foe drops
: then dies next round. +35 hits.

I

' Disgusting strike guts through
© opponen. He is disemboweled
' and thes nstantly. And +20 to
your next aclion,

Foe's arm and side destroyed by
disrupting tHast, He is stunned
ang unatte io parry tor 8 rounds.
Ihen dies. +35 hits.

— et

96-99

fate, stunned and unable io
parry for 12 rnds, B hitsirng.  ;

Disrupling strike to middie of ]
1
Add +5 to your next aftack. E

Blast blows ol sige of foe's
head. Foe drops and takes 5 hits
per round 101 three rounds
betore dying.

L

| Blast shaners tiackbone and
- EXPOSEs upper chest cavity.
! Foe dies instantly. +45 hits

| Back tiow sengds foe regling.
i Broken in hatf, toe drops ang dies
next round.

Internat explosion sends rib )
Iragments flying. Foe drops and diés
wmmediately Add «20 1o all actions
{or the next 2 rounds

100

Strike disrupts toe's neck.
severing his head from the !
rest of his body. Foe dies {
immediately. +20 hits. :

tead strike destroys bran. Foe
is dead.

: Foe's head explodes. He is very
| dead. permanently.

' Head sho! deslroys bram in
. 3 greesome display. Foe's

| lifeless, headless bocy

, tossed back 3 meters

Foe's body ripped aparn by cruél
disrupiing blasl. He 15 ng more
Good work.
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A

18.1 RADIATION CRITICAL STRIKE TABLE

B

C

D

E

in 2-20 hours unless treated.

01 _05 What radiation? They're enly sub-atomnic Nothing worse than a day at the Target logks a little red, bul it's Target was lucky, this time,
partictes, beach. nothing seripus.
Warm draft. Fast newtrons stay clear of This could have been really bad. § +3 hits. +5 hits. It must have bean those cogl
06'1 0 . target. Lucky. sun glasses.
[ Tie experts say it's nothing to ; Target has little fp worry about. ¢ A mild headache is the end resuit. i +4 hits. These may only be healed | +8 hits. These may only be healed bf
1 1 "1 5 worty about. by anti-radiation treatment. anti-radiation treatment.
) Bright flash reduces target’s Zip. Insignificant d2mage. Mild irradiation. Target at -1Q until | Radiation sickness. Target loses hair,
16-20 | vision by 50% for 3 rounds. treated. teeth, and nails within a day. He is at
-50 tor 5 days, aftar which he dies.
Afterglow reddens target Waiking in frant of a neon sign | +4 hits; may only be healed by Aad build-up will produce a cancer | Severe exposure drops all of target's
21 -35 2 shada, would be more dangerous. anti-radiation treatment. in target within the next 5 ysars. temporary stats by 1-10 . Really bad.
Microbes on target’s skin have | +2 hits, Mild radiation sickness. Hair falls | Target's vision blurs. Perceptionis | Sizzling beams raise blisters an
a rough time of it. out in three days, and target is at -30 until treated. +5 hits. target's red-tot skin. He is at -60
36-45 at -30 until treated. until treated and takes 1 it per round
whenever he moves. +10 hits.
[ A few cells spontaneously Target may {50% chance) Target has 2 10% chance of Organ damaged. One of target's Severe Radiation sickness. Target
46_50 mutate, but quickly die off. develop tumour within 5 years. | fainting each minute. He is out internal organs will fail in 1-10 will die within & day unlass treated,
for 1-10 hrs and at -20 for § days. | hours. and is at -50 while he waits. +12 hits.
Target will teal queasy {-10) Target will feel il. Mild radiatian sickness. Hair fafls | Rays weaken target. His temparary | Deadiy rays course through target.
51-5 5 in an hoyr, It will tast for anly -15 ta actions for & hours, out; sores develop in 1-5 days. Strength stat is reduced by 15 In tén minutes, he is struck by savere
4 hours, - beginning in ane hour. Target at -30 until treated. 50% while the temparary Constitition fausea (operates at -60) lasting
chance of a cancer within a year. | stat falls by 5. 1-10 days. Target then dies.
Targel's vision becomes hazy | Teiepathic target loses 1-10 Rad accumulation wil produce 3 | Waves give target +20 hits that may | Severs burns. Target at -70 until
56_60 in 30 minutes (perception PP's. All targets at -10 until cancer within a year. only be healed by anti-radiation treated. He )s stunned for 6 reunds.
at -20). It will last until treated. | treated. treatment. Target stunned 6 muos.
Some tactile sensation will be | Target wiil have a headache in | Telepathic Larget loses 1-10 PP's | Telepathic target loses Psion Telepathic target ioses Psion casting
last to the target {operstes 10 min which will last far 1-16 | and is stunned for 6 rounds. Al casting ability for 1 day. All target's | abiity for 1-10 years. Alf targats
61-65 {a-s5) untit treated. Ettect hre during which =rget will be | targets at -15 untii treated. are at -20 unti treated. at -50 until treated, +15 Hils.,
manifests itsalf after an hour. | at -20. 1t will recur 1 day later,
Rays course through body. Bitter chromosome damage to | Hot rays sterilize target. +5 hits. Rays sterilize target. Target will die | Widespread cellular damage gives
. Target has 50% chance o target's reproductive crgans. Sad. in 10 heurs due o organ failure. farget +40 hits and sends him into a
66 | producing mutated offspring. | Offspring have 2 75% chance of coma. He will die in 1-10 minytes,
Minar loss ot hand-eye Loss of hand-eye coordination | Target loses hand-eye Beams daze target. He is Stunned Target dazed. He is stunned and
coordination manifested in far 5 days. Static maneuvers cocrdination and is at -40 to all for 20 rounds and is at -50 for all unable to parry until treated.
67-70 2 hours. Static maneuvers at | at -20 during that fime. maneuvers entil treated. activities until treated. +17 hits. These hits may only be
-15. Effect will tast for 2 days. : bealed by anti-radiation treatment.
A minor skin cancar will Target has difficulty Vioient electromagnetic radiation | Radiation sickness. Hair lost, teath | Target's skin blackensd. He takes
. - | develop within z year. concentrating. Reduce raises sgres on target’s skin. and fingernaits fall out, and sores 4 hits per round and is at -8Q uatii
71 =75 . temporary Reasoning stat He is at -30 until treated. appear within 1 day. Target at -40; | trated_ Permanent Quickness and
by 10 until treated. will die i 1-10 days unless treated. | Agility stats are reduced by 2-20
o Talepaths iose 1-10 PP's. +10 hits. | points each.
Milt burn, Target at -10 Rays give minor fyrn, Target Lingering radiation sickness. Rad bwild-up will produce a | Target blinded and sent intv a coma.
76‘80 for 2 days. takes 4 hits and is at -10 Target at -50 \_mthm one day. Hair | malignant tumour within b months. | Severe r_ad!atmn sickness will kili
for 2 days. and teath begin o faif out. Target | Target at -40 until treated. target within a day uniess treated.
will die in 30 days unless tregted. )
Lingering rad buildup has a Exposure gives target 7 hits Target recetves second degree Selective rays destroy target's eyes. | Horible ays reduce all of target's
B1-85 | 50% chance of producing a which may only be healed by bymns. He is at -30 for 6 days. «5his. - | temporary stats by 2-20 and all
cancer within 5 years. anti- radiatton treatment. . permanent stats by 1-10. +19 hits.
Mild burn. Target at -3 Target irradiated and loses Electromagnetic waves damage Severe burns Qive target 3 hits A muttitude of target's internal
86-90 for & days. hair in two days. He operates a random internal organ. It wil per round. He is at -30. +17 hits. organs fail. Target drops and dies in
at -20 untif treated. cease to function in 1-10 days. 1-10 rounds. Teiepathic targets lose
Tough. all Psion Power.
Insidigus expasure gelivers Burns crack target's skin. Target sees flash. He is Diinded Target zagped. He is blinded and Blistering rays fry lrget. He is sent
4 hits that may only be healed | Target Lakes 1 hit per round for 1-10 days, then at -30 to stunned for 10 rounds, then into a coma and dies in b rounds.
91 '95 by anti-radiation treatment. and is at -10 untit treated. vision from then on. operates at -60. He will die in one
day unless treated.
Second degree bem gives Bright frash blinds target Heavy rad dase reduces Severe exposure, Target sfips into | Sizzfing burst laaves but a lew
target 5 hits. for 1-10 hours. temparary Constitution stat by 20. | coma and dies in 1-16 hours. remains of target’s former sei. Sad.
96-99. Permanent Constitution is lost at -
’ ' || the rate of 1 point/hr until treated }
Flash burns give target Target at -2¢ until treated, Target's skin flash-fried. +30 hits. | Target's blood boils. He drops Target glaws white before vanishing
: 10 hits. Target at-13 and will develap a cancer Target knocked out and takes immediately and dies in & rounds | ytterty. :
1 00 for ¥ days. within § months. 4 hits per round. He will die due to massive intemal damage.
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18.2 ELECTRI
B

