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PART I: THE NATURAL LAWS 
"MyaimJs to show that the ce/~stial ma~hin~ is to be like~ed not to a divine organism, insofar as nearly all the manifold movements 
are camed out by means of a smgle, quite simple magnetic force. " . . 

Johannes Kepler, "The Harmonies of the World" 

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 possibly over) a 
light- year's distance. Such factors will greatly influence travel within any stellar system 
- possibly the entire course of events therein, and lend each system an individuality 
above and beyond planets ide. The stellar system readout sheet is designed to back up 
the stellar systell) generation and maintenance rules. Blank copies may be distributed to 
players when sensing begins (or the proper reference program is acce$sed), and filled in 
as the data becomes known. 1.1-----­SYSTEM IDENTIFICATION 

The information listed at the top of the 
readout is used to locate the system entry 
in the Reference program, and will usually 
be known by the players before a more 
detailed study begins. 

1.11 COORDINATES 
The location in space of any stellar 

system can be quantified by use of the 
Terran Coordinates Code; a series of three 
measurements denoting the stellar 
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 right on the Space Mastef 
Star Map). Positive X coordinates lie to 
the right [Galactic Rimward] of Sol, while 
negative numbers are on the left [Galactic 
Coreward], in the same manner: 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 
below it [Galactic South]. Therefore the 
Sta! Map itself represents the plane 
defmed by all pOints for which Z = 0). 

1.12 PROVINCES 
Within the borders of the Terran 

Empire, ~very ~ystem is part of a Province 
o~ ~mpe~lal territory. The Frontier is 
dlvl~ed mto twenty-four Frontier Zones 
(deSignated by the radial divisions around 
the edges of the Star Map) and these like 
the Imperial Core, are subdivided into' 4 

Sectors named "by their most central star. 
(For example: FZ:23/Matay Sector", etc.) 

1.13 FORM 
DeSignates the central structure of the 

system: Solitary, Binary, Cluster, Black 
Hole, etc. (Fill in after data is determined.) 1.2 _____ _ 
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 constellation, from 
the brightest to the dimmest, with letters 
from the Greek alphabet (Le., Alpha 
Centauri, Delta Cassiopeiae, etc). Binary 
stars, discovered much later, took the 
names of their discoverers and/or nifer­
ence numbers, and variable stars received 
capital letters and the name of the 
constellation they belonged to. 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 discovered and recorded their 
presence. Different cultures will, of 

course, have different names for (and 
methods of naming) stars. Five spaces 
are provided on the Stellar System 
Readout to accommodate a large cluster 
on one 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 slowly 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 rolled for 
any type M or K star (indicating a stellar 
type IV), ignore it and roll again. 

STELLAR BODY FREQUENCY 

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

1.23 BRIGHTNESS, RADIUS 
AND MASS 

Important stellar parameters usee! 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 DIAGRAM 

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 star on 
the diagram, look down the appropriate 
column (the left side for temp 0, the center 
for 4 or 5, etc) until the curve deSignating 
the correct stellar type is reached. 

Brightness is determined on the left 
side of the-diagram, by the horizontal 
lines. 
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STELLAR BODY FREQUENCY CHART MASS-LUMINOSITY DIAGRAM 
Roll Spectral Notes ,~x~~~~~~~~~ 

i~ x ........ ; ......... i ..... ) ....... ; ......... i ....... : ....... . 
10 ~ ~ ~ j ) : 

,=:1],[1 ..... : 
,~x ..... + .... + ...... i ....... j ..... , ....... \ ....... . 

a Ten x ....... ) ........ ~ .. . 

!ill: SOL ·····i······:·· . 

,,,Oth ........ ;.: ........ :.~ ....... ~ ...... ; ....... + ....... ! ........ . 
: : : 

,,,00th ········1·········: ······;·······;·········(·····1········ 

STELLAR MASS 

Radius is determined on the right side, 
by the dotted diagonal lines. 

HERTZPRUNG-RUSSELL DIAGRAM 

Once the star's brightness is known, its 
mass can be determined. This is done on 
the mass-luminosity diagram. The left 
side of the diagram is the same as its 
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 stellar 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 too near 
any object of such incredible 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 well­
known illustration of how this works 
involves setting a heavy ball 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 course 
should determine the gravity well of the 
nearest star, as well as the star nearest the 
destination, before the journey begins. 
The formula is Routine (+30) for any 
character with Astrogation skill, and is 
based directly upon the stellar radius (as 
determined above): G Well Radius = R x 
3.74AU (therefore Sol's gravity well has a 
radius of 3.74AU). 
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STELLAR SYSTEM READOUT 
I I 

Coordinates: I L L I Province: I I Form: I 
STELLAR DATA 

Name/Number Class Type B R M G-Well Description 

SYSTEM DATA 
# of Satellites: 
Planets In Ecosphere 
Eccentricities: 
System Resources: 

Slngularltles.ObseNatlons: 

PLANETARY DATA 
# Name OR Type Clrc D G E Day IYr Atmos Hydro Clim Blo 

- . 

-----

PLANETARY READOUT 
Planet Name: I I 

I Primary: Primary Class: Primary Type: 
Descriptive Notes/OveNlew: 

Circumference: Province: Port(s): 
Satellites: Status: Density: 
Orbital Radius: Population: <:;ravity: 
STD Hrs Pr Day: Productivity: ESC Velocity: 
STD Days/year: Production Emphasis: 
Local Days/year: 

ENVIRONMENT 
Atmosphere: I 

Hydrosphere: 
Climate: 
Biosphere: 
Radiation: Volcanism: Meteor Infall: 
Notes: 

HISTORY 
Discovery: 
Notes: 

, 
OPERATIONS 

Security Level: Acquisition: Merchandising: 
Notes: 

~ _________________________ ._1_~J ___ 1_~J ___ 1_~1' ___ 1_~J ___ 1_~J ___ ~_"'."_"_,_ 



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 parts. 
First, the star's color is determined by the 
spectral class, as shown on the chart. 
Note: spectral class and temperature 
ratings are listed here from hottest to 
coo/est. The ages-old mnemonic for the 
order of class codes is "Oh 8e A Fine Girl, 
Kiss Me Now Sweetheart. n) 

The second half of the the stellar 
description is the star's sequence, which 
is indicated by its type code. The se­
quence tells us how large and how old the 
star is, for as stars get older (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
giant" 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 will be from one to 1 00 
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 Stellar Type below. 

DETERMINING STELLAR TYPE 

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

1-6 M Main sequence star 

7 (IV) Sub-glant 

8 (III) Giant 

9 (II) Bright 

10 (I) Super-giant 
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1.3 
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 
Satellite Determination and Satellite 
Type below. 

NATURAL SATELLITE DETERMINATION 

Find the spectral class along the top of 
• the chart and then roll to find the natural 

satellite grouping and number: 

If a Companion Star is indicated, use • 
the Companion Star Class Modifier and 
Companion Star Type Modifier Charts tl • 
determine modifiers to the companion's • 
class and type rolls. Primary stars • 
(around which the Companions orbit) of • 
Class 0 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 possibili~ • 
of planets (dividing the roll by two). If 
planets are indicated in such a system, tl • 
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. If the result is equal to or lower • 
than the primary's type code, the Campa • 
ion is near (i.e., for a primary of class IV 
[subgiant], a roll of four or lower indicatl • 
a near Companion). • 

COMPANION STAR CLASS MODIFIER CHART 
Primary's 

Class 
:;:~t,~·O:: 

:'S 
A " 
F 
G 
K 

·;"M 
;:':N 
"':5 

, ~ 

Modifier To 
Class Roll 

-10 
-15 
-15 
-50 
-30 
-25 
-~O.' 

::- -50 
,-100 

Hottest Companion 
Class Allowable 

:" .. 

F 
G 
G. 
M 
M 
M 
M 
N 
S 

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

Spectral Class 

S L;:ifJe--;:,.N M ", G F·· A B 0 
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01-95 01-95 01-75 01-50 01-20 01-20 01-25 
. -);{:~§6-1 00 76-95 51-70 2]-75 21-80~, ,26-70 

1-10 sate illites (all uninhabitable) 96-100 71-95 
, 2 satellites _ :.:' .:~:::':':;r. __ 71-95 76-95 81-95, 

. :.,>.'< . ::~.: 

Companion Star (roll for type) 96-00 96-00 96-00 96-00 96-00 

• :c. ..... ' ~ ( ." "" \ ,~ , \ ,~,,' ,. ""'" ~ '" ., ... . 

01-35 01-45 

36-64 46-54 
65-95 55-95 

96-00 96-00 

-

• • • • • • 
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For rock planets and small gas giants 
(those with a circumference exponent of 
4), multiply the orbit number by ten. This 
is the percentage chance that the planet 
possesses a moon (roll this number or 
lower on 1 01 00). If the moon is indicated, 
another may be present. Divide the 
original percentage chance by two, and 
roll again. This may continue indefinitely 
(with the percentage chance being halved 
each successive roll), as long as the rolls 
are "successful." but ceases as soon as 
the roll exceeds the number needed. 

For all other gas giants. multiply the 
planet's Base Circumference (disregarding 
its exponential factor of ten) by 5 and 
round to the nearest. This is the maxi­
mum number of moons which that planet 
may possess. Roll 1 010 open-ended 
(note: this may result in a negative 
number). and add the result to the planet's 
orbit number. 
- If the total is zero or less, the planet 

possesses no moons. If the total is 
between 1 and the maximum, that total 
is the number of moons present. 

- If the total exceeds the maximum. the 
maximum number of moons are 
prese"t. 
In addition to moons (or lack 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 
but in general, the greater the gravity of ' 
the ~/anet, the larger and more complex 
the nngs·wiII be. Proximity to an asteriod 
belt also increa~es the chances of a ring 
system. 
. The number of moons and existence of 

nngs should be recorded on the planetary 
readout under "satellites." 

ENCOUNTER GENERATION 
3.1 _____ _ 

RANDOM RACIAL/ 
CULTURAL GENERATION 

The task of populating so vast an area 
as the Empire may seem a daunting one 
and justly so - there are several hundr~d 
stars on the Star Maps, and these consti­
tute only the most significant stellar 
systems (either for astrographic and/or 
p~litical reasons). Many of these systems 
Will possess native or immigrant Iifeforms 
some of them sentient. Each of the Royal' 
Houses (there were twenty-seven of these 
as of. the Empire's consecration) is 
considered to possess a culture of its own 
unique type, often descended from one or 
more old Earth cultures. On the Frontier 
over a hundred lesser Clans and dozens ~f 
independent groups can be found each 
(again) possessing its own culture, and 
possibly constituting a race unto itself. 
Ad~ to thi~ any truly alien races you wish 
to IOclude 10 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, common to all forms of 
adventure fiction, is that you don't do it all 
- you create in detail the races and 
cultures which your players will be dealing 
with m?st 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. 

G -13 

Such areas as Deepspace Outstations 
~antinas, Spacefaring Ports, etc provide 
Ideal backgrounds for the introduction of 
c~lorful and exotic beings, many of which 
~Ight ~e played "by ear" - totally 
Improvised (of course, it is unwise to deal 
so arbitrarily when the race in question 
plays a major part in the Adventure at 
hand) .. As the Campaign goes on, take 
some time to flesh these ideas out -
t~ese ~riginally scant or "two-dimen­
~Ional pe.rsonae may just provide the core 
Ideas behind a new culture. You should 
try t~ stay a bit ahead of your Players 
(obViously), but this does not mean that 
you must populate the entire Empire 
~efore you let them run around in it­
Just try to keep a few new races/cultures/ 
~nvironmen.ts "on reserve" at any given 
time. Take Ideas from your favorite SF 
books and films, develop your own 
fantasti~ conc.epts ...,.... the Space Master 
system IS deSigned for just this sort of 
flexibility and creativity. 

The following system was designed to 
serve as a "springboard" for such new 
~ce~ and cultures. Each column details a 
slgmficant cultural aspect, and the 
c.olumns are rolled on in order from left to 
ngh~. (1 0100 is used in all cases. The 
roll IS usually modified, and is always 
Close~-Ended unless otherwise stated.) By 
follOWing the procedures denoted below 
and applying a bit of imagination all 
ma~n~r of diverse (and not-so-dlverse) 
societies may be created. 
Note: Results obtained form the Random 
I!'acial Generation Chart were never 
mtended to serve as anything but 
prompts for the imagination - if a rol/ 
doesn't '!lake sense, or you come up with 
a better idea, then by al/ means ignore 
the chart! This is especially true when the 
~ace in question will probably play an 
Important role in the Campaign - such 
"keystones" should never be created by 
completely arbitrary means. 