ITY CRITICAL STRIKE TABLE

C

D

E

e

Foe loses initiative for 1 rmd. 44 i

1 T ——
: If1pe has metal armor, he ioses

» 2 rounds of initiative. i nat, foe i
i sturned but 1 raund. +5 hits.

i Glancing strike stuns foe for 1 rgy
: +6 hils.
|

- - e
. Foe gets a minor scorching and is
" stunried for 2 rounds. +10 hits,

per round. +7 hits.

1 md and {akes 3 hits per rnd.

" Smoke and fight stun foe for 2 mg:
i Foe fights at 10 far 2 mds. +12 hy

Expiosian of light and fire sturis foe © I Joe has metal armor, he is S_IEEE

! and unable to parry for 2 nds. if s
i toe is stunined 2 rnds. +13 hits,
|

- A1t of static. +0 hits Foe's hair stands up. +0 nits +1 hit +2 hils !
01-05 |77 ol e L
06'1 0 +1 hit +2 hils +3 hits +4 hits
e R o TR TVEITPI SR - s e e

Foe lpses initiative tor T round. | Foe loses initiztive los 1 round; | Foe hears crackfing sound and Foe loses mihative for 1 round. The

1 1 . | 5 +2 hils. the metal he bears begins to loses 1 round of precious smeil ol danger is in the air.
huzz. +2 hits. initiative. +3 hits. +4 hits.
N Foe is spun about and lor;es ' Explosion of light causés foe to § Eruption of smoke furce'sulrtd)?lal Foe is unbaianced, but Ihﬁliiig Es

16-20 |1 round of initiative. +3 hits. | lost 1 md of initiative. +4 hits. | lose 2 s of initiative. +3 hits. | weak Must parry next rmd. +4 hils,

Blast unbalances o, He foses Crackling blast torces foe to Strong bt glanc::ng blast forces Light burns.  Foe must p;;;); tor
21 -35 2 rounds of initiative. +4 hits. | lose 2 rngds of initiative. +5 hits. | foe to parry next round. +6 hits. | 2 mds; takes 1 hit per rnd. +3 hits.

Light diszran;ioe, and he Minor burps. Mus? parry for Foe feels the heat and must parry | Blast stuns for 1 round. Foe hights
36-45 trust parry for 7 rnd. +5 hils. | 1 rnd; takes 3 hit/rnd. +2 hits. for 2 rounds. +7 hits, at -10 for 2 rounds. +7 hits.

parry

Minor burns. Foe must parry | Biast forces foe to parry If toe has metal armor, he is "

for 1 round and takes * hil per | for 2 rounds  +6 hits. stunned 2 rounds. If not, toe is for 2 rounds. Foe fights at -10
46-50

reund. +2 hits. stunned for 1 round. +7 hits. for 2 rounds. +7 hits,

Sizzling but weak Dlast stuns Foe is spun about and is Strike to foe’s teg. !f foe has Ieg"

toe for 1 round. +6 hits. stunned for 1 round. A minor armor, he is stupned 1 md. If not, | s unabie to parry for 1 round.
51 —55 burr on foe's leg causes 2 hits | foe i stunned and unable 1a party | +10 hits.

"I Btast stuns foe far 2 rounds and 108 . Hot smoke and light stuns foe -

~ for 4 rounds. Foe loses indative
. fur 6 rounds. +13 hits.

I

i

56-60

Foe is unbalanced and is
forced to parry nexl 3 rounds.
+7 hits.

Foe is stunned tor 2 rounds.
H foe has metal armor, he
cannot parry for 1 rag. +8 hits,

Blast stins joe for 2 rounds.
Foe cannot parry for 1 round,
ieg hit. +9 hits.

Chest strike. If foe has metal
armor, he is stunned for

Upper leg strike. Foe is stunned
and unable 10 pary for 1 round.

Foe is stunned and unablé o
parry for 2 rounds. +10 hets,

If foe has armar aver abdomen,

Strike 1o foe's non-weapon arm. If
foe has metal armor, he is knocked
out Jor 1 day. +15 hits.

. Strike to foe's weapon arm. Foe
1 drops zll that is in his weapon hang

* Stunped for 2 rnds. 2 hits per rrd,
|

he takes 2 hits/rnd, stunned 2 rads
due to mingr burns. If aot, buras
stun fpe 6 rnds, 3 hits/rnd.

. Leg strike. Fae is knocked down an
+ $tunned for 2 rounds. Foe cannot
: parry for 1 round. +14 hifs.

Neck bizst kriocks foe ut. Foe
cannot speak for 2 months ang
takes +4 hits per round. +20 hits.

. Head strike. If foe has a leather

. helmet, it is dastroyed and foe is in
: corna for 2 months. If not, foe's

" brain is fried and he dies instantty,
. Add +10 ta your next rall.

Back sirike. Foe is knocked down
and out of action ftor 1 md. Mot
shock Foe fights at -20. +12 hits,

- Back strike. Foe is stunned ang

unzhle to parry for 4 rounds. Miner

. sheck. Foe fights at -25. +15 hits.

61-65 |2 rounds. 1t foe has no armor, | +8 pits.
he is stunned 3 rounds,
Blast of light and $moke stun | Chest strike. Foe is stunned Ghest strike. If foe has metal
) all wathin 5 feet ot foe for and unable to parry 1or armor on anms and over chest, it
66 T round. Foeis knocked down | 3 rnds. takes 3 hits perrnd. and | becomes fused and he cannot use
and stunned for 3 rounds, fights at -20. +15 hits. arms. If not, foe is knocked out
for 6 hours and takes +9 hits.
Back strike. Foe is stunned Back strike. Foe is stunned Tor | Back strike. Foe is stunned and
67‘70 ang unable to parry 2 rounds and cannot parry unable to parry for 2 mds. Burns
for 1 round. +7 hits. for 1 round. +10 hits, force Toe to fight at -30. +11 hits,
Blast stuns foe for 3 rounds, Strike to foe's non-weapen arm. | Strike to foe’s non-weapon arm.
foe fights -5 for 6 sounds. I toe has arm amnor. he is If fue has a metal arm armaor, he
71 -75 | +8his. stunned for 4 mas. M nol, foe's | is stunned for 6 mas and takes

arm is usesess, 1og is stunned
and not able to parry for 2 rnogs.

+12 hits. ¥ not. toe is knocked
down. arm i5 useless, +13 hits.

Strike ta log's weapon arm.
Arm is useless and foe is stunned
for 3 rounds. +13 hits.

Shoulger strike shatters bone in fos’

weapon arm, Muscle and cartilage
damage. Arm is useless, foe is
stunned far 6 raunds, and takes

. 3 hits pgr round.

76-80

Strike 10 foe's upper chest
stuns foe for 2 rounds. Foe
cannot parry for 1 round.
+8 hits.

Chest strike. Foe is kaocked
down and takes 2 hits pet round
due to bleeding. +11 hits.

Ches? strike. If foe has chest
armar, he is stunned 6 mds,
2 hits/md, lights at -5.  not, toe
is kneckad out for 3 days (shock).

Chest strike. #f foe has metat chest
armor, he is knocked out, +25 hits.
if not. foe is stunned and unable to
parry for & rnds and takes +15 hits,

Chest strike. Foe is knocked out due

to shock. Blood loss and nerve
famage cast 10e 3 hits per round.
+18 hits.

81-85

Back biast. Foe is stunned and
unable to parry for 2 rounds.
+12 hits.

Back biast. Foe is stunned and
unabie to parmy for 3 rounds.
Muscle is tom and {be fights at
-10. +13 hits.

86-90

Blast knocks foe down. I foe
has metal ieg armer, be loses
vse of leg due to nerve dam-
age. It not, +15 hits and toe is
stunned and unable 10 parry
for 2 rounds.

91-95

96-99

Hip strike. It foe has hip

armor, log is sluaned § mds;
+10 hits. If not, foe is stunned
3 rnds and acts at -50 due to
shock and nerve damage.
—

Ley strike. If foe has leg armor,
he is stunned and unabie to
parry for 6 rnds. M not. foe s
leg is broken, A has damaged
nerves, and foe is stunned for
6 rounds and tights a1 -50.

Thigh strike. Foe takes 2 hits per
rognd. Bones breaks and torn
cartilage. Foe is stunned

fer 4 rounds and fights -40.

Blast shatters foe's kiee and

destroys a variely of nerves. !
Foe tights at -60 and is stunned |
and unable o parry for 2 rounds.

Lower back strike. Nerve damage
and shock. Foe is stunned far 30

rounds and takes 3 hits per round.
+15 hits.

For becomes a canguctor and strike

rearrangas hig entive nervaus

system. Foe drops and lies in shack

for 12 rounds before dying.

Abdomen strike It foe has armor

owver abdomen, he is stunned

{or 9 rounds and takes 6 bits per
round. It not, toe dies of shock and
bleeding in 12 rounds.

Blast crushes pelvis and shatters
lawer hackbone. Foe's spine 15
burned intg 2 muliitude af small

parts. Foe is knacked out and dies ¥

12 rounds.

Head strike. Foe loses nose, he
is temporarily blinded for

2 weeks, and is stunned for

9 rnds. Foe is ar -95 while bhind,
If no helm, he is knocked dowan.

{ bieeding. It abdomen armored,

Strike through foe's lower
abdomen. Massive $hack and

foe is at -75, takes 5 hits per rnd.
it not, foe dies in & inactive rnds.

Side strike devastates foe's nervous
system. Foe talls into a coma and
goes intg severe shock. Foeis a
Ineing vegetable. +30 its.

Side strike melts foe's lower skeleto-"‘
and destroys a variety of organs. Fo

digs in 9 inactive rounds. +25 hils.

heck & shoulder strike. Hf foe
has neck armar, he is stunned
and ynable to parry for & rngs.
I not, he 15 knecked out:

leses ability to speak. +10 hits,

Head strike. Blast cracks skult
and causes massive shock and
bram damage. Foe drops and
dies in 9 rounds. +15 hits.

Head strike. Foe’s brain falls
victim to massive shock and
surface burns. Foe drops inio
uncohseousness, and dies in
G rounds. +20 hits.

Blast through foe’s neck severs
head and kills toe instantly. Add
+10 to your next attack roll

Chest strike desiroys foe's hearl
and lungs. M Joe has metal chest
armor, il is a Jused lump and fog |
dies in § rounds. If so!, foe dies
instantly. !

Foe's head is no ionger available. |

Smopke and ozone surround the
Ileigss body. Add 10 to friendly
witnesses rolls for 3 rounds.

Chest sirike knocks [oe back 10
feet. Massive nerve damage. Foe
dies of tatal shock in 3 rounds.
+20 hits.

Chesl strike destroys both of 108’
lungs and culs foe in hail. Blast
continues to 3 point 10 feet beyond
tae isubtract 20 if it strikes secont
target).

—ee——"

Foe's nervous system acls as a
supercanductor. Foe's sad mslant
death provides all the witnesses

o with a 1ine light show.

- Add +15 to your next roll.