, " 
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RANDOM RACIAL GENERATION CHART 
Roll Basic Type Racial Origin . Kinship Structure Values pont. Structure 

Up toO Known humanoid Imperial colonists! Mates only; young Warfare/physical None; anarchy and 
race secessionists! are born viable or domination!gena- , chaos!collapsed 

subjugates raised in unusual cide governmentltotal 
(-15) (-8) style (-20) opportunism 

01-30 Known transhuman Provincial colon- Nuclear family: Possession of land! Theocracy 
or replicant istslsecessionists! 1-S=patemal planetslterritory 
race subjugates 6-9=maternal 

(-10) (-5) O=bothlother (-10) 

31-60 Known alien race Criminals!exiles! Extended family: TradelprofiV Dictatorship! 
renegades 1-4=patemal possession of valu- monarchy/ 

5-8=matemal able merchandise police state 
(+80) (-2) 9-Q=bothlother (-5) 

61-70 Unknown humanoid Secessionists from Large commune: SpecifIC tech Representative 
race the T.F.D. 1-S=indusVeconomic fieldlindustry democracy 

6-8=religious (production) 
(-10) (-1 ) 9-0=other (+5) 

71-75 Unknown trans- Cryo-sleep Clubsls09ieties! Specific scientific Republic/ 
human or colonists (pre- guilds (special field (research commonwealth 
replicant race recession) interest groups) and development) 

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

76-80 Unknown mutation: Human!xeno-human Small communelband: Artistic Feodality 
add 16 special interbreeding 1-S .. indusVeconomic expression! 
abilities to 6-8-religious impression 
known race (-10) (-5) 6-Q .. varieslother (+20) 

81-90 Unknown hominoid Known alien race Mixed; at least 2 Eclectic/erratiC/ Oligarchy: 
variantf'humanimal" levels of approx. diverse 1-7 =Iandllabor 
race equal significance 8-9.-theocrats 

(+60) (OE) (+0) O-other 

91-100 Unknown alien Lesser lifeform on 2 "Hemicultures· Religion! Bureaucracy 
race homeworld (ma!elfemale; philosophy (multiple 

good/evil; etc) oligarchies) 
(+80) (OE) (varies·) 

101-110 Unknown non- Race of ancients· . Entire society Distribution of ActuaVPlatonic 
hydrocarbon- (absolute socialism information! democracy 
based race or hivemind); don't resources/services 
(+80) (OE) roll polit. (+30) 

111 up Unknown!advanced Unknown alien Varies; absolute Beyond human Nil; anarchy and 
beyond needing race flexibility and!or understanding peace 
physical bodies independence 
(+80) (OE) . (OE +0) 

ModS: Inner prov.: -50 Automatic -50 (Origin column) OE OE 
Frontier: -5 +LYfrom Sol (Values column) 
Backnet:OE (type column) 
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Tech/Sci Level -
Diff.level s +0 
rank = 5 pts 
mise. mod = +30 

DiHoievel = +0 
rank .. 5 pts 
mise.mod .. +0 

Diff. level s +0 
rank = 5 pts 
mise. mod .. -20 

Oiff.level = +0 
rank .. 5 pts 
mise. mod = -30 

Diff.level = +1 
rank .. 4 pts 
mise. mod .. +0 

Diff.level .. + 1 
rank - 5 pts 
mise.mod .. +0 

OiH.level .. "+1 
rank- 5 pts 
mise.mod .. -SO 

Oiff.level • +2 
rank. 5 pts 
misc.mod .. -10 

Oiff.level. +3 
rank. 4 pts 
mise.mod .. +0 

Advanced beyond 
imperial standard; 
exact capabilities 
determined by GM 

AIienIunknown: OE 
Royal family: -5 
Minor clan: + 10 
Renegades: +15 
"Rich" world: -10 

RANDOM RACIAL GENERATION CHART 

Language Worship Xeno Acceptance 

Anglaman (terran None; no real '. Sheer folly; total 
standard) or deri- religious concept xenophobia {poss-
vative ibly due to past 

experiences) 

Dialect/derivative Animism; most/all Extremely hard; 
of old earth objects considered may have had bad 
language (most pro- alive to some experiences with 
vincial tongues) degree outsiders before 

Fusion of 2 or more Animism; all living Very hard; cultural 
old earth deriv- beings considered doctrine may in-
atives to posses souls elude wamings 

against outsiders 

"Designed" Pantheon; group of Hard; cuhural 
language deities, each the leanings toward 

"patron" of some isolationism 
aspect/act/sphere 

Highly specifiC on Bitheism; two dia- Medium; curiosity 
some topics; very metrically opposed is balanced by 
ineffective on deities caution or mild 
others distrust 

Extremely hard for Monotheism; all natur Ught; very curious 
most hominoids to regarded as work of but somewhat 
speak (physically) one god or creative wary of outsiders 

force 

Sentence/concept Certain person(s): Easy; some dealing! 
structures are 1-7=past with aliens/xeno-
extremely hard for 8-9=present humans have occur-
most hominoids O .. future ed before 

"Silent" language Specific attainable Routine; aliens and 
using double mean- states of being or xenohumans deah 
ings andlor body consciousness with on a regular 
movements basis 

Constant or near Each individual Easy if studying 
constant commun- considered godhead newly discovered 
ication via extraor- race; otherwise 
dinary means very hard 

Utilizes means of Beyond human Total; alienlxeno-
communication understanding human contact is 
beyond normal actively sought 
human capabilities 

Automatic -50 (Origin column) Frontier: +5 
+lY from sol Backnet: + 10 
(Origin column) (Values column) 
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Problems Roll 

Military/diplomat- UptoO 
ic clashes with 
neighboring race! 
province 

Need resource(s): 01-30 
1-3= foodlwater 
4-7= fuel 
8-0= other 

Pollution of 31-36 
homewortd 
territorial 
possessions 

Pestilence/plague! 61-70 
diseasellack of 
immunityltolerance 
to microba(s) 

Resist change, 71-75 
clinging to old 
ways/rituals/ 
lifestyles 

Have lost systems! 76-80 
planetslterritory .,L .. -
to neighboring--
race/province 

Internal moral! 81-90 
ethical/religious 
differences cause 
friction 

Idealistic view 91-100 
prevents true 
Objectivity 

Taken advantage 101-110 
of/oppressed/en-
slaved by other 
race/culture 

Misunderstood! 111 up 
misrepresented by 
other races 

(Values column) Mods 



Each column of the chart is dealt with, 
in order, below: 
Basic Type: This broad classification gives 
a rough idea as to the race's biologicaV 
physical "group", and tells wether or not 
the racial 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 Rates 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 roll depend 
upon the general location of the race's 
HomeWorld, and the roll 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 the history of 
Humankind, there have been various 
waves of colonization and expansion 
interspersed with periods of regression 
and relative barbarism. Many groups, 
human and otherwise, have forged their 
own way; countless others have been sent 
hopelessly skittering down a 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 L Y) 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) 
obtained from the BASIC TYPE roll. 
Kinship Structure: This classification 
serves to indicate the level of society at 
which the most important interpersonal 
bonds/struggles/relationships are formed. 
The roll is modified by the ORIGIN Result 
Mod (lower-right corner of the Racial 
Origin roll). If this Mod was an "OE", the 
KINSHIP roll is made Open-ended. 
Values/Motives: Although it is difficult to 
imagine a society with only one motive, 
usually a 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 
still quite a degree of variety left within any 
one of these categories - interpret them 
fluidly. The VALUES roll 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 it the race exhibits 
"Iotty': "humane", or "progressive" traits, 

-
and lower tor "brutal" or "base" traits. 
The racial Empathy Mod may be used 
here, it desired. 

Political Structure: This indicates what 
type of governmental body has been 
developed by the race, and/or now holds 
power. The roll is Open-ended, and is 
modified by the Values Result Mod. 
Tech/Sci 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 develop­
ments must obviously precede others, it 
would be unrealistically ~Terracentric" to 
attempt to codify all possible technologi­
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 (Le., roll 
1 0100, 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. If the race is of only passing 
importance, one roll may be used to 
generate a set of parameters which will 
apply to ALL tech/sci activities. If the GM 
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feels a somewhat more diversified and 
realistic picture 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 t.o make use ot.) The resul1 
obtained consists of three parts: 
1) The Difficulty Level used for tech/sci/ 

engineering projects (each +1 raises the 
Difficulty Level of such maneuvers by 
one category). 

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

3) A Miscellaneous Modifier applied to all 
maneuvers within the field in question, 
reflecting the effectiveness of such 
secondary concerns as data storage and 
retrieval techniques, average individual 
work speed, physical limitations, 
attention spans and other variables. 
If the Result is "Advanced beyond 

Imperial standard", it is left to the GM to 
determine exactly how far. 

. . . . . . 

~.. ~~-~ ~~ .. , . . 
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3.4-----­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 ota well defined 
political territory, the GM is well within his 
rights to make a new random events roll 
regardless of the time lapse since the 
previous one. The GM is welcome to 
expand upon this chart so that it more 
accurately reflects his game environment. 
Note that in some cases, a second roll will 
be required. 

ROLL EVENT 
01 - 50 Everyone's life continues in 

uneventful tedium. 
51 - 65 Massive crop failure on a 

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

·66 - 75 The reserves of a perishable 
good (food, drug, etc.) in the 
local sector are ruined due to: 
(1 - 6) pestilence, (7 ~8) 
sabotage, or (9 - 10) accident. 
This particu~r product's value 
doubles; Inconvenience and 
discontent may prompt a rise 
of anarchist attitudes in the 
local populace. There is a 5% 
chance of a major plague 
accompanying a pestilence. 

76 - 82 local populace plots against 
regional leaders. Dissention 
·arises out of allegations of 
leaders accepting graft, . 
hoarding production benefits, 
and/or conspiring against the 
citizen's best interests. 
Sporadic rioting encountered. 

83 - 90 New religious/political move­
ment in area. Cultural, racial, 
and/or species outsiders are 
persecuted to 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 
fatal. 

91 - 97 

98 

InterprovinCial war strikes: 
Worlds immediately threatened 
are: (1 - 5) peripheral worlds, 
(6 - 8) resource planets, (9) 
the homeworld,(10) an all-out 
offensive. The number of 
pOlitical/territorial entities 
involved in the conflict is 2 - 6. 
All non-military travel is 
restricted or banned. All 
outsiders are persecuted, and 
their property is impounded or 
lost. The danger of hostile 
encounters increases dramati­
cally. Add 75 to encounter 
rolls. 
Civil rebellion is: (1 - 8) local, 
(9) regional, (10) provincial. 
The area is in the process of 
being purged of active rebels 
and operatives, by state forces. 
All civilian travel passes are 
cancelled, and elmonitary 
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99 

100 

facilities are shut down. The 
Manit suffers drastic devalu­
ation (value down 21 - 30%). 
Violence is rampant, so add 75 
to all encounter rolls. 
Freak planetary weather or 
geological phenomenon affects 
players adversely. Such 
phenomenon includesevere 
storms, volcanism, seismic 
activity, meteor infall, or 
something completely new and 
devious. 
Freak interplanetary or 
interstellar phenomenon 
encountered by the players. 
Such phenomenon could 
include: alien encounters, 
undiscovered celestial bodies, 
a run-in with top secret military 
activities, space-time warping 
phenomena, or something 
"completely different", 



SPACE MASTER MILIEUS 
Although the social environment of Space Maslerdetailed in this book is of an 

Empire some 10,000 years in the future, a GM should not feel constrained to run his 
campaign in only that milieu. Because it includes a collection of weapons, equipment 
and vehicles from differing levels of technology, Space Masler is a flexible system and 
can serve as the basis for a Science Fiction game in any number of scenarios. Below are 
mentioned a few ideas for alternate settings. 
4.1 _____ _ 

THE PRESENT 
One can run a Science Fiction Roleplay­

ing game in the present; though of course 
there has to be a SF element somewhere. 
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 
Masl" 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 a present 
when there are secret organizations who 
possess technologies hidden from the 
general public. A classic example of this 
was the British series U.F.O, where 
SHADD (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 flying submarines, to a moon base 
and space 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 ollhi Worlds, in which aliens 
attacked the technically inferior earthlings. 
And of course, remember "V"? OK, let's 
forget it. 'Everyone else has. 

4.12 DISPLACED GROUPS/ 
PEOPLE 

Jules Verne was a master of this genre. 
20,000 Leagues under Ihe Seaand 
Masler ollhe World were both scenarios 
in which 'normal' people found them­
selves in a fantastic environment created 
by a genius of high-tech. Flash Gordon 
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 little 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, but it's a 
related concept. 

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

SYSTEM SUGGESTIONS FOR 
SECRET PRESENT 

The sky is the limit with alien technolo­
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. 
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4.2 _____ _ 

THE NEAR FUTURE 
Dirty, near-future SF is hot these days, 

with a slew of movies and novelizations on 
this topic. The possibilities are endless; 
just a few general concepts are listed here. 

4.21 POST-HOLOCAUST 
A favorite. Did anyone see the Gene 

Roddenberry TV movie pilot called 
Genesis II? No? It was about a guy from 
our time cryogenically frozen and reawak­
ened some time after the nuclear holo­
caust. He then led a group of people who 
were trying to pull the world back to­
gether. It was rather 'clean' for post-war, 
as earth was already recovering from 
radiation. The most interesting part of the 
scenario was the transportation system, 
called the 'subshuttle'. Apparently 
technology had advanced to the point 
where digging tunnels was a breeze, so 
the major governments built this incredi­
bly fast and sophisticated train that linked 
the world. Too bad they had a fight after 
they built the thing, huh? 

There are other, myriad possibilities 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 occur. Overpopulation, a fuel short­
age, and just the inertia of the excesses of 
the late 20th Century overloaded the 
planet's ability to cope. High-tech (fusion, 
gravities) is juxtaposed with ruin, decay, 
and 19th-century technology. 

The film Bladerunnervividly 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 pushcarts. There had been limited 
colonization of space, with the help of 
artificially replicated human slaves. 