Foe returns to the dust trom wl‘"f":I
he came. Add +20 to your next 1ot

l 100
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18.5 GRAPPL

C

: Weak grip. No honus. Indecision and an oppoctunity | +1 hit +2 hits. .
1 01-05 ot nes y
Pl - - . .
! +1 hit +2 hits. +3 hits +4 hits. [ Ctancinm e o]
;| 06-10 m‘m attack. You have the
H next round. +5 hits
: Glancing atiack. No extra Passing strike. You have the Grazing side strike. You receive | Glancing tiow. You recetve the Mﬂzﬂ
| 1115 | c2mage. but you have the indtiative next round. +2 hits. | 1he initiative next round. +4 hits. | iniliative next round. +6 hits, ml " ,,,:;"' foe must Ay pext
initiative next md. Practice. RS
[T = -.'\.';- o
Foe is free, but you have the foefends off attack. Butis Foe recovers but is forced to Side sirike unbalances foe. Yoy mE passing ;
16-20 | initiative next round. +3 hits. | forced to parry § md. +2 hits. | parry next round. +4 hits, have initiative for 2 mds. +5 hits. mmm +3 It':lno; Foes stuned
Grazing hip strike. You have | Attack has punch, bui nothing | Glancing attack. Foe is stunned | Hard but misplaced steike, Disjointed attack and ;
the initiative next round. mere. For mist pary next for 1 round. +2 hits. Foe eludes grip but is stunned allos':llfu 10 escape g;slzmrl:,? is
21 '35 +5 hits. round af -20. for 1 round. +3 hits. stunned for 1 round. You have
- witiative 2 rounds )
B Blow to lower back. Foe must | Unbalance fpe. +4 hits. Flailing attack. Foe is stunned for | Strike to foe's shield arm. if foe Altack to upper lag. Foe i spun
parry naxt round. Foe must parry next round. You | 1 round and must parry the has shietd, +3 hits. it not, arm is about and breaks loase, hut is
36-45 have nitiative for 2 rounds. foliowing round. caught for & rounds {and stunned and unable to pany 1 round.
immabite), and foe stunned 3 mds. ) )
Passing hip sirike. Foemust | Blow io chest stuns foe Your altack produces a weak Attack yields weak hold around Altgck producés a hold around foe's
46—50 parry hext round at -20. for 1 round. +5 hits. grasp around foe's waist. foe's chest. Foeisat-30far 3 leg. Foe sHips away, but is stunnad 2
+3 hits. - Foe is at -25 for 3 rounds. rounds. Yoy have initiative 4 mds.  { mds and is unable to party naxt md.
Slightly unbalancing blow to Biow 10 back stuns toe Attack yields slipping grasp Attack results in slipping grip Foe braaks fres of hold zround shield
51 5 5 chest. Foe must parry next for 1 round. +7 hits. around foe's leg. Foeis stunned | around foe's waist. Foe is at arm. Foe is sturned for 2 rounds
t round.You have initiative and unable to party for 1 round. | -50 far 3 rounds. and ynatde to parry next round.
i} for2 rnum}s’ +5 hits,
Glancing Back blow. Foe must | Unbalancing strike. Foe spins | Foe breaks free of hoid around Attack produces hald around leg. | Grasp around foe's deg. fosis
55_,60 parry next round at -25. free but is stunned for 1 md and | thigh, but is stunned and ynable | Grip is slipping but foe stunned stunned and ynabide o parmy 1 round
" | You have inftiative 2 rounds. | must parry the folowing md. to parry 1 round. +3 hits. 3 rounds. +6 hits. and is at -25 the loflowing 3 rounds,
_! - . . . B
Blaw to shoukder. Foe is Slippng grasp around Foe's Grasp around for's chest. Foeis | Grasp argund foe's chest. Foeis Altack {o foe's pon-weapon arm. if
stunned 1 round, +3 hits. waist Is weak. Foe is stunned at -50 for 3 rounds. +3 hits. stunned and unabba to parry foe has am armoe, +6 hits. tf not,
61-65 |- for 2 rounds. for 1 round and is at 20 forthe | foe s stuned and unable to pany for
= i following 2 rounds. 3 rounds, takes +7 hits :
!’ /| Grasp around weapon am Grasp around weapon arm Grasp around both of foe's legs. | Grasp around keg knocks foe down. Graspfouroundnﬂandmm
i disarms foe. +2 hits. disarms foe and sprains his Foe slips away, but is knocked Tight grip. Foe is prone and him down, Foe has tom nack -
66 Foe is stunned for 2 rounds. wrisL Foe is stunned 2 rounds, | down and prone for 1 round. mmabile 2 rounds. +5 hits. musclas, is at -20. Foels prona
1 / . and fights at -25. +5 hits. and immobile for 3 rounds.
7 . | Passing chest sirike. For | Entangle foe's leg. +4 hits. Entangle non-weapon anmt. Hf foe | Ertangle leg. Foe is stunned . Entangla weapon arm. Foa is
‘G 7=7() | ttudes entanglement, but must | Foe s stunned and unable to has arm armor, he ks at -50 uatil | for 2 rounds and unable to pany stunnied and unable s parry for
r = parry naxt two rounds at -20. | parry for 1 round. he removes it. If not, he is &t -50. | next ound. +7 hits. .| 2 rounds, and at -75 round following.
| Aftark resutts it an unsasy Atack ylelds 3 weak hold Altack results in loose grasp on Attack yieids loose hold around Entangle foe's leg. Foa & knocked
hold on foe's midsection. Foe | around foe's iower chest. Foe | foe's midsection. Foe is stunned ; foe's midsacticn. Foe is stunned [ downl, and stunned and unable to
T1-T5 |isat-501or 2 rounds. +5hits. | is at-50 for 3 rounds. +4 hits. | for 2 rounds and is at -50 forthe | and unable to parry 1 round and is | parry for 2 rounds. +9 s
followitg 3 rounds. -2t -70 the foflowing 3 rounds.
Infirmm hold on foe's Entangle ron-weapon arm. Entangle weapon arm. Foe is Entangile toe's wadpon arm. Grapple weagon arm. Foa is
midsection. For the next 3 If foe has arm armar, he is stunnad and unabie to parry Foe hangs onto weapon, but the disarmed and is laft stunned
76-80 |roundsieisat-S0angyou | at-30 until he removes . - | for 2 rounds, and is at -50 during | arm is immobiiznd. +3 hits. for 3 rounds. Torn ligaments and
have the initative. If not, he is 2l -40. the following round. pulled muscle leave foe at -40.
Grasp foe's leg. Foe breaks Infirm grasp on foe's Grasp around foe's chest breaks | Entangie foe's lag. Foe is knocked | Entangle both of foe's arms and pin
free bt is stunned for midsaction. For the next rily and leaves foe stunned and down, stunned and unabla to them to his chest. Foa cannot move
a1 "85 2 rounds. +3 hits, You have | 6 munds foe 15 at -50 and unable to parry for 3 rounds. parry 2 rounds, and is disarmed, htsarmsandlusnnmtyradumd
initiative 6 rounds. ¥ou have the Eitiative. Foe fights at -5. Falt breaks non-weapoa anm. by -5
{
J Attack foe's non-weapon arm. | Entangle foe's leg. foe is Entangle foe's foat. Foe Tie up both of foe's armis sa they Entangie foe's foot. Foe stumbles,
: If foe has amn armor, he must | knocked down and is stunned stumbles, falts, and breaks are immobile. Foe is stunned falls, breaks weapan on impatt, and
86~90 | parry next round. W not, arm is | and unableto parry for 2 mds. | showlder. +8 hits. Foe is stunned | for 9 rounds and cannat fight is stunned 2 rounds. i no chest
immobitized; foe is at -50. Putied muscle leaves foe af -10. | & rounds and fights at -30. +4 hits. armaor, rofl D" grush crit.

91-95

Entangie foe's leg. Foe is
¥nocked down. Stunned and
unable to parry for 2 rounds.
+3 hits. .

Both of foe’s legs are tied up.
Foe is at -25, downed, disarmed
and stynned and unabile to parry
for 2 rounds. Ankle sprain.

Pin both of foe's arms tg chest.
Foe is stunned 2nd unable to
parry 44 munds then fights

al -85,

Entangle and completety imenabilize
foe's legs. Foe Rlls and s left
stunined and unatie to parry

for 30 rounds. +18 hits.

Wrap up both of foe's legs. Foe
tumbles to ground and is knocked
aut. Foe is at -95 due to 2 broken
arms and a broken ankle. +20 s, -

Tie foe up completely. Fosis
entirely immobilized for

Aftack completely entangies and
immobilizes toe. Broken lag

Fntangle and completely
immobilize foe's legs. Foe Rlis,

Geapple foe's neck. 1f foe has neck
armor, he is left disarmed, and

Altack resuls in strangling hald. Foe
is unable to break free and dies after

Add +20 to your next roll.

jeaves foe at -91).

It not, he dies of broken neck.

into cama due to fraciure,

096-99 112 rounds, andisat -60for | teaves foe at -40. The pitiful is disarmed, breaks weapan arm, | stunned and unatie ta parry 9 rounds af amazingly heipless
the following 3 rounds. creature is left prone but and is knocked out. +20 hits. for 3 raunds. If nat, be dies struggling. Grim.
+7 hits. conscious. in 6 rounds.
Baoth of toe’s lsgs are Altack yields vicious hold Grapple foe's neck. if he has neck | Grapple foe's head. If fos has Crush foe's windpipe. Fos dies
entangled. Foe is downed arpund foe's neck, Foe is amnor, he s at -7S due to a neck | helmed, he is stunned and unable to | instantly due to massive shock and
100 | and knocked out.+9 has. knocked out, Spained neck sprain and stunned for 3mds. | parry for 9 rounds. If not, foa falls | savage asphyxation. Add +25 o

your next roll.
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|

Cool breeze delivers no hits. Retreshing breeze rutiies hair, Target's ears pop. +1 hit. Winds distract target: he loses | +1 hit,
01-05 Boy. does he look cool. initiative or 1 round. !
06_1 0 Eﬁly breeze ﬁ;zlivers 1 hil J;'Hit_ Target's ears pop aJdiEl'f;' +2 hits. | +2 hits; target‘t‘orced toparry 1nd. | +3 hits, target musi parry next roung
Ceid breeze &Tﬂéfs 2 hits. +¢ hils. Target's ears really pop. 431 ﬁiis'.m Tva ws ano tarﬁei must pa}ry : +5'hits.
1 1 "1 5 permanen! mingr hearing loss. for 1 round. :
- . e e Lo I —
icy wing delivers 5 hits; target | Target is unbalanced. +3 hits Inner ears pop. Target unba- Escaping air stuns target © Airburst stuns target and delivers |
1 6"20 loses @ round of imtiative. and he must parry one round. lanced. +5 hits, must parry 1 g, | tor 1 seund; he takes B hits. . 7 hits.
B A EC] !
- Staggering airbursi gives Blast of air unbalances targel. Prassure change causes Fleeing oxygen gives target pause; ; Target stunned no garry 1 ru]}ﬁ?““
21-35 ({target 3 hits and he Ioses +3 hits and he is forced to parry | equilibrium problems. +& hits, he is stunned tar 2 rounds. [ 9 hits.
2 rounds of initiative. 1 round. stunned { rousd. |
. ! -
Aushing wingds deliver 3 hits; Escaping enviroament buffets Target is muddled and must parry | Rearing winds confuse target. 1 Target stunned 4 rounds hy treezing
36_45 target unbatanced {and targel, defrvering B hits and for 2 rounds. +7 hits. He is stunned J rounds and takes | air.
stunned 1 round). stunning him for 1 round. 8 hits. ;
" Target loses 3 mgs of initiative | Howling winds force target to | Targel stunned for 1 round. Target slashed by debris: +10 hits  : Target struck by debris: +20 hits,
46-50 | in the rush of air. +2 hits. parry tor 2 rounds. +6 hits, +8 hits and 5 per round. ¢ 2 per round and stunned 2 raunds,
Target unbalanced. +$F‘ns. Whirlwind stuns o for Debris strikes target in leg; he is Tardé'lfs; hand is struck by debris: . Target struck in weapon-arm:
sturt tor 1 round, 1 round. +8 hits. stunned 1 round, and takes 2 hits | off-hand wnist is sprained and | 50% chance iterm in hand is dropped
51-55 per round. at-50. +12 hits and stunned | (and lost in vacuum). +10 hits and

tar 2 rounds

stunned 5 rounds

56-60

Cold ang air ipss 1zke target's
breath away, he 1 stunned
for 3 rounds and takes 15 hits.

Deafening how! of escaping air
+10 hits; renders target stunned
and unable to parry for 1 round.

Blast stuns tarpet for 2 rounds;
he cannot parry tor the first
round. Lep hit, +9 his.

Airburst staggers target, +10 hits; |
he is stunned and unahie {o parry |
far 1 round. |

A flurry of sharp metal ragments T
slash target. +20 its and 7 per round,

61-65

Fog of tushing air stu;s target
for Z rounds. +10 hits.

Target does a forced about face,
stunning him for 3 jounds.

Target spun about. +5 hits. Stun
3 rnds, Ipses initiative for 3 more.

Target spins like 3 top. +1G hits,
and foe i stunned ny pacry 2 rds.

Targel whirls like a gyroscope. +15
hits; toe is stunned no parry 2 rnds.

66

‘| Blast sends target spinning.

+10 hits, et arm is broken
and usedess, he is stunned
for 5 rounds.

Target hears betls; eardrums
burst and fearing permanently
damaged. Nose bleeds,

2 hils/md. +18 hits.

-50 te activity for 5 rounds.

Flying debris strikes target in
head, +12 hits and he is stunnad
6 rounds by impact. if no helrnet
siull is fractured, target
unconscious with concussign.