The Network TV Series Max Headroom, 
while short-lived and unappreciated, 
painted a faSCinating picture of a future 
earth 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 
'telelections': ratings of their sponsoring 
network at a given time. While there 
apparently had been no war and no real 
fuel shortage, society had degenerated 
'into a dim, grey twilight where television 
provided the only relief from drudgery. 
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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 lead to a large 
lunar base, orbiting stations, and later 
bases on the moons of the gas giants. 
Plenty of exploration possibilities exist in 
Earth's own solar system, with the many 
moons of various age and compOSition. 
Arthur C. Clarke's Imperial Earth, Rendez­
vous with Rama, 2001,2010, etc., are 
excellent examples of this time and 
technology. 

4.24 DIVIDED PLANETS 
At about the same level as the United 

World scenario (or maybe a bit ahead), 
this setting 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 low 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. Encouri­
tering earlier colonies who were estab­
lished via cryosleep 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 milieu of Allen 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. 
Corporations are in the forefront of 
expansion, and their desire to acquire 
leads to conflict and even war. 

SYSTEM SUGGEsnONS FOR NEAR FUTURE 

Consult the Space Master Technol­
ogy list and Timeline (Section 7.0, 8.12) 
for ideas on the extrapolated progres­
sion of technology. 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 Shields. (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 
more 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 levels by 
one or two. Stunners and other subtle 
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. If 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 Mastertechnology, 
uncontrolled Psionics can get out of 
hand. Keep a lid on Psionic poy/ers in 
these early milieus, granting only limited 
powers to a very few. Consider banning 
them from PCs altogether. 

4.3 _____ _ 

SCIENCE-FANTASY 
This could also be called "Non­

traditional SF". Dune, Masters of the 
Universe, and Flash Gordon are all 
examples of this blend of sword-and­
blaster environment. Space Master's 
complete compatibility with ICE's 
Rolemastersystem allows for easy 
blending of SF and fantasy environments. 

SYSTEM SUGGESTIONS FOR 

ScIENCE-FANTASY 

When running a true fusion campaign, 
the high-camp flavor is best maintained if 
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 well­
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 a 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 somehow 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 shields 
and limitless power packs are going to be 
unstoppable except by a super warrior or a 
powerful spell-user, so the Technology 
has to be controlled closely. 
4.4 .. ____ _ 

COLONY SHIP 
Another popular SF theme is the 

TravellingWorld concept; where the 
environment is either a gigantic spaceship 
or even a small asteroid (Star Trek. 
"Yanada"), equipped with artificial 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 Star lost, a TV series by Harlan Ellison 
in which the "Ark" was a ship of dozens of 
miles-wide domes, off course, with the 
control center unlocatable or destroyed (if 
Kier Dullea couldn't find it, nobody could). 
Space 1999was 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 arid visited a 
different solar ,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 
Collins, who lured the Alphans to the ship 
in hopes of stealing their needed vital 
organs for replacement (ick again). 

Arthur C. Clarke's Rendezvous with 
Rama (mentioned earlier) 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, reaction less 
'star drive'. There is also (on a grand 
scale) a Rlngworltl-type setting., whic~ has 
added potential as a Science-fantasy and 
super high-tech milieu. 



SySTEM SUGGESTIONS 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 Mastertechnology. Again, Near 
Future is a good starting point, though it is 
a good possibility that the technology is 
somewhat higher. 
4.5 _____ _ 

TIME TRAVEL 
A favorite since H.G. Wells' Time 

Traveller first t~rew 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-budgetlhigh-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
thing the players get to do once or twice. 
Star T"kagain 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. 

SYSTEM SuGGESTIONS 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. Should the 
players encounter a Time Travelling NPC, 
it is fairly safe to assume that they have a 
sophisticated technology. 
4.6 _____ _ 

BEYOND SPACE MASTER 
The level of technology chosen for 

Space Masterwas, of necessity, arbitrary. 
In this section are mentioned a few 
concepts which are beyond the capability 
of currently-known science 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 use 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 SUGGEsnONS 

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

galaxy and (usually) unscramble 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 
at all? Can they 'beam' you across a 
solar system? (Linked to a large 
spaceport outside 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 mystical realm of 
Teleporting (See section 4.72). 
MaHer/energy Converters: The next 
step - as revealed in the Old Star 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 maHer 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 multiple 
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 locked-in. Tunnel 
In the Sky is 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 instantly (like 
worldwide telephone service is today). 
This would probably still require a 
sophisticated network to transmiV 
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 _____ _ 

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 
covered 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 otoor 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 roll) Psionic 
Teleportation. An important issue here is 
whether such travel is truly instantaneous 
or is 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 let's ignore that for now) theory 
about black holes is that they are 
dimensional gateways to other pOints in 
space. If that is true, once they are 
explored (assuming ships are built with 
gravitic generators capable of resisting 
the ridiculous gravitational forces 
associated with the Event Horizon), they 
could serve as natural jump-points to far 
reaches of the galaxy and beyond. 
A less Obvious Space Portal: also 
called 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 another place (or time). 
Lots of interstellar travel fun here! 
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PART II 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 capable 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 include the Caesars of Rome, the Priests of the Yucatan 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 negotiation might win more 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 Lloyd of Kubischev Kaarten Metals were among the leaders who endorsed the Emperor. and each 
played a major role in the governmental structure which evolved. Each corporation was granted land 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 _____ _ 

COLLAPSE OF 
GOVERNMENT 

However barbaric 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 old superpowers, no single political 
force was able to emerge out of earth's 
cultural melting-pot to unite all Terrans 
under one government. 

Just before the advent of semi-practical 
(non-hypershunt) interstellar travel, Old 
Earth was crushed by ~he weight of 
domestic problems. Exorbitant population 
levels were sustained by technological 
breakthroughs in food production and 
waste recycling, but governments were 
hard pressed to concern themselves with 
little more than social welfare. 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 interstellar development far 
beyond the projected path for this time 
period. As it turned out, the only institu-

tions with the resources to elevate the 
"human 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 _____ _ 

CORPORATE EXPANSION 
Beginning with N-Space vessels, and 

again much later with FTL (Faster Than 
Light) starships, there was a land-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 maxi­
mum profit. Raw materials were used to 
construct more starships, which in turn 
gained more territory, and the cycle 
perpetuated itself. Within each newly 
discovered system, the colonists of Old 
Earth became the new employees of the 
administering corporations while those 
very corporations set up their own 
autonomous governing bodies to avoid the 
call for external regulation. 
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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 a quick and efficient way to 
communicate 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 to 
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 to 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 autonomous control 
over all 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 accept an 
outside contrOlling 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, 
commonly a function of the cultural 
background or ethical sophistication of the 
corporation's executive core.) 
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After many millennia of chaos, a limited 
form of instantaneous 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 military 
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 
political body declared to be democratic in 
nature. However, it was a political body 
only insomuch as it could exercise a 
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-unified worlds). The system was not 
workir.g, but the leaders of this centralized 
democratic state were beginning to realize 
something: the unimaginable immensity of 
wealth to be found on The Worlds. The 
first seed of the Imperial drive t.ad been 
sown. 

The problem with an Imperial 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 
intensified. 

After the interstellar dust had sett~~d. 
the Empire was a reality. It initially 
consisted of the Imperium, a great volume 
of space encompassing many worlds, and 
twenty-seven Provinces. The Provinces 
were areas which could not be handily 
controlled by the Imperial court exclu­
sively, and as a rule, encompassed 
upwards of ten star systems in relatively 
close proximity. The Emperor'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 
clout to crush any group opposing its will. 

6.3 _____ .. 

IMPERIUM 
It was realized during the drive for the 

Empire that the now great expanse of 
occupied space could not be administered 
from within one centralized location, as 
had been attempted during the time 01 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 to 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 answerable to the 
Imperial Court. In return for this grant of 
power, the Provincial administration was 
expected to forfeit an initially colossal tithe 
to the Emperor to be followed by regular 
Elmonitary installments - lest the 
province be handed over to a group of 
more competent governors capable of 
meeting their Imperial payments. 

The first twenty-seven Provinces were 
inaugurated along with the Imperium on 
Imp.D. The provincial leaders were, at the 
time, a few of 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 Families whose courts 
actually rule their deSignated territories. 

The Provinces to be found within or 
bordering on Imperial space are called 
Inner Provinces, each of which is ruled by 
a Royal Family whose roots harken back to 
the first leaders of the Province in ques­
tion. The remaining "outer" territories are 
called Frontier Provinces, the rulers 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 
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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 little 
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 outlawed from maintain­
ing private armies and must use the 
Imperial Monit for intraprovincial com­
merce when need be. Each Minor Clan 
territory is granted a garrison force of 
Imperial troops for defense purposes and 
the Clan is allowed to maintain their own 
exploration vessels. These expeditionary 
fleets seldom lack Imperial "observers" or 
"advisors" to keep an eye on the resource 
wealth of star systems newly discovered in 
the Frontier. Although the advent of the 
Province, Family and Clan has created a 
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 "heartland of 
Terran humanity", enlightened Empire 
subjects know the Imperium for what it 
truly is: a privileged clique of hawkish self­
pror:laimed nobles bent on leaching the 
wealth of Imperial and Provincial territory 
alike. Remember that it was greed for 
riches and lust for control which fueled the 
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, an~ rotten to the core - but 
upon closer inspection, the view just gets 
worse. 

So 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 elite 
gunship squadrons to invoke a Pial Fiela 
(scorching death) against the insurgents. 
Few have been foolish enough to test the 
Imperial Fleet at their own game, as the 
result has invariably been the thorough 
destruction of upstart revolutionaries. The 
Emperor truly rules with an armored 
gauntlet. 

. . . . 
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If nothing else strikes fear into a rebel 
Province, an Imperial Dreadnought will. 
These brutes are no less than mobile cities 
of armor and armaments. They carry their 
own compliment of 200 SMAC fighters 
and the equivalent firepower of half 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 I - in his 
first official act decreed that the produc­
tion of thermonuclear 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, agriculture and administrative 
centers remain along with the Imperial· 
Palaces. However, the fabricated pastoral 
fa~de that has been set up there is hard' 
pressed to coverup the most wily, clever 
and treatherous band that the Terran man 
has ever been subjected to. 

HISTORY OF CIVILIZATION 

"Human history becomes more and more a race between education and catastrophe. " 

H. G. Wells 
Terra, Prelmp c. 9710 

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

PREIMPERIAL TIME 

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

c. 15,000 - The dawn of civilized man. 
c. 11,650 - The first rise of the Dia 

Khovaria:the Holy Tabernacle of the 
Word. 

c. 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 
nuclear) on a civilian populat~on. 

9670 - 9668 - First Fossil Fuel Crisis. 
9663 - The Technic Tabernacle is broken. 

up by a jealous Terran regional 
government. . 

9660 - 9608 - Feasible fusion power 
generators are in development. 
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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. It is created 
by a western European research group. 

c. 9600 - Cryogenic 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. 

9525 - Terraforming of Venus is 
complete: the planet is converted to an 
earthlike world. 

, . 
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8450 - 5698 - The period required by re­
searchers to gain a 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 more 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 fully realized. 

8068 - 5655 - The study of molecular 
electronics 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 mankind. As if 
motivated by a single will, almost every 
colony is cast into a technological dark 
age as the human masses revolt 
againstthe 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, although 
there had been notable unrest over 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 
lack 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 Alterant 
Replication leads to the limited 
production of laborer and recreation 
models. 

c. 7600 - Tachyon physics becomes the 
main focus of study in the scientific 
community. 

c. 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. This is 
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 recession in many colonies. 
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 responsible 
remain unproven. 

c. 3000 - 2000 - This millennium sees 
the bits and pieces of humanity drifting 
further from each other and their 
common heritage. Many far-flung 
settlements 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. It is 
kept from the political leaders of the 
day in an effort to prevent its hypo­
thetical use in a military weapon of 
unparalleled destructive capability. 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 results in the 
destruction of the test vessel. 

c. 1100 - The Andrium for Science 
League develops an interstellar 
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. 
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1076 - The Tachyon Beam Dictor is 
invented. This device allows instant, 
neous communication over great 
interstellar distances. The first units 
appear have an effective transmissiol 
range of about 10 L Y. Because the 
TBD system is developed by a resear 
group sponsored, and closely super­
vised, by a leading pOlitical force of tl 
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 lin~ 
their famous databases and make a 
new place for themselves. 

1076 - 457 - The period of time gener­
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 blueprints 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 Andrium production, degenerates 
into a mere production cartel. With 
ships, fuel, and command communici 
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. 

c. 1000 - 500 - With data as a valuable 
commodity, and a far-flung TBD 
network, the O.K. experiences a returr 
of their former prominence - at the 
expense of the last vestiges of their 
religious beliefs. By Prelmp. 500 they 
have become a purely secular organi­
zation. 

457 - The culmination of the Wars of 
Integration is the creation of the Terra 
Federated Democracy (a.k.a. "United 
Federation," and more recently, as the 
"Old Democracy"). The Democracy's 
parliament is located on Old Earth. 

324 - The Terran Federated Democracy 
holds sway over Terran humanity and 
the homeworlds of affiliated xeno­
races. This was the first (and nearly 
successful) attempt at a unified 
pOlitical structure to administer all of 
the colonized worlds. 
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323 - Several sectors and homeworlds 
declare their independence from the 
Terran Federated Democracy as their 
specialized needs are not fulfilled by 
this institution. They begin to fortify 
their systems against anticipated 
reprisals from the Federation. 

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

320 - 275 - The pre-imperial core worlds 
initiate a massive arms race as they 
construct the awesome Imperial Navy. 

270 - The fledgling political unit which 
will, in time, gel as the Imperial Court 
unleashes 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 all inhabited worlds 
stating that it claims ownership rights 
of all systems colonized/conquered 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. It is 
hampered by widespread accusations 
of perjury and corruption. 

27 - The first of the Order of Truthsibyls 
are used at the GCH. Perjury is 
virtually eliminated; the seeds of a long 
and bitter rivalry between the Truthsib­
yls and the Dia 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 a 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 uncovered 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 guarantees that 
the Andrium for Science League will 
maintain their production monopoly. 

1 - The Emperor-to-be makes clear his 
intention to outlaw the production of 
holocaustic attack delivery systems. 

IMPERIAL TIME 

0- Macedon I receives the Imperial 
Scepter and consecrates the First 
Terran Star Empire (consisting of a 
myriad of systems organized into· 
Regions, Quadrants, and Sectorskand 
27 Provincial Territories. The Andrium 
for Science League changes its name 
to Andrium Producers of the Imperium 
(API) 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 Izar seems to have incar­
cerated herself on a desolate and 
backward frontier settlement. Within a 
few years, hundreds of billions of 
humans embrace the spin-off religions 
catalyzed by her coming - despite 
vehement condemnation by the Dia 
Khovaria. Unable to ke~p 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. 
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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 
under mysteriOUS circumstances and 
the Emperor's court is implicated . 
Two decades of interstellar unrest 
follow, preSSing the Imperial Deep 
Space Navy into action on several 
occasions. Not surprisingly, there are 
suppressed reports of numerous 
Starmada mutinies. The Imperial Fleet, 
suffering from a number of mutinies 
and clashes with powerful rebels, loses 
its effectiveness for a time. 

72 - In an attempt to get a better grip on 
his crumbling Imperium, Emperor 
Protesilus I 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 out to a 
range of 50 L Y. This instigates an age 
of unprecedented expansion. Frontier 
Provinces prOliferate, bringing greater 
wealth to the Imperium. 

301 - As a result of the War of Tarquinis 
(a.k.a. "The Rebellion of the. Prov­
inces"), Emperor Itzamna II allows 
Major Families to acquire additional 
systems 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 
holocaustic production ban, then 
furiously begin developing such 
weaponry for their own use. 

462 - Personal Absorption Shields first 
appear commercially. 

470 - 480 - The present. 



8.0 ' 
LIFE IN THE TERRAN STAR EMPIRE 
"This ain't no party, 
This ain't no disco, 
This ain't no foolin' around .. : 

8.1 
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 enslave­
ment; from t~e 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 
Elmonit 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 a given class 
varies from province to province: One's 
social status is encoded into his/herlits 
ident disc along with other pertinent 
information, enabling security officials to 
quickly thwart any megal impersonations 
or unauthorized entries. 

ARISTOCRACY 

The highest echelon of Imperial 
Society, the Aristocracy, is made up of the 
ruling families of the various provinces 
(See Section 10.3) including the Minor 
Clans. It 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 
bloodlines 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 
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families are extremely wealthy from 
inherited monits and holdings. Members 
of the aristocracy have a number of other 
privileges, both official and informal. 
Depending on one's rank, a member of a 
royal 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 major) 
legal offenses. In most provinces a Citizen 
can 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 particularly heinous crime. Often this 
Slavery 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. 

CITIZENRY 

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 
Citizenry constitutes the vast majority of 
the Empire's population. 

Certified self-aware androids can 
become Citizens upon activation, while 
Replications 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-lethal 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 a Slave as a 
consort is very chic in some areas. 
Citizens may own as many Slaves as thE 
can afford. Citizens may be sentenced t 
Slavery for vario'us severe crimes -
especially monetary offenses such as 
embezzling, forgery, Elmonit falsificatiOl 
etc.; usually the Slavery conviction is fOI 
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 governml 
protects Slaves from mistreatment by tt 
masters ("mistreatment" can mean failil 
to provide proper lodgings, diet and hea 
care). A bankrupt Citizen has very little 
course 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 shelter , 
'reasonably comfortable living condition 
This can vary tremendously, however . 
Replicants especially tend to receive 
hellish assignments on mining colonies, 
on barely habitable worlds, or performir 
the most undesirable tasks. Officials 
frequently look the other way (especiall) 
their gaze is diverted by Monits) when 
Replicant Slaves are being mistreated, 
since no one really cares for 'i.ilem. 
Human Slaves generally get better 
treatment, but there are still areas when 
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 illicit slaVE 
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 skilled duties, and can be 
certified in a number of technical fields. 
Wealthy Citizens often purchase skilled 
Slave pilots to fly their spacecraft. 
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• f However, Slaves usually are not permitted 
• ~ to leave a planetary Sphere of Influence 

f without being accompanied by a Citizen or 
• IS. Aristocrat. Slaves may not carry weapons 
• ! more deadly than a Stunner except by 
• - special license or in military situations. 

( Although Slaves are otten found in the 
• I Provincial or Imperial Soldiery (purchased 
• by that government), they rarely become 
• - officers. 
• Slaves can only be freed by an Imperial 

a or provincial Board of Certification made 
• up of members of the high Royalty. 
• Slaves are very rarely freed, and at best 
• they are granted Provisional Citizenship, 
• which would allow them to marry Royalty, 

or for the children of a marriage to a 
• Citizen to be considered True Citizeos. 
• , Provisional Citizens have full legal rights 
• r and may possess money, but may not own 
• land or have control!ing interest in any 

business. • .0 .! 
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EXILE 

Exiles are Imperial criminals who are 
forbidden to enter any system controlled 
by the Empire or an Inner 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 Slavery 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 Imperial 
Core planets and Provincial Homeworlds, 
the cost of bringing the more sophisti­
cated lUxury items to the Frontier has 
often proven prohibitive. 

Below is a listing of the general tech­
nicallimitations and achievements of man: 
• Sentient cloning and alterant replications 

of all carbon based life forms whose 
genetic structure is encoded upon DNA 
strands. 

• Controlled mutation of genetic material 
to create new extremely simple life' 
forms. This is normally performed on 
the microbial level to produce biotoxins 
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". 

• Controlled Matter/Antimatter reactions 
are the most powerful energy source 
available to man. 

• Microfusion reactors provide the limit 
for effiCient, productive, and portable 
energy sources. 

• Present technologies allow faster-than­
light travel at the maximum rate of 
about 0.4 light years displaced per 
hour. 

• Controlled 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 al/ techni­
cal possibilities postulated in the Technol­
ogy Book; however, these rule limits apply 
ONL Y to the Terran Empire, 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 should val}' 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 large 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 
items which may be purchased and sold 
through MERLOGH. 



On the personal level, each Imperial or 
Provincial citizen receives an Elmonit card 
at the age of maturity. From central 
Elmonit Adjustment Monitoring Facilities, 
a person's financial reserve records can be 
modified to reflect income and expendi­
tures. Local 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 
Quite capable of foiling fraudulent use of 
Elmonit cards along with preventing 
overdrafts. The adjustment facility is also 
capable of setting up automatic withdrawls 
on an Elmonit account in order to pay for 
big ticket purchases via installments. 

Most minted monits (hard currency) 
appear as small, flat rectangles with 
smooth faces which hold a duU 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 theoretical value of 
the Monit 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 a laser-grain 
code on one side. This code is invisible 
normally, 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 full color: 
the symbol of the House. Each House 
owns its own set of laser plates under the 
supervision of MERLOGH and its police. It 
is advisable to remember that although 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 allow the purchase of 
such elements in volume. Naturally the 
latter houses are on less stable ground, 
not having a relatively open-ended supply 
of wealth. MERLOGH monitors how much 

money each House mints and occasionally 
imposes controls, but the relative influx of 
Monit wealth is part of the cause of the 
differential in the value of the individual 
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 of their 
home province, their account with the 
MERLOGH bank 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 Elmonit balance is, 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, but often a 
credit balance as well. This is more 
convenient than carrying a large number 
of Monits. One simply goes to the nearest 
MERLOGH transactor machine, inserts 
their Elmonit 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
ties 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 will have probably 
changed since the last withdrawal), and 
added to 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 Balance. The store is 
immediately credited. Smaller vendors 
have 'personal transactors' which deduct 
the amount from the customer's card and 
hold 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 calculate Monit­
Elmonit differential for the next day's 
business. 
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• • • 
With the use of Elmonit Cards, tourists • 

and interprovincial businessmen may • 
travel freely outside 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 vef) • 
sophisticated laser coding system. One • 
major deterrent to Elmonit Card Fraud is 
the MERLOGH Police (a branch of • 
VegaPol). There are stiff penalties for con· • 
victed counterfeiters: death or mind- • 
cleansing. It is 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 unique 
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 
uniformly 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 land being in the hands 
of the Megacorporation and/or govern­
ment; few individuals "own" real estate. 
Thus there is a very dramatic boundary 
from city to rural land. In fact, up to 90% 
of some planetary populations reside 
within city boundaries; the remaining 10% 
are either agricultural workers or Citi­
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 facade 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 baroque design, 
refitted with the latest environmental and 
computer systems, create a strange fu­
sion. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • 
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• 1 ' In the less prosperous areas of many 
• f planets the union is grating and harsh; no 
• ! attempt at softening the junction isrnade. 
• ~ Where the originallighti.ng or environ-

. mental systems have failed, less advanced 
• equipment has been grafted on. Ducts 
• and exposed wiring make for unpleasant 
• / decor. This is the darker side of !he 
• ~ Imperium, planets where the environment 

has been abused. Sulfurous clouds rule 
• the skies from which pour a,continuous 
• acidic drizzle. Everything seems old, 
• barely functional, and filthy. 

New settlements, especially the 
• Homeworlds of the Inner Provinces, are 
• another story. The latest technology is 
• utilized to create slender spires and 
• soaring arches: daring sculptures of 
• architecture. All is glittering crysteeland 

glass. 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 
• thermal pollution is easily controlled). All 

forms of pollution are carefully monitored 
• on inhabited worlds and violators can 
• receive stiff fines from the Empire. There 

are 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 least 
• one air traffic pad or port. Spaceports are 
• located a few kilometers from larger cities: 
• convenient but not intrusive, allowing the 

city to be a lone jewel on the landscape. 
• On many planets, however, there is the 
• tendency to utilize the solid, grandiose 
• architectural style of earlier eras (often 

stone or other ponderous material) and 
• carefully 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 (home of the Imperial 
• 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 

facades of the new Imperial Palace 
• bUilding remains a foundation of crysteel 
• supporting one of the most corrupt, 
• power-mongering governments ever to 
• eXist. And it continues to flourish. 

• • • 

8.2 _____ _ 

TRAVEL AND 
COMMUNICATION 

The Terran Empire operates in a 
manner strikingly similar to pre-technol­
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 even 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 interprovincial trade 
has never been so 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
stellar message is via the Dia Khovaria 
TBD (Tachyon Beam Dictor) Datanet, and 
that requires up to several hours (mainly 
because of the necessary relays). Because 
of the somewhat 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 slowly 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. It is largely because of this delay' 
that the Empire exists as it does. A decen­
tralized 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 geosphere is a relatively simple 
operation on any civilized world in the 
Empire. Such worlds often have a variety 
of transportation modes available, 
depending on the urgency and wealth of 
the traveller. A few options are listed 
below ~ though not all options would be 
available on any given world. Most such 
transportation is monitored and directed 
by a planetary computer system which 
flawless!y (in most cases) directs all 
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traffic, and constantly monitorS the travel 
lanes to be sure that vehicles are comply­
ing with directions. Such a system is 
always 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 controlled as well). 
However, should an aircraft disobey flight 
instructions and prove to be a hazard, it 
could be disabled - or even destroyed -
by interceptor patrols in the interest of air 
safety. 
Suborbital Shuttle: Only practical for 
transcontinental trips, the Suborbital 
shuttle lifts from a port, climbs almost 
vertically to a high altitude to reduce 
atmospheric friction, and proceeds at high 
speed to its destination. The shuttle often 
spends more than half of the trip ascend­
ing and descending, and is the most 
expensive mode of commercial planetary 
transport. 
Hypersound Transport: Simply an atmo­
spheric vehicle 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 small, sleek private 
craft. Most are powered by clean fusion 
jets. " . 
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 utilize fusion 
jets as well. Virtually.all advanced air 
vehicles have vertical takeoffllanding 
capabilities, whether it be via rotating 
propellers or gravitic lift. This allows such 
vehicles to depart from the roofs of 
buildings and other restricted spaces 
rather than the large port facilities, greatly 
reducing delays. 
Subterranean Shuttle: A more unusual 
form of transport, it has some advantages 
over air travel and is popular on worlds·of 
medium technology levels. It is of 
necessity a commercial mode, requiring a 
network of underground tunnels, kept at 
near-vacuum to 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. 

. ' • • 
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Gravitic Car: Definitely a short-trip vehicle, 
the gravitic car is a catch-all 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 variable altitude. 