Target flung outward by winds, but
gets a refiexive grip an the edge of |
the breach. 25 hits, Stunned no
parry § mds (hut holding cr until
UNCONSEI0US). :

;@ clowg of frozen oxygen, he explotes
: the final frontier. If he has a
. spacesuit, fine; it not, he ts dead after

Wasting no time, targel zips out
through hull breach. Surrounded by

6 rounds. Wave good-bye.

Flying debris strikes target

Winds stun target 1 round,

Back strike. Target is sturned

Target thrown 2 meters and

- Lack of aif takes target’s breath

helmet, skull is tractered.
target dies in 3 tounds

walk. Unlutkily, his spine is
damaged and he is paralyzed

trom the waisl down. +25 hits.

67._70 in back; he is stunned deliver 2 hits. and cannot parry for 2 rounds. slammed against a bulkhead. He is | away. Heis at -5Q, stunned
for 1 round. +8 hits. Target is at -10. +17 hits. stunned 3 rounds and takes 10 hits. © 3 rounds, and takes 10 hits,
Blast ot tieging atmosphere Fog of escaping gas conluses Airborne siulf blinds target, Whirling detiris Strikes target fn Flying detiris strikes target in head.

71 ,_75 disorients target; he is stunned | target and stuns him 3 rpunds. | stunning him for 2 rounds and head; +15 hits; a minor concussion: © He is stunned no parey 2 rounds,

and unabie to parry for 1 rngd. debivering 10 hits, stunned no parry fer 2 rds. +15 hits.
Crystallizing atmosphere cloud | Whirding cxyDen crystals blind | Now you know why it's called Depressurization damages ears. . Decompression collapses one fung
stuns target for 2 rounds, target, stenning him for “Harg” vaCuum: blast knocks the | Inner ear equilibriurn upset, stun 3 and destroys hearing. Target at-70;

76-80 |15 nits. Foe is unable 10 4 rounds. wind out of target, +15 hits, mds. +10 hts. Maneuvers at-50  +20 hits and he is Stunned 6 rounds.

parry tor one round, breaks sibs; stuns him for 3 rnds. | for 2 days. Permanent deafness.
Swirling debris delivers 10 hits | Blast sends target carsening | Brutal wing carnes target Escaping atmosphere drags targel  Explosive decompression hurls 1arget
anif hreaks two of target’s ribs; | 2m, impact causing broken leg. | 3 melers, slamming him against a | 4m, batiering hir on the way. Both  5m, pummeling his poor body.

81 _85 he s at -25. Foe i at -50, stunned 3 rnds; harg surface. Foe is stunned for | of his arms are broken; stunned tor  Internal organs are damaged .
+15 hits. (Strapped intarget 10 rnds; +25 hits. (Strapped-in 4 mds; +25 hits. Strapped in target: - +50 hits; dies in 12 rpds, Strapped in
oniy takes 5 hifs). target only takes 10 hits). anly +15 hits: stunned 2 rnds. target: oniy +23 hits; stunned § mds.

Target feals his blood Target's boifing blood delivers | Target 's blood starts to boil: Targe! 's blogd is bubbhng: +40 hits  Target 's circulatory system becomes
simmering. +10 hits and 15 hits and 7 per round while he | +30 hits and 10 per round while | and 135 per round while exposed. a balioon: +50 hits; 20 hits/rng while

86-90 5 per round while exposen. is exposed 10 vacuum. exposed. He is stunned for $ix He is stunned for eight rounds. exposed. Stunned for 3 rads. then i

rounds. exposure continues) unconscious 35
Major organs are seriously tamaged.
Poor bloated fool dies in 12 rads.
i I" e tarrsm—]
Disconcertingiy, 1arget bigzds | Unpleasantly, target bleeds Grossly, target begins to tleed Disgustingty, target bleeds - In & ciear attempl to gross everyont
through nose and ears. Hzis | through eyes, nose, and gars. through eyes. nose. ears ang through all of his bodily orifices.  © out, target bieeds thraugh all of his

01-95 | 2t-30, takes 16 hits, 3 hits per | He is at -50, takes 15 hits, 5 hits | under fingernails. Meisat 70, | He s at -0, takes 25 hits, pores. He is at -90, +30 hils. 12 B3

round and is stunned for 5 per round and is slunned 1 takes 20 hits, 7 hils per raund 9 hits per round and is stunned md and is slunned for & rds beloTE
rounds. for 7 rounds. | and is stunned for 9 rounds, for 10 rounds. - losing censciousness {il nat neforg)-
Target is struck in the heao: Targe!'s lunps collapse. | Sugden pressure change causes | Target is slammed by rushing air. Target unwittingly attempts 1o 1t
+20 hits. !f foe has a helmet, | +20 hits; farget isat B0 and | multiple internai atgan +25 hits, bone i driven into targel’s  inside put. Unsuccessiyl sort of). B2

96-99 he is uncanscious for 1 day: dies in 12 agonizing rounds of | malfunctions. Foe is completely internal grgans. killing him in three  loses use of all sensory argans 3%

otherwise he i5 in 2 coma for asphyxiation. i incapacitated for 10 rounds, then | helpless, painful rounds. well as lungs: tumbles, unconsciou®
10 days. | dies. through deep spage, +80 fits.
5 R
Target is knocked down and is | Luckily, target is ivdged : Explosive blast sends target’s I Lack of air pressure disrupts iungs,  Rather atrupt decampression Targe:
struck on the head. +25 hes. | between conduits within ! prain oul through ears. He is eyes and ears. Not a pretty sight, explodes into billions and tillioRs 0
Heimet is crushed and useless, | 3 melers of a door to salety, - ] quile gead, Target dies in 12 messy rounds, liny bits of tlesh, quile severely dead
100 | target stunned 5 rounds. If no | avoiding an unpieasant space biind and deat.
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19.1 ARCHAIC WEAPONS FUMBLE TABLE

HAND HAND SPEAR &

ARMS | ARMS | “poLe | MQUUTED| THROWN | gows
(1-handed) | (2-handed)! ARMS
Lose your grip and the | Lose your grip. You Lose your grip. Yau Lose your grip. You Lase yaur grip. You

Lose your grip. You

01 ) 5 opportunity to get in an | lose the opportunity to | lose the opportunity to | lose the appartunity to | elect not to attack elect not ta attack
open blow. Maybe you | take an open swing. take an open swing. take an open strke. because of lost contral. | Good choice.
will imgrove.
Crop your weapon. It Drop your weapon. It | Fumble your delivery. | Fumble your delivery. | You fumbde your One’s ten thumbs just
will take ¥ round 1o will take 2 rounds to You lose the option 1o | You lase 2 rounds but | defivery and hang onto | cannot handle loading.
26*30 draw 2 new one, or 2 draw new one or 4 attack but youcan still | can still parry. your weapon. Subtract | You lose the ropnds.
rounds 1o recover old rounds to recover ofd parry. 10 from your next
one. one, attack.