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 almost any height (a 
thousand meters is a standard legal limit, 
though this varies in metropolitan areas) 
and are much more maneuverable and 
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 travellers are subjected 
to some security measures, usually at the 
Orbital Station of departure. Ident Discs 
are checked, and luggage 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 to the 
planetary port of destination. These 
vehicles are usually smaller (and more 
expensive) since there is a smaller. 
clientele for any given trip from pOint 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. It 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 Interstellar vessels are 
almost 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. 
most ships have suitable 'cabin' lodgings, 
which include berths, sanitary facilities 
and media services. In addition, passen­
ger liners are outfitted with any number of 
the following: swimming pool, bar, 
restaurant (usually several), athletic fa­
cilities, holorecreation lounge, gameroom, 
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 
medicine - 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 
completely prevent the worst effects. 

If one is wealthy enough to own a 
Hyperspace-capable ship, then interstellar 
travel is actually rather simple. Such pri­
vately-owned 'yachts' are atmospheric and 
interplanetary travel-capable, allowing one 
to go directly from home port to destina­
tion. There are still the usual security 
checks however, and travelling on one's 
own can be a dangerous business. 

Following are a few pOinters for the 
adventurous interstellar traveller to keep 
in mind, Excerpted from Muldaak's 
Handbook for the Independent Tourist 
(The Unabridged Underground Edition): 

1. Never make a hyperspace jump too 
close to a major gravity source. A 
relatively 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 a much more substantial well 
then the more common, less dense 
bodies. Safety-minded ship captains get 
at least 1000 diameters away from a 
star. 

w • 

• • • 
2. Transmit the proper "Passage Code' • 

when approaching an inhabited worl • 
Space Station. These codes are • 
standard for each province, includinl • 
Imperial Territories. The code incluc 
among other things, the ship's regisl • 
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 the • 
waiting around for the trespasser to • 
think up some pitiful excuse for why • 
is in their space. (Extra hint: don't tr • 
"The passage code tape was acciden· 
tally erased!" They've all heard it.) • 

3. Always have a good reason for being • 
a foreign province. In the politically e • 
economically aggressive society of tt • 
Empire, no one trusts anyone if they 
want to live to see the next eclipse. 1 • 
is especially true at this time, cons ide • 
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 Provinci • 
(and the Imperium) carries an identifi • 
tion disc which tells the security • 
personnel that the owner is a real 
person (or whatever). It follows that i • 
traveller lacks proper identification, hi • 
not a citizen and is more likely an • 
escaped slave or spy. Protesting this 
assumption is normally met with ales • 
than sympathetic ear. Escaped slaves • 
and foolish spies seldom receive a • 
preliminary hearing before their • 
summary execution. It is possible, he 
ever, with a lenient security officer, to • 
caught without an Ident Disc and men • 
be sold into Slavery or handed over to • 
biological research group for experi- • 
mentation. 

5. Never leave home without your Elmon • 
Card. Hardly less critical (and some- • 
times more important) than your Iden1 • 
Disc is your Elmonit card. This lovely • 
rectangle of composite semiconductol 
and other shiny materials is your key t • 
the Capitalist Empire (assuming you • 
have a positive balance or at least a • 
credit line). With enough Elmonits yOl • 
can buy your way out of almost any 
misunderstanding or misfortune. As • 
they say in the Senate: "Everyone has • 
his price." • 

• • • • • • 
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• • • 8.22 COMMUNICATION 

• i Silence is the virtue of fools. 

• Francis Bacon 
• De Oignitate et Augmentis 
• Scientiarum 
• Terra Prelmp c. 10050 

• The Tachyon Beam Dictor, though the 
• swiftest mode of interstellar communica-
• lion known, has its drawbacks. Direct 
• links over more than 50 light-years (and 

sometimes considerably less) can take 
• several minutes and sometimes even 
• hours due to message backlog. In . 
• addition, TBO communication requires a 

very large receptionltransmission antenna 
• array (roughly 1 kilometer in diameter i~ 
• required for each 10 LV of clear transmls-
• sion at a comparably sized receptor). The 
• grid panel material is ex~ensiv~ and it . 

requires considerable skill 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 O.K. net is sophisticated 
• enough so that communication can be re-
• routed with very little delay. 
• TBO transmission limits are crude by 

modem standards: visual and even audio 
• transmission is only possible via certain 
• linkups (as well as quite expensive); 
• normally TBOs 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 Oia Khovaria, which has at least one 
• uplink station on every civilized planet and 
• Imperial Outstation. In addition, the O.K. 
• maintains nearly all of the hundreds of 
• relay stations pOSitioned throughout 

• Imperial Space which make long-distance 
communication possible. There are a few 

• ProVinces who maintain their own relay 
• stations (mainly out of pride or a hatred of 
• the O.K.) including Houses Colos and 

Hulugu, but for the most part the feudal 
• governments have grudgingly signed the 
• Chapterhouse leasing agreements and ac-
• cepted the self-righteous presence of the 

Holy Church of the Word on their home-
• worlds. The most reliable TBO technology 
• COupled with the largest archival database 
• in human history is hard to turn down out 
• of pride or prejudice. 

• • • • • • • 

In addition to the OX network, there 
are a handful of competing TBO corpora­
tions, usually covering no more than one . 
or two Inner Provinces. They manage to 
squeeze out a small profit, but it is an 
open secretthat the O.K. intends to 
squash them one at a time - at its own 
leisure. The relationship between the 
Emperor and the O.K. is an interesting 
one, each depending on the other to 
maintain an optimum powerbase. His 
Imperial Majesty is historically suspicious 
of the motives of this arcane group, 
however, and one of the earlier Emperors 
declared it High Treason to withhold from 
either his agents or the agents of Vega 
(MERLOGH, the GCH, and VegaPol) free 

. access to the net on demand. 
The TBO network has five major 

functions: 
1. MERLOGH Elmonit adjustment and 

banking updates. This is the most 
important purpose of the TBD net on a 
day-to-day basis; it allows interprovin­
cial finance to proceed smoothly. 

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

3. Imperial Communication. The Imperial 
Government is the only TBO customer 
able to afford regular visual communica­
tion, and high officials - being bureau­
crats - employ it more frequently than 
they should. '-

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

5. The O.K. itself uses the network as 
much as any other group. Interdepart­
mental communication, archive updates, 
and other data transmissions are a daily 
part of O.K. utilization of the system. 

8.23 LANGUAGE 

Time that is intolerant 
Of the brave and innocent, 
And indifferent in a week 
To a beautiful physique, 
Worships language and forgives 
Everyone by whom it lives. 

W.H. Auden 
Terra Prelmp c. 9700 

As can be expected, there are a huge 
number of languages spoken throughout 
the Terran Empire, and an interstellar 
traveller 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. It is 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 
Prelmp century the English-speaking 
peoples economically dominated Earth, 
forcing 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, normally 
related to the cultural roots of the Prov­
ince. It is common practice for most 
educated people to know not only Imperial 
Standard and their home tongue, but also 
the languages of the-neighboring prov­
inces. 

There are also of course the alien races 
and their 'tongues' (loosely speaking). 
Some are within man's ability to imitate, 
while others require sophisticated transla­
tion equipment. 

SPECIAL 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 language of hand and 
body signals which defies analy~is.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 lan­
guage - more like 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 - Self-monitoring weapon systems. 
ForA XI- Self-monitoring weapon 

systems (satellites). 
Mechrun - Industrial robotics. 
MediC - Medical diagnostic and monitor­

ing systems. 
CMT scram - Communication interpreta­

tion systems (TBD). 
C3 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 10 (alpha - epsilon) - High 

security fleet systems. * 
SPS - Black market computers (monitor 

systems). 
SPSn - Black market computers (space 

vessel systems). 
DoDEC - Black market computers (space 

vessel systems). 
Edlc - Education systems. 
Visig - Holographic graphics generation. 
VERAD - VegaPol Research and Data-

base. * 
MerC - Merlogh Elmonit adjustment 

Control. * . 
In addition, there are considered to be 

(for game purposes) five basic levels of 
computer security, with Levell being 
minimal security, and Level V being the 
most difficult to gain access to. 

8.3 
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 Imperial society indulges 
in regularly. 

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 well as myriad team spectator 

sports. Some 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 play 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 lacrosse and hockey. 
Two teams of twelve men (including a 
goalie) face off in a three-dimensional n 
. grav arena, armed with 2 meter long 
magneto-sticks and equipped with small 
thruster-packs for maneuvering. They 
attempt to control a 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 naturally 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. Current 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 artificial gravity). Because of 
their popularity, they invariably have global 
vid coverage, high ratings and powerful 
sponsors. 

NUU-GRAV FORCEHOOPS 

Though playable in the same null­
gravity arenas as Meta-ball, Null-grav 
Forcehoops is a completely different sport 
with a different following and philosophy 
of play. Players wear gravitic belts with 
speCial wrist and ankle bands. These 
generate magnetiC and gravitic repulsor 
fields which prevent one player from 
touching another. To attempt to grab or 
hit another player is like trying to grasp a 
frictionless surface: they easily slide away. 
Without the thruster packs used in Meta­
ball, 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, 30 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
ters in diameter. The ball is gently 
repeiled at all times by the walls of the 
arena (so, if left to itself, it would eventu­
ally find itself in the center of the play 
area) but the field is not so strong that a 
firm throw cannot overcome the effect -
thus the ball can be bounced off the walls. 
Unlike the ball, the players are gently 
drawn to the nearest surface, though it is 
easy, once contact is made, to jump away 
again, even to the far side of the arena. 

The game is played by two teams of 
five men (or women) who try to 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. All players 
move about the area 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 handled 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 collect all the scarves of the 
opponents before the other team does the 
same, and reach the upper lip at the 
perimeter of the arena. It is a special coup 
to achieve this and manage to keep (or 
recover) all of a team's own scarves. A 
trend in this sport is towards younger 
players (who are quicker and more agile); 
in fact many planetary leagues require that 
all of the players be between the age of 
sixteen and twenty. 
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• • • • • • .1 .: 
• • • • • • • • • • • • • • 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 arena to 

the other (there is a narrow lip of level 
• area around the bowl, just above which the 
• spectators are stacked in tall grand-
• stands). Hurtling downward in a crouch to 
• minimalize vulnerable areas, they attack 

and hopefully 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 all of an 
• opponent's scarves. 
• Contestants are allowed 10 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 
• traction, 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 
• ~ot stop when a man goes down, though it 

IS not permitted to hit a down man (this 
• doesn't mean it doesn't happen). When a 
• 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 to wait 
• for him to get up or be removed. Nor is it 

• • • 

in good taste to win by killing or com­
pletely incapacitating your entire opposing 
team; the honorable (and more exciting) 
win occurs when the losers are all still on 
their powerboards and able to maneuver 
- although 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 last 
five years, centered mostly on the lower­
technology 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 - and meets are 
frequently a center for gambling and other 
controlled activities. Poor youths on 
backwater industrial planets desperately 
compete to be on Raking teams, seeing it 
as a way to get out of their environment. 
In some areas Power Raking is illegal, 
though it flourishes nevertheless under­
ground - sometimes promoted by 
League of Merchants operatives. 

8.32 MEDIA 
The history and nature of any society 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, literature and the arts is 
a O.K. Chapterhouse database. The Oia 
Khovaria maintains at leastone Archival 
Library on every completely settled planet 
in the Empire, and each library contains 
the "sum total of human knowledge" (so 
the O.K. claims). These 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 access the database from orbit. 

Many other libraries exist, especially on 
the older Core worlds, and at corporate 
headquarters, and some are quite 
extensive. None, however, can compare in 
completeness with the O.K. collections. 

MusIC 
Music in the Fifth Century of the Empire 

is more varied and diverse than can be 
imagined. Although the Imperial aild most 
Provincial Courts still enjoy authentic 
ancient music performed on genuine 
acoustic instruments, the rest of Imperial 
society has tastes ranging from semi­
sonic flow resonances to resynthesized 
conceptual reharmonizations. Occasion­
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. 

LrrGLASSES 

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



HOLOVIDS 

Also stored in glass'squares, these vids 
can either be reproductions of ancient 2-D 

. videos or three dimensional holographic 
videos. Either can be viewed with a 
portable viewer, though a console mode~ 
is suggested for the full effect of a holovld. 

The more sophisticated ones are 
interactive setups in which the viewer is 
connected to a computerlinteractor, and 
'enters' the video, allowing him to interact 
with the characters and seem to move 
about a three-dimensional, very realistic 
setting 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 so~n,ds 
and holographic display are very realistic, 
it isn't 'real', being externally created. 

8.33 MIND ALTERANTS 
A variety of mind-altering substan~es 

and devices are available, from the mild 
stimulants like Jirolene to the 
DREAMgame (Direct Response Environ­
ment Actuator Matrix), which is illegal but 
still widely used on the black market. A 
few are discussed here. 

ELECTRONICS 

In the year Imp. 461, an unname~ 
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 programmed 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 total 
sensory hallucination 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 psychological 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 
registered 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 all but authorized Imperial 
researchers. Needless to say, this legal 
action had little effect on the already 
established black market, now dominated 
by League of Merchants operatives. 

There are numerous variations on the 
DREAMgame, and other electronic sen~e 
altering devices too numerous to mention 
here, most are unreliable, and many are 
very dangerous. 
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DRUGS 

A few of the more popular recreational 
drugs are mentioned here; a more 
complete drug list can be found in the 
Technology Book. All such drugs are 
produced in 'tabs', 1cm diameter discs 
which adhere to the skin and slowly infuse 
the drug into the blood 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 mild stimulant that aids in 
wakefulness and alertness. 
Gorleline: (Sold by one company as 
Hyperdrive) Lasting about an hour, , 
Gorteline produces a somewhat euphOriC, 
energetic effect. It is psychologically 
addictive and restricted. 
Rebillis: Reputedly 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 
Musalo~ a depressant, it creates a mellow, 
reflective mood for about five hours. 
TeJedrine: ,A difficult drug to obtain and 
totally illegal in many provinces, Teledrine 
increases the effectiveness of psionic 
endeavors by Telepaths and Semi­
Telepaths. It is sometimes used by 
Truthsibyls of the GCH. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • .' • • • • • • • • • • • • • • • • • • • • • • • • • • • 
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9.0 . 
THE IMPERIAL· GOVERNMENT 

"Liar!" spat Sibyl Olvana Giovanyn, her long-nailed finger stabbing through the 
air. The elderly target of her accusation, Cardinal Aurelis Nogia, showed no 
reaction but a tiny smile at the corner of his thin lips. 80th stood bathed in the 
monochrome light of Terra's large moon, motionless for a frozen moment on the 
large palace balcony, though the Truthsibyl's diaphanous robes billowed hypnoti­
cally in the evening breeze. Inside through the huge tinted-glass doors mur­
mured a reception of several hundred people. 

Cardinal Nogia clasped wrinkled hands under his embroidered vestment 
surcoat. Grinning lines fanned around his blue eyes as he licked his lips. "My 
dear Olvana, perhaps your talent has escaped you! Or is it your sanity? You dare 
accuse a Supreme Cardinal of the Dia Khovaria of speaking falsely?" he smiled 
then, the way he always smiled: a humorless, calculated, taunting parody of 
geniality. Gardinal Nogia never did or said anything uncalculated to the last 
percent of probable reaction. 

SibylOlvana Helene Giovanyn, 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 middle-age, she was in fact well over one hundred solar years old, owing 
her longevity 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 PSio-prismatic jewels in her 
earrings glittered with a life 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 coucbed to 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 tdcks on my mind, TruthsibyJ! I have been 
conditioned against Vocal Control. " 

"I needn't use Psionics on you, old man." She retorted, sweeping around 
Nogia on the marble-tiled balcony. "I don't need Telepathy to perceive your pretty 
plan for House Moskava. You weave your schemes with as little skill as the nets of 
your damned Tachyon Relays! I understand the Aurigae Sector conduit is down 
again, by the way. " 

"Sabotage, as you well know, crone." Nogia snarled. 
"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 regularity: 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 tall 
man in glittering robes stood framed in the entrywayas light and music poured 
from the chamber within. His Imperial Majesty smiled. "Ah! My two favorite 
Ministers! I should 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. 

O.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 considerable personal power, the other two groups serve to temper His 
Will, and assure some semblance of continuity in governing the hundreds of billions to 
whom He is responsible. 
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9.1 
EXECUTIVE· (IMPERIAL) 
BRANCH 
Location: Sol III: Terra 

While His Imperial Majesty is indeed 
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 Terra·n 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 scene. Terra's 
environment has been revitalized since the 
wanton destruction of the 19th-21 st cen­
turies, and much of the planet is parkland 
or natural wildlife habitat (one of Emperor 
Typhon IV'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 Sol system. 

9.12 IMPERIAL CABINET 
All apPOinted by His Imperial Majesty, 

these advisory positions actually carry 
significant power and political clout. In a 
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. A O.K. 
administrator is actually a logical choice 
considering their unequalled database and 
communication network. 
Defense Ministry: This administrator is 
responsible for maintaining the Imperial 
Fleet, supervising new designs and, in 
general, keeping all threats to His Majesty 
at bay. The D.M. assigns Imperial 
observers 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 
into 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 
voice in the Merchantile League of Great 
Houses. 
Technology 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 lSI (see below). 
Intelligence Ministry: Exactly what it 
sounds like, the Intelligence Ministry spies 
on virtually everyone else in the Empire, 
including the other Ministries. The I.M. is 
head of the Imperial Intelligence Director­
ate (The 'liD'). 

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 lSI is not 
as harmless an organization as it might 
sound. Although there is an innocuous 
R&D division and extensive Survey fleet, 
the lSI is rumored to have a 'Police' arm 
which arranges 'accidents' for those 
unwilling to have their technic develop­
ments 'managed' by the lSI. A (primarily 
legitimate) division of the lSI 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 liD 
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 110 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 
patrol 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 VegaPol, 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 Androids and 
Transhuman I,V, and VII's. (It's true). 
9.2 _____ _ 

JUDICIAL BRANCH 
-" is the customary fate of new truths to 
begin as heresies and to end as super­
stitions .• 

T. X. Huxley 
From The Coming of Age 

of the Origin of Species 
Terra, Prelmp c. 9ns 

Location: Vega IV (Valhalla) 
This division is technically 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 together make it 
easily defensible throug~ 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 also 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 diplomatic, 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 IV (Valhalla) - • 
thus the name VegaPol, get it? 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 ElectroniC,S); 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 work 
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 Valhalla providing 
research information from the infamous 
VegaPol files (said to be the most com­
plete and potentially incriminating 
collection of personal dossiers since the 
O.K. assembled material to blackmail its 
way into power during the Imperial 
Consolidation). 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 /lD. Their areas of enforce­
ment (and some penalties): 
1) Elmonit falsification (actual illegal tam­

pering with Elmonit balances): Selective 
memory wipe or even termination. 

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

3) Conspiracy to overthrow MERLOGH, 
the Galactic Court of Humanity, 
VegaPol, or any institution of the 
Imperium. Any of these crimes is 
considered High Treason, punishable by 
termination only .. 

9.23 MERLOGH 
MERLOGH (MERchantile League Of 

Great Houses) includes the Central Board 
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 Elmonit - the 
electronic currency in use throughout the 
Empire. It also rates each Province's 
Monit (hard currency) against competing 
currencies. MERLOGH local offices 
technically own all Elmonit cards, and the 
MERLOGH 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 natural 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, Valhalla's largest moon - along. 
with a massive TBD uplink/downlink 
system. 
9.3 _____ _ 

LEGISLATIVE BRANCH 
Location: Sol II: Venus 

The Imperial Senate is made up of the 
Great Houses, each given votes relative to 
size and power within the Imperium. Inner 
Provinces, and those which have been 
allied with the Empire longer, have 
correspondingly more votes in the 
Senate. Frontier delegates usually have no 
voting power at all, but are permitted to 
attend and speak on matters directly 
affecting their region. 

The Senate (with the Emperor's 
cooperation) makes the laws that the GCH 
and VegaPol enforce. Although the Senate 
has some administrative power, it is very 
restricted and limited only to general 
policy legislation. It has some veto power, 
but the majority required is almost 
impossible to assemble; what votes the 
Emperor does not have from allies he can 
usually acquire through blackmail, bribery, 
or outright threats. Thus, the Emperor 
maintains nearly complete pOlitical control 
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 legal problems and to 
supervise the operation of MERLOGH and 
the GCH. The Senate meets once each 
Imperial Year for a 20-day session. 

Provincial titles are a holdover from an­
cient terminology, and are outlined below: 
Duke: The highest grade of Imperial 
NObility, held by only a handful of the 
Inner Provinces. 
Count: Second only to Duke, this title 
reflects a holding of considerable power 
and scope. 
Viscount: Relatively rare, the term 
Viscount indicates a sizeable holding, 
though lacks the prestige of Count or 

Duke. More recent additions to the 
Imperial fold have sometimes been 
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 /I 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 unsuccessful power play. It is 
presumed to be only a matter of time 
before the Devon leaderfully retakes his 
original title, from Lord to Duke. 
Thain: A catch-all title usually applied to 
leaders of Minor Clans. 

FORMS OF ADDRESS 

The Emperor is addressed as "Your 
Imperial Majesty"; and Imperial Heir 
(Prince or Princess) is "Your Imperial 
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" 



10.0 
PROVINCES OF THE IMPERIUM 

The Provinces to be found within, or bordering on, Imperial Space are called Inner 
Provinces, each of which is ruled by a Royal Family whose roots harken back to the first 
leaders 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 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 sol­
diery, and 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 little in­
centive for a province to become very powerful 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 allowed to maintain their own exploration vessels. These expeditionary fleets 
seldom 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 realm of the Imperium without the 
corresponding expenses. . 

Some of the more prominent Inner Provinces are briefly touched on below. They by 
no means represent all 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 allegiances 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 

Tyreus Hayes VIII (Imp. 463 - ) 
HOMEWORLD: Alpha Virginis 

[-23X-40V-55Z] 
POLITICAl ALLIES: Carlisle 
OPEN ENEMIES: ? 
GENERAL COMMENTS: Considered by 

some to be a relatively 'backwater' 
province, Augustus-Hayes is indeed far 
below the galactic plane, and in a sparse 
quadrant. This is fine for Count 
Brandon, who works to maintain a low 
profile for his house. Being a neighbor 
to Countess Alana, he sees anonymity 
as preferable to becoming an unwilling 
acquisition. 

CARLISLE 
CURRENT RULER: Duke Preston Toren 

carlisle IV (Imp. 458 - ) 
HOMEWORLD: Aldebaran V (Oreign) 

[+6X+12V-39Z] 
POLITICAL ALLIES: Devon, Jade-London, 

Augustus-Hayes 
OPEN ENEMIES: None 
GENERAL COMMENTS: The Carlisle family 

has a centuries-old reputation in the 
Imperium for being "a bunch of really 
nice guys: As such, they have earned 
the disdain of many other houses. 
Devon, and Jade-London especially stay 
on outwardly friendly terms with Carlisle 
while remaining always on the alert for a 

way to take advantage of them. How­
ever, the Carlisles - while honest -
are not stupid. Their intelligence 
divisions are as good as anyone's, and 
they have foiled a number of attempted 
overthrows, assaSSinations, and other, 
more subtle attacks. The Carlisle 
citizenry is largely of western Europen 
decent. 

COLOS 
CURRENT RULER: Lord Kibakee Colos I 

(Imp.469 - 471) 
Lord Alexander Telax Colos IV 

(Imp.471-) 
HOMEWORLD: Gamma Vulpeculae IV 

(Orpheus) [+4X+40V+14Z] 
POLITICAL ALLIES: ? 
OPEN ENEMIES: Devon 
GENERAL COMMENTS:;Colosians have a 

well deserved reputation for unsubtle 
aggression against their enemies; they 
are not known to be nice guys. If they 
could, they would pull every sneaky, 
underhanded trick possible to thwart 
their opponents. Unfortunately (for the 
Colosians) they aren't that clever; 
usually their plots end in embarrassing' 
failure. While varied, the peoples of 
House Colos are mostly of Slavic 
origins. 

DEVON 
CURRENT RULER: Lord Yama Pythagor I 

Devon (Imp.460 -) . 
HOMEWORLD: Delta Cassiopeiae VI 

(KarOline) [+32X+30Y+11Z] 
POLITICAL ALLIES: Jade-London, some­

times Carlisle 
OPEN ENEMIES: Colos 
GENERAL COMMENTS: Although certainl 

not altruists, the Devonians are probab 
among the least corrupt of the Major 
Families. Recently, House Devon has 
suffered a number of setbacks and Lon 
Vama is fighting to put down several 
minor upriSings. His Imperial Majesty 
watching these proceedings carefully, 
perhaps with an eye towards restoring 
the house's Ducal status. Devon lost it 
rank in Imp. 302 when Duke Butara I 
made an unsuccessful coup attempt. 
Since then, House Devon has recoverer 
nearly all of its privileges and is one of 
the most powerful Inner Provinces. 
Should Lord Vama manage to put dowl 
these troublesome uprisings, he is likel, 
to regain his royal title. 

HULUGU 
CURRENT RULER: Baron Teril Langdon 

Sirood Hulugu I (Imp. 441 - ) 
HOMEWORLD: Regulus V (Regula) 

[-48x+31y+27z] 
POLITICAL ALLIES: Moskava 
OPEN ENEMIES: Kubischev-lIoyd, Jade­

London 
GENERAL COMMENTS: One of the origim 

Inner Provinces, Hulugu has declined ir 
prominence somewhat since its 
inauguration. The House still maintaim 
a respectable MERLOGH stock, how­
ever, primarily due to its massive 
mineral wealth. Hulugu maintains ties 
with Family Moskava, but Baron Hulugl 
(and perhaps too many of his predeces 
sors) is willful and independent, 
sometimes to the point of recklessness 
Hulugu 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 stupidity. 

JADE-LONDON 
CURRENT RULER: Count Matthew Daniel 

Jade-London VI (Imp. 463 - ) 
HOMEWORLD: Alpha Volantis III (Lama­

raine) [+45x-19y+3z] 
POLITICAL ALLIES: Devon,Carlisle, 

Kubischev-lIoyd 
OPEN ENEMIES: Colos 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • .' • • • • • • • • • • • • • • • • • • • • • • • • • • • 
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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 
intelligent, clever, and creatively devious 
individuals. Their hands are always 
clean. Jadists are generally loyal to their 
friends (space help their enemies). Not 
surprisingly, (from the name) the Jade­
london citizenry is for the most part 
Anglic in descent. 
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• KASHMERE 
• CURRENT RULER: Duke Caitlin Pliny 
• Bently Kashmere II (Imp. 462 - ) 
• HOMEWORLD: Astra I (Olympus) 

[+47x+9y-49z] 
• 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 military position. They have a 

much higher percentage of Telepaths 
• than the Imperial average, apparently 
• due to their protracted isolation and 
• mutation. Kashmere is actually 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 originally dominated by Nordic and 

Middle-European peoples. • • • • • • • • 

KUBISCHEV-LLOYD· 
CURRENT RULER: Baron Kevin lIianovich 

Skakis Kubischev-lIoyd (Imp. 463 - ) 
HOMEWORLD: Eta Pavon is IV (Urkusk) 

[-10x+59y-13z] . 
POLITICAL ALLIES: House Jade-London 
OPEN 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 personal friends. The Jadists 
and L10yds often cooperate in schemes 
to thwart House Hulugu plots. 