You stip with grace and

You slip into fog of

You slip and are

You slip and lose your

¥You slip and lase 2

You fumble your

lose the opportunity to | mind. You lose 1 sound | stunned for 1 round. Afl | saddle pasition. You raunds ta fully recover. | ammunitian. You lose 2
31 -40 get in the vital blow. in rder to coflect your | right, you just look lose 2 rounds butcan | You hold onte weapen | rounds trying to
thoughts. clumsy. Try again. stilf parry. and still parry. recover. Real weak, kid.
Bad tollow through, Stumble over an unseen | Lose your grip and Your moynt rears and | You tumble your Break arrow and lose
You lose your imaginary deceased jugote weapon for 2 you are quite stunned | weapon after lgsing your cool. You find
41 _50 opportunity and give turtie. You lose 2 mdsof | rounds. You can stilt tor 2 rounds during the | your grip. You are yourself aut of 2
yourself 1 hit. Real nffensive action but can | parry. Your next swing | recovery. stunaed for 3 rounds. reunds of action,
weak. still parry. isat-10.
You slip without grace | Bad move. Youlose 2 | You slip and almost fall. | You lose your grip and | Poor release. Weapon | Drog your arrow. You
and lose 2 rounds rounds of open swings. | You are stunned and fumble your weapon. . | lands harmlessly 20 lose 2 rounds
51 "60 worth of opportunities. | Fortunately, you can unable to parry for 2 You are stunned for3 | feet to the left of target. | relpading. Try hand
. Good Juck Pal. still parry. rounds. rounds. anmms next time,
Lose your grip and Lose you grip and Lose your grip and Your poor mount Very poor release sends | Drop your bow. You
jugyle your weapon for | juggie your weapon for | jugpgle weapon for 3 stumbles and you are | weapon off directty to | lose 2 rounds while
61-70 |?2rounds. Youcanstil |2 rounds. You canstill | rounds. Your next stunned and unable to | the right. Rerol if retrieving and reloading
.| parry. parry. swing is at -10. -| parry for 2 rounds. someoda lies in the new | it
1- : - - path. -
1 Lose your grip and Very bad move. You are | Fumble your follow- You break your weapon | You slipand lose3  -| Bowstring breaks. You
juggle your weapon for | stunned and unable to | through. You lose 3 and lose 2 rounds while | rounds to fully recover. | lose 6 mds while
2 rounds. Unforty- parry for 2 rounds. Not | rounds. You are drawing 4 new one. You hold onto weapon, | restringing bow or 2
nately, you cannot good. stunned for 2 rounds. but cannot parry, mds while drawing a
71-80 |parry. : N - W We2pon.
You lose your ‘wind® - | Lose yourgripand - | Clumsy move. Youare | You drop your weapon | You drop your weapon. | You fumble your
and realise that you juggle your weapon for | stunned and unable to | in one of you lighter It will take 2 munds fo | weapon. Youare -
81-85 |shoud refaxandnot | 3 rounds. You can still | parry for 3 rounds. moments. Lose 2 drawnewoneord - | stunned and quite
swing for 2 rounds. parry. - rounds drawing a new | raunds to recover old unable to parry far the
one. ane. next 3 rounds.
Foe's smooth moves Incredibly bad move. Drop your weapon. It | You break your weapon | You fumble your | You det your arrow fly
: leave you stunned for 2 | You are stunned and will take 2 rounds fo and lose 2 rounds weapon badly but hang | much toe soon. You
86_90 rounds. Hopefully, you | unable to parry for 3 draw new one or § dravang a new one. You | onto it. You are stunned | strike 20 teet short of
will leam. rounds, rounds to recover aid | take 18 hits. and unable to parry for | target, You are out 2
pne. 6 rounds. rounds.
You stumble. The You stumble and nearly | You trip and fall. H will | Your seating is You'let go of weapon $Slip and fall down. You
classless display Jeaves | fall down in an apparent | take 4 rounds to improper and you find | too eary and send it off | are stunned for 6
91 _95 you stunned for 3 attempt to commit recover. You are ynable | yourself stunned and 30 feet behind you. rounds, and unable to
rounds. You might still | suicige. You are to parry for 3 rounds. unable to parry for 3 parry 2 rounds. Your
survive. stunned 4 rounds. rounds. shot goes astray.
Swallow tongue tn the | You trip and {all. i will | You injure your Your body absorbs the § You fall down. Your Break your bow. You
excitement. You are take 4 rounds to shoulder. You are impact. You take 20 hits | shot goes astray. You | are stunned and unabie
06-9Q | stuaned and unable to | recover. You are unable | stunned and unable to | and are stunnedand | are stunned for 12 to parry for 4 rounds of
. . ] parry for 3 rounds. to panty for 3 rounds. party for 3 rounds and | unable ta parry for 6 rounds. ) action. Good luck, pal.
- . . fight at -25. rounds. -
Bad taste and poor Worst move anyene has | You break your weapon | You fall off of your You hit yourself during | Poor judgement. You
execution. You attempt | seen in ages. 50% and are stunned and mount. Rofg on the 0" | delivery. Rolf on the "D~ | let arrow fly and lose an
. to maim yourself. Roll | ehance you are out 2 unable to parry for & crush critical strike ceitical strike table ear. +5 hits. You take 2
1 00 on the *D° ¢ritical table | days with a pulied rounds, Labie. {crushes). hits per round,
{stashes). groin. 50% charice : .
opponent out 3 rounds .
laughing. .
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Mini
Weapon

19.2 MODE

Energy
(1-handed)

RN WEAPON

Energy
(2-handed)

S FUMBLE TA

Projectile
(1-handed)

LE

Projectile
(2-handed)

Grenade/
Missile
| Launcher

01-25

Fumbling with your
WEZPON, YOU Miss 2n
opportunity. No firing 'fill
the nex1 available phase.

Trigger. trigger, where is
the rigger? Forgel
shooting this fire phase.

Poor grip. Try nexi Phase.

Mysteriously, you elecl nat
tg tire at this lime,

A moment's hesitalion
{oses you the opportunity
1o fire this phase. -+

Uncertain aim causes you
to elect to not fire this
phase.

26-30

One’s ten (127} thumbs
just cannot locate 1hat
eluse trigger. No further
activity tor you this round.

Siun, gisrupl, vaporize or
purée? The lintke dials on
YOUr weapon give you

pause for a whole round.

Worse grip. Try again naxi
ound.

Your clumsy mansuvers
prevent an etfeclive
shooting opportunity. Try
again next fire phase.

F‘-‘—our grip and nasty

kickback canspire to
deliver 10 hts {and you
miss).

Your slowness with the
WEAPON CIUSES yOU 1
delay firing till next phage.

31-40

You discover just hetore
firing that you are holding
the thing backwards.
Spend the rest of the round
to fe-orienl. Aead the
manual ngxt timed

The Satety was on. -50to
aclivity Tor this round and
1he next while trying 10
Tecover your seit-
confidence.