LEGRANGE 
CURRENT RULER: Marquis Nicholas 

Hishiiir LeG range (Imp 439 - ) 
HOMEWORLD: 117 Phoenisis 

(New Charon) [21x-49y12z] 
POLITICAL ALLIES: Thaan 
OPEN ENEMIES: Jade-london, Carlisle, 

Devon. 
GENERAL COMMENTS: leG range is 

somewhat of a bumbler; a lesser heir to 
what was once a pre-eminent house. 
Only by his association with the 
powerful ThaanComp 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-Leonova Moskava II 
(Imp. 435- ) 

HOMEWORlD: 61 Ursa Majoris \\I 
(Aldomaine) [-24x+2y+32z] 

POLITICAL ALLIES: Hulugu 
OPEN ENEMIES: Kubischev-L1oyd, Jade- . 

London· 
GENERAL COMMENTS: If anyone is more 

wilY and clever than the Jade-london 
Intelligence corps, it is Countess Alana 
Moskava. The venerable 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 

. Moskavian Intelligence Ministry has 

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 monitoring her 
activities - wary of her powerbase and 
concerned that Alana Moskava might 
have designs on the Imperial throne. 
The Moskavan population is almost 
entirely made up of Slavic peoples. 

STRUIN 
CURRENT RULER: Count Alistair Jordan 

Struin (Imp 455 - ) 
HOMEWORLD: Arcturus III (Kowloon) 

[-25x-17y-11z] 
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 isin the process 
of rebuilding what was once one of the 
pre-eminent trade empires in space. 
House Struin is a mixture of Oriental 
and Anglic origins. 

THAAN 
CURRENT RULER: Duchess Zirina Ophesia 

Thaan (Imp 445 ~ ) 
HOMEWORLD: Theta Herculis 1\1 (Osara) 

[-6x-4Oy+24z] 
POLITICAL ALLIES: LeG range, Colos 
OPEN ENEMIES: Carlisle, Devon 
GENERAL COMMENTS: Zirina Thaan is a 

clever and powerful woman, 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 Oriental origin. 

MANIA 
CURRENT RULER: Baron Foeg Huronak 

Titania (Imp 385 - ) 
HOMEWORLD: Omicron Lacertae IV 

(Titan) [27x-47y45z] 
POLITICAL ALLIES: Colos 
OPEN ENEMIES: Jade-London, Moskava 
GENERAL COMMENTS: An obscure Inner 

Province, Titania has always been on the 
periphery of pOlitical power in this 
Empire, while maintaining a certain 
stability. Titania's current advantage is 
the marriage of Baron Foeg's daughter 
to Emperor Modestinus III. 



11.0 
OTHER ORGANIZATIONS 

"They [corporations] cannot commit treason, nor be outlawed, nor excommuni­
cate, for they have no souls" 

Sir Edward Coke 
c. Prelmp 10,015 

When the Empire formed nearly five centuries ago, most of the megacorporations 
were already pseudo-political 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 transformed 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 claim Provincial status, or 
simply wished to remain alo~f from the politics of the situation. 
11.1 _____ _ 

DIA KHOVARIA 
Turning and tuming in the widening gyre 
The falcon cannot hear the falconer; 
Things fall apart; the centre cannot hold. 

W. B. Yeats 
Terra, Prelmp c. 9730 

Location: Hanaan IV (Hannan) [33xOy-10zl 
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 largest independent organiza­
tions in the Empire, and is officially 
sanctioned by the Emperor. 

The O.K. was at one time a 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 real data 
archives anywhere, and it was to those 
libraries that anyone seeking information 
would go. Even there the prelates of the 
Church jealously controlled 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 a number of 
revitalizations, but never enjoyed the 
political sway they held during the Dark 
Ages of Terra. One such time was the 
Universal Technological Recession, when 
O.K. archives were among the few data 
storehouses to survive. 

I 

- --- --- -- -- -

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 Prelmp 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 to be truly effective. The 
Church was a party to the coalition which 
developed the device, and recognizing the 
potential significance of combining an 
instantaneous communications system 
with their vast data storehouses, moved 
quickly to consolidate a leading position. 
Calling in their debts from the many who 
depended on O.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 all competition, and risked all of their 
resources to set up the most complete 
Datanet possible. 

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 virtually 
secular group, dealing in information as a 
religion and commodity, 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 then: 
exclusively. The GCH utilizes local groups 
and independents in what some consider; 
calculated snub of the O.K. This isn't 
surprising considering the cool relation­
ship between the Truthsibyls and the 
Church. 

The organization is also frightfully effi­
cient and politically powerful. Their 
'research' agents regularly make fools of 
Provincial and Imperial operatives by their 
expertise. The O.K. denies fervently that 
they even have an intelligence arm, or that 
the fabled "Tabernacle Police" really exist 

11.11 DIVISIONS OF THE O.K. 
The Church is divided into several 

components, all controlled by the Khovar­
ian Curia. 
Curia Headquarters: 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 place 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 installations which connect the 
Empire in a faster-than-light communica­
tions system. They also operate the 
relate~ 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 O.K. in the 
Dawn Ages of Technology. 
Tabernacle Central Archives: The branch 
which administrates the databases and 
'libraries' of information, found on all 
Provincial Homeworlds. Archives are 
usually supervised by a Bishop or Arch­
bishop in conjunction with a Church 
Diocese. 



• • • • 
• Tabernacle Police: This group really does 
• exist though it is not the terror it is made 
• out to be. Tabernacle Police spend most 
• of their time investigating TBD interference 

and other attempts to defraud or defame 
• the O.K. Their enforcement powers are 
• very limited, but they are said to work in 
• cooperation with the 110. They do not get 
• along well with Vega Pol. 

Tabernacle Research Agency: A much 
• more secretive and formidable group than 
• the Tabernacle Police, TARA is ostensibly 
• a benign investigative division, their sole 
• purpose - 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 
• equipped intelligence agents in the Empire. 
• Many are Telepaths, and all are trained in 

such unusual skills as unarmed combat, 
• trickery, and propaganda. Their purpose 
• is indeed to gather information of all kinds, 
• although sometimes the desired informa-

tion - as well as the gathering method -
• is highly unusual. 
• Church Diocese: The Church has divided 
• Human Space into administrative areas 
• (often corresponding to current political 

units such as Provinces) which it calls 
• diocese; larger or more important ones are 
• archdiocese. Diocese Chapterhouses are 
• regional headquarters which frequently 
• house databases and TBD relay admini­

stration as well. A Bishop controls the 
• database and all O.K. operations within his 
• diocese, and has free access to the An 

network. Nary a Provincial Lord has 
• turned down a Church 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 
• closely with the Church and have benefited 
• from O.K. information-gathering facilities. 

• 11.12 SYMBOLS OF THE D. K. 
• The Dia Khovaria remains - at least 
• outwardly - a very arcane organizatiofl· 
• Theyretain the ornate vestments and 
• rituals of their distant origins - though 

some rituals have been adapted to suit 
• their current organization. 
• The uniforms of the Church are briefly 
• Summarized below. In general, they are 
• tUII, flOwing robes which sweep the floor. 

Monk's robes are hooded and tied at the 
• waist by a simple tool belt, while the upper 
• echelons often wear small skullcaps of a 
• color to match the robes, which are more 

fitted than the loose monk garment. 
• The Reldyr: Wears only white with silver 
• or gold trim. He carries a staff of pure 
• Silvery alloy. 

• • • • • 

Cardinal: A Cardinal wears scarlet robes 
and a small red skullcap. Each Cardinal 
has a unique, large, ornate amulet which 
indicates his diviSion in the Church. Most 
Cardinals reside on Hanaan or their 
Division Homeworld. 
Archbishop: This most powerful regional 
authority has robes which are primarily 
purple, but the style varies with the 
Archdiocese. They also wear skullcaps 
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. 
Monsignor: 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 
TBD relay stations. 
Monks: The vast majority of this all-male 
institution is made up of Monks (and 
monks in training: Novitiates). The 
standard color is a featureless black habit 
with a dull grey web belt. The robes are 
voluminous and flowing, has full sleeves 
and a deep hood, and is designed to be 
unencumbering but capable of concealing 
a number of devices. Novitiates wear 
white, while TARA monks have grey 
habits. 
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Church officials are properly addressed 
in the following manner: The Reidyrr: 
uYour Holiness", Cardinals: "Your Emi­
nence", Archbishops and Bishops: "Your 
Grace" or "Excellency," Priests: "Rever­
end Father" or "Father", Monsignor: 
"Father", Monks are addressed as 
"Brother". 

Every member of the Church has an 
Integrated Signet ring. This device is a 
means of identity verification (sort of an 
ident disc for internal Church purposes), 
and every ring is keyed to its wearer. Each 
is encoded with appropriate security 
clearance both for entry into certain 
facilities (in this capacity it functions as a 
sophisticated electronic 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. Each is a 
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 _____ _ 

API (Andrium Producers 
of the Imperium) 
Location: Sol IV [OxOyOz] 

Formerly the Andrium for Science 
League, the API owes its continuing 
existence to one thing: a monopoly on 
Andrium production. Without this 
material, interstellar travel would come to 
a complete standstill. API 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: If Andriulil is 
necessary to FTL travel, how can API really 
have a monopoly on Andrium production 
while other races known to the Empire are 
also 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 multifold. The actual, 
closely-guarded truth is that Andrium does 
occur naturally in very specific environ­
ments. Such material is very rare and 
requires proceSSing before it can be used 
in most starship reactors. Additionally, it 
is clear that homo 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 material. Pirates also 
haunt system perimeters, hoping to snare 
an unwary merchant vessel and take its 
Andrium supply. Also, the API will sell to 
just about anyone with viable cash, 
whether they are allied with the Imperial 
government or not. 

11.3 _____ _ 

. VIRTUAL 
HUMANATRONICS 
Location: Jym-bob 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 
offered Imperial Senate seat, choosing to 
operate exclusively on economic power. 

. Indeed, Virtual Humanatronics has 
produced android molecutronics of 
unequalled 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 unwieldy machines, subject to bizarre 
and unpredictable psychological problems. 
By aU 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 models II through VI 
were essential to Virtual's economic 
success. (Modell was not entirely 
successful). 

V.H. produces some nigh-quality 
memory 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. took House 
Kashmere to the Galactic Court of Human­
ity, charging that Kashmere's 
subcorporation Humanadyne stole 
molecutronic secrets from V.H. employ­
ees' minds. The case was eventually 
dismissed due to lack of evidence. 
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11.4 _____ _ 

INTRACOM (Interstellar 
Trade Combine) 
Location: Sol Vln (Titan) [OxOyOz] 

Each province, while capable of 
surviving on its own if suddenly cut off 
from its neighbors, would undoubtedly 
suffer certain hardships. Each 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-
. quarters: Titan, the largest moon of Saturn 
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 Imperium itself. Because of its nature 
and scope, INTRACOM is forbidden to 
have political affiliations - a lack 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 _____ _ 

DeBARTON ENTERPRISES 
Locatlon:Beta Hydri II [4x-1 y+ 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 liquors are among their primary 
cargoes. DeBarton's has officially denied 
charges that they deal in Sianetic Harbin­
ger artifacts, yet they have been linked to a 
number of mysterious appearances of 
such items. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
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11.6-----­LEAGUE OF MERCHANTS 
Location: Omega Agenus Va (Starhaven) 

[-24X-Sy+ 1 Ozl 

~ A Secret Report to League 
Council, Starhaven 

SUBJECT: Imperial Archaeologicallnsti­
Me SUNey 29776759045-ZH-745 
SUMMARY: It has come to the attention of 
the Council that the IAI has discovered a 
Sianetic Harbinger installation of surpass­
ing importance in Sector Omega Serp~n­
tis Investigation has revealed that a fmd 
has indeed been made and the IAI is in the 
process of exploring the main site on 
Planet III of system Delta Cultho. Further 
study of IAI files was not feasible at the 
time of this report; however, inteNiews of 
some IAI operatives has revealed that an 
operational installation has apparently 
been entered, and that several intact tech­
niC artifacts as well as functional cryo­
genic units have been discovered. 
RECOMMENDAnON: Send a League Ac­
quisition Force immediately to . Delta 
Cultho III, seize all records and artifacts, 
and nuHify IAI staff on-site. 

In any capitalistic society there are not 
only the huge corporate tra~e 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 themselv~s . 
always dodging Imperial and ProvinCIal 
security troops - not to mention 
VegaPol. 

Many of these traders are allied in a 
loose 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 IX 
in Devon Province, as well as Palenque IV 
(Tikal). Others are scattered throughout 
the Empire. The League coordinates a 
number of illegal activities, including 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 sometimes 
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 parasite, it is not in its best 
interest to kill the host outright. 