Get ;Enp, You are
stunned (1or 1 round) by
yOUI DWN NCOMpelence.

Distracted by the Winged
Victory of Samothrace, you
fail to fire this round.

You empty the clip into the
air, then you're sturned for
1 round as you realize ygur
toclishness.

You elect not 1o fice farg
full round.

41-50

Lose your grip. No further
activity for the next tound.

Dops, that was the
cartridge ejection button,
nol 1he Irigges. Spend

1 round re-inserting your

Ciaverly, you eject the
weapon power pack ang
watch it bounce 3 full Im
away. Spend 2 mds

Get your eyes checked.

Momentary double vision
canvinces you ta wait out
the rest af this round {you

You empty 3 roundAurst
into the ground. Your
sheer incompetence costs
you 2 rounds of stuaned

You tilt the launcher
forward and ali of its
armmunition lwmbles gug
onta the ground. Faulty

WEApON's power supply. inserting a NeEw power are at -50). amazement. loading by somebody.
supply, or 3-5 rnds
recovering that pne.
You mishandie your You reslly mishandle your | You fire the weapon inlg The ammo cartridge is Slight sprain 1o your non- | Confusien and a personal
51 "60 weapon and are unable 10 | weapon and are stunned the ground at your feet. jammed. It will take 2 mds | weapon wrist causes all crisis stun you for
A fire for one round. tor the next round. {“Just lesting the power to draw 3 new weapon or further 2-handed atacks 10 | 2 rounds.
charge.”) 1-6 to wrest this one free. | be at -20. You take 3 has.

61-70

Random distractions stun
you for 1 rpend.

Trembling hands cause you
o rethink your 12cucs.
Take deep hreaths

for 2 rounds {i.e. you're
stuaned) to calm yourself.

You really, reaily
mishandle your weapan
and are stunned for the
next 2 rounds.

Your spastic shooting hits
3 meters shart of the
target. You are at -30 io
activity next round,

freak 3 finger and take

8 hits. You are stunned

2 rounds, and all weapon
attacks using that hand are
at-70.

A menta! lapse: Did | load
fusion missiles or smoke
remades? gves you pause
for 3 rounds of complets
inactivity. :

71-80

The weapon pops open in
your hang, 2nd the energy
cell(s) tumble merity
away. Spend 1 round per
calt recovering and

A muscle spasm delivers
10 hits ang s1uns you
for 2 rounds.

A panful muscie 5pasm
delivers 12 hits and stuns
you tor 2 rounds.

Poke yourset in the eye
while trying to get tancy.
+8 hits, -20 10 activity and
stunned 2 rounds.

Trigger slips as you take
aim. Make an attack with
no modifications on the
tlosest opponent,

Premature sjction causes
the grenade to fire 30° to
the left of intended target

reinserting them,

Suddenty mere slippery As if ol i1s own volilion. Have you ever used one of | Thase pistols are a litiie Whirling around for no fou manage W hil yourssl

than a greased tachyon, your weapon leaps oulof  ; these before? Yo drop tough to get a grip on. apparent reason, you bash | with the weapon and take

the liflle toy pops out of your hand. Check the YOUT precious weapon. Yonr unceremonigusly YOur weapon against a 8 hits, stunned 3 rounds.
81-85 | your hand and hits the Equipment Mishandling | Check the Equipment drop the thing and it nonagressive surface.

flpor. Make a Light rollon | Chart” Mistandling Chart © bounces & good 2 meters | Check the Fquioment

the Equipment Mishanding awady. Check the Fquipment | Mishandling Chart ©

Chart.” Mishandting Ghart

Trip over yourseil and fire | A croel Hlaghback from your | The weapon separates in Cartridge drops out of Horror at your owe Improper loading {whose

into space. Two rounds ol | chéldhood eaves you your hangs for easy weapan, scattenag ammo, | Shooling ineptitude stuns | faylt is that?) causes the

stunned conternplation will | stupned 2 rounds. storage. 1 reund stuened | on which you slip and fail you for 3 rounds. grenzde to travel oniy half

86-90

seturn you to your
equitibrium.

91-95

You drop your weapon
then step on it. Real Swift,
buddy. Make a Very
Severe rolf on the
Fgiipment Mishandiing
Chart.*

Your funny bone isa't
always so funny, is i1?
You're stunned 4 rounds ¢}
intense agony.

and staring, and 2 rounds
frantically putting it back
together.

tiawn in & comic display.
You are down and stunned
next round {ang red-taced).

af the intended range.

Instear ol your originai
target, you fire at the
ghantasmal Vogon
Bulldozer 307 to the right.
{You miss.)

Fingers mysterioushy
entzngled in weapon cause
you 50me consternation
and 3 rounds of stunned
extrication.

Burn yourself on the hot
casing as you fire
ineffectively. You take

4 hits and are stunned two
rounds.

Your exhuberant hehing of
the weapon gives you
hernia. +15 hits, ang you
are at - 70 until cured.

96-99

Your ¢lumsy fingers jam
the firing mechanism.
Spend 3 rounds
unjammeng il.

You seem (o 1funk that
your weapon is a baipn.

it slips. however, and in
1rying 10 recoves it you
drop-kick it 3 meters away,
Check the Fquipment
Mishandiing Chart ™

You boldly go... on your
face. Fall down, on fop of
your precious weapon, and
make a Severe roil on the
Equiprment Mishandling
Chart.* You are also town
and stunned for 1 round.

While daydreaming, you
put your hand in front ot
the barrel while firing.
Lose a finger. +10 hits;
5 hits per round and
sturned 3 rounds.

Very poor grip causes you
to lire witdly. 20% chance
you hit somegne in a 180°
arc in franl of you (rok
attack w/na skill bonus).
Your toolishness stuns you
for 4 rounds.

Tog fate, you reafize you
are aiming the thing
backwards. Your shet fires
exactly 180° from the
intended direction, toll
rangomly for range.

—]

100

Poor judgement and worse
am. You puli the tngger,
lose an ear and take to
hits per round.

Only you could get your
finger caugt in the trigger,
You are stenned for

4 rounds of action Try
surrendering.

Thai heavy gun slips in
your sweaty paims as you
fire. You shoot o# your
toe. Kow you're al-50 an
take 8 hits, Z hit per roung,
and are stunred next rnd.

You artfully spin the
weapon in your kand and
deal 3 point-htank burst
attack on yourself (no skitl
-bonus). Roll the attack and
Say your prayers, buddy.

You puli the trigger and
emgty The gun intg your
own loot. + 20 hits; § hits
per raung. -70 to activity
and stunned 3 rounds.

»

Wilh 2 puff of smake andd
“fool”, the grenade lops
oul of the lzuncher and
tangs at your feet. 1wl
delonate. before you can
move. Panic.

e
_——

" Reler 1o the £quipment Mishandiing Chart in \he Player Book. pg 77.
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