At the center of the League of Mer­
chants is the LeagueCouncil, a body of 
semi-autonomous heads of illegal 
empires, most of whom are also leaders in 
legitimate corporations or clans. Although 
each LeagueMaster or Mistress operates 
independently, they meet to coordinate an 
occasional large effort, and to avoid 
getting in each others' way. (Of course, a 
LeagueMaster might decide on his own 
that another Leagueman is "in his way" 
and dispose of the obstacle.) The 
meeting-place of the LeagueCouncii and 
the center of League activities is the place. 
known only as Star haven. 

G-49 

The location of the headquarters of 
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 on a 
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 stellar 
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 dwarf. 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 
material created a nebula about the 
system, clouding the star and its six 
planetary children (now all blasted 
cinders) from accurate analysis. 

The secret of Starhaven's location 
continues to be protected via the use of 
code-locked coursetapes, which cannot be 
duplicated or read. The tape is fed into a 
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 beautiful violet cloud without careful 
stucty. Befon; a thorough analysiS can be 
made, any unwanted intruders are 
invariably dispatched. 

Starhaven is itself - 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. 



12.0 
RENEGADE HOUSES 

"We thank His Imperial Majesty for his kind offer of membership in the august 
Imperial Fellowship. Unfortunately, however, the Aquataine Government is forced to 
decline. We do not believe 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 long ago, it has become apparent that the Empire has 
always been disinclined to recognize human nature. " 

Excerpts from 
"The Provincial House Refusal Speech," 

Aquataine President Kaliv Duram II 

Altho~~h the ~e.rran Em~ire 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 
around to squashing. . 

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 Democ­
racy began to diSintegrate they soon saw the way things were going. Realizing that their 
political ~nd economic strength was not up to finagling positions in the new Empire, the 
corporations fled the tyranny of the Imperial Fleet. 

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 
subterfuge or enough military power to dissuade what would prove to be a long, 
profitless campaign by an Imperial Starmada. 
12.1 _____ _ 

AQUATAINE 
COMMONWEALTH 
GOVERNMENT (RULER): Republic 

(President Leland larius) 

HOME SYSTEM (PLANET): Cera, +201z, 
Frontier Zone 9 (Aquataine) 
A contingent of the shattered Terran 

Federated Democracy was unwilling to 
cooperate with the Imperial drive, and, 
seeing that their only alternative was exile, 
fled to the northern fringes of the galactiC 
plane. There they located a suitable 
Homeworld and set up a representative 
government, determined to prove to the 
"damned Imperialists" that a democratic 
government would work on a large scale. 

The Commonwealth has not fared as 
well as the Imperium in the last several 
hundred years, primarily due to a lack of 
manpower and available habitable worlds. 
In technology they rival most Imperial 
Provinces, and it is rumored that the 
quality of life in the Aquataine Common­
wealth is actually significantly better than 
the average in the Empire. It is also sug­
gested in some circles that Aquataine 

• owes most of their technical knowledge to 
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 
Commonwealth has spread to encompass 
a dozen star systems and their star fleet, 
though small, is not to be taken lightly. 

Aquataine is a basically peaceful nation, 
though fiercely independent. Once, in 
Imp. 154 the Emperor sent a task force to 
Aquataine 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, reportedly telling the 
Emperor what he could do with his 
Provinces. The offer has not been 
renewed, and the Emperor awaits a time of 

relative peace in which he can afford to 
send a real fleet to Aquataine and teach 
them a lesson. 
12.2 ______ ! 

TAELONS 
GOVERNMENT (RULER): Monarchy 

(Tarius IV) . 

HOME SYSTEM (PLANET): Gamma 
Arietus, + 113Z, Frontier Zone 3 
(Taetalus) 
Very little is known of the Taelons, 

though Imperial Intelligence suspects that 
they are capable of producing 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 
overly paranoid and romanticized theory. 
The few documented contacts with Tae­
Ions describe them as very charismatic, 
attractive beings, though they have refus­
ed to accept Imperial Sovereignty. Their 
remote location, strong planetary defenses 
and small, stealthy ships have ai-lowed 
them to remain independent thus far. 
12.3 ______ 1 

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 Common­
wealth, and is in real danger of being 
absorbed by the Empire. In fact, if the 
Colosians had not bungled the takeover so 
badly, they probably would have been 
subjugated 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 colony 
launched thousands of years ago. Their 
original Homeworld was Athys IV, and 
they have since spread to 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. 

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

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
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13.0 
NON-HUMAN RACES 

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

HOMINOIDS. 
Hominoids are beings who resemble 

humankind either superficially or geneti­
cally. Some are simply further along the 
evolutionary scale by random selection 
and environment (Neohumans), or via 
scientifically directed breeding (Transhu­
mans). Others are mutations (Telepaths 
and Humanoids) or manufactured 
artificially intelligent 'synthetic persons' 
(Androids). Some are the product of 
direct gene alteration and adjustment 
(Alterant Replicants), and others - who 
have turned up on planets other than Terra 
- are clearly the result of seeding by the 
Sianetic Harbingers. Two mentioned 
below may indeed be more closely related 
to the 'Old Race' than man. 

As archaeological work progresses on 
various former homeworlds of the . 
Harbingers, it becomes increasingly clear 
that they were humanoid to a high degree, 
and that they not only 'seeded' humanoids 
on many planets, but engaged in a variety 
of genetic and psycho-environmental 
experiments with many of their seedling 
cultures. Thus the resulting plethora of 
humanoid-inhabited planets in various 
stages of development. 

13.11 TELEPATHS, NEO­
HUMANS AND HUMANOIDS 

Civilized Man, now about twenty 
thousand years old, has changed little, 
phYSically, throughout his history. True, 
he is a little taller, more physically fit, lives 
a little longer, and can have children 
somewhat later in life, but these changes 
are minor when compared to how his 
mind has developed. The average man is 
now capable of retaining a greater amount 
of what he learns due to the spontaneous 
mutations which have affected the evo­
lution of the formation of the brain. There 
are now, on average, a greater number of 
convolutions in the cortex and an increase 
in the quantity of neural support cells to be 
found therein. In a few individuals, these 
changes have sparked quantum leaps in 
mental facility resulting in the Telepathic 
phenomenon. 

Although Telepathy is not unheard-of in 
the Imperium, it is still a rare gift pos­
sessed by only one citizen in 100 - and 
90% of the known Telepaths have only 
rudimentary skills. All children are tested 
at an early age, and if they show an 
aptitude, are offered admission to special 
training classes, at their parents' discre­
tion. Telepaths who publicize their 
abilities (e.g., by using their skills profes­
sionally, such as in a special Provincial 
agency) are treated with a mixture of awe 
and suspicion. "Professional" Telepaths 
are almost invariably members of a guild 
or other reputable agency with a code of 
behavior: no abuse of powers for personal 
gain, no invasion of another citizen's 
personal privacy, etc. This parallels other 
professions, such as medicine. As always, 
though, there are renegades, using 
Telepathy as a weapon, and a tool for 
profit. The League of Merchants is 
suspected of exploiting Telepaths in many 
capacities. 

A branch of the Imperial Intelligence 
Directorate (liD) has agents always on the 
lookout for Telepathic crimes. Punish­
ment for abuses of Telepathy are severe: 
usually a selective mind-wipe which either 
dulls or obliterates the offender's powers. 

In general, any TelepathiC act which 
probes into or affects another sentient's 
mind, or has a physical effect on another's 
person or property is considered criminal. 
This includes use of Voice Psions except 
in self-defence. Telepathic communication 
is not illegal, nor is Psionic transportation. 
PSions for personal enhancement or 
healing are also permitted. All Telepaths 
are legally bound to be "licensed" through 
an Imperial or ProvinCial agency, and their 
Ident Disc carries the data. Practicing any 
act of Telepathy while knowingly unli­
censed is also a crime. 

Many Imperial and Provincial special 
forces teams employ Telepaths, and it is 
widely rumored that those team members 
are permitted and even trained to utilize 
offensive Psionic powers. 
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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 Order of 
Truthsibyls has acquired a mystical, quasi­
religious stature. Although they are 
technically a part of the Vega group 
(including VegaPol, the GCH, and MER­
LOG H) they remain pointedly aloof from all 
political and social alliances. This only 
enhances their image as absolute mis­
tresses of Truth. In Imp. 79 the Order 
made members available to Inner Provin­
cial Courts (for a substantial 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 unQergo 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 generally 
known) has a member been found to be 
incorrect at judging truth, nor has a Sibyl 
fallen 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 addition to a 
variety of Humanoid variations, there has 
evolved a "new man": the Neohumans. 
This term does not imply a 'master race' 
or other artificially created species; rather 
this is just a slightly 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 lungs 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 slowly 
evolved. 



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 skeleton and 
musculature; superior dexterity: long 
fingers, or additional digits; superior 
endurance: greater lung and heart ca-
pacity) show obvious signs of. their . 
specialized breeding. Dependmg on their 
genetic history, they possess aptitudes for 
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 overaU"supermen" 
'Jifted in all aspects - including ego. 
. ransfives tend to take the attitude of 
'Yeah, I'm a Transhuman, prag"(slang for 
Product of RAndom Genetics: an insult 
often heard in kashmere), "you got a 
:>roblem with that?" 

House Kashmere is the most prominent 
example of a large-scale Eugenics 
program, and any Kashmerian citizen is 
automatically assumed (accurately so) to 
be a product of controlled 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 multiscanner (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 
heat units to warm the skin and pseudo­
vascules to pump fluids simulating blood 
flow. An Android's eyes and mouth are 
moist, his body hair is articulated, etc. 

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 a human brain. When 
the android is first activated, the cerebel­
lum has been programmed with the 
necessary autonomic functions, but the 
cerebral cortex is essentially 'blank.' Basic 
traits can be programmed, just as genes 
and early childhood 'program' humans, 
but beyond these basic tendencies, the 
brain is self-programming, independent, 
and self-aware. A requirement of full 
citiien status for any android is certifica- . 
tion of the installation of the morality 
program. This is a standard control, 
composed of basic Imperial Law and a set 
of priorities, setting up severe pro~ibitions 
against High Crimes (e.g., murder) and 
mild anxieties against lesser infractions. 
Such controls 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 necessarily mean that Androids are 
actually treated as equals by all humans. 
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 
to that encountered by Transhumans. 
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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 ~re grown (at an 
accelerated rate) in tanks, creating 
numerous duplications of the same being 
(like cloning). Gene alteration is much 
faster and more certain than Eugenics, and 
problems can be suppressed, such as too 
much intelligence, ambition, etc. The 
original cells are living human tissue, but 
the genetiC memory of the cells has been 
tampered with. 

This possibly subtle distinction is a 
crucial one in Imperial society. Replicants 
are generally considered subhuman - at 
the absolute bottom of humanity's social 
ladder. 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 is a 
limit to the complexity of the program­
ming. They are given very strong, 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 
removed, 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 morai 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 noticeable 
"dull" 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 Repli­
cants. Replication science is advancing 
rapidly, and it is feared that black-market, 
unbranded Alterant Replicants are being 
produced, indistinguishable from normal 
humanoids. These new "smart" Repli­
cants could be living time bombs because 
of the possibility of elaborately concealed 
violent programming. 
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13.15 CHURG 
The humanoid sub-race known as the 

Churg has evolved from w~at was . 
apparently a Sianetic Harbinger exp.en­
ment. To all appearances, these be lOgs 
are completely human! yet they ~arbor 
some significant emotional and mte.lI.ectual 
differences. Churg brains ~re conditIOned 
so as to be far more organized tha~ . 
Human brains, and have the. capa~II.lty of 
near-total recall. Coup!ed Wlt~ this IS a 
mental discipline allowmg a willful 
screening of the recall proces~. As so 
often conjectured in the past, It ~as been 
established that all humans retam full . 
memory of their experiences, but recall IS 
filtered to prevent a paralyzi~g '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 show very 
little drive or ambition. They are excellent 
scholars and many have pro~e.n t~em­
selves 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 planet 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. 

13.16IDORIANS 
RaCially the Idorians are so s~milar 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 notoriously xeno­
phobic, detesting especially othe.r human­
oid 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 se~ion of 
the galaxy within his lifetime. Impe!"al 
Intelligence reports indicate that thiS threat 
is somewhat overblown, although an all­
out war with Idor could be expensive and 
draining for the Empire. The Emperor is 

conSidering a preemptive strike to 
eliminate the problem permanently. In the 
meantime, the Idorians are forced to sate 
their bloodlust 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, it is a 
very likely candidate as home planet of the 
predominant Sianetic Harbinger Race. 
Thus the name: Altha, after one of the Old 
Races. One of the favorite tales recount­
ing the discovery of the planet Altha 
claims that an Imperial Survey team 
discovered it on a routine mapping trip in 
Frontier Zone (take your pick) and was 
drawn to a particular planet by unu~ual . 
long-range sensor readings. Once In orbit, 
they.detected trace levels of radiation, 
along with massive readings which 
indicated the presence of Ordium II. 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 
hulking black saucer three kilometers in 
diameter. Analysis revealed that the 
craft's hullmetal was an unheard-of 
Ordium alloy, considerably superior t~ 
Ordium II. Despite the fabulous matenal 

- which the crew was unable to even 
scratch to obtain a 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 w?re 
only short kilt-like garments and carned 
spears and what looked 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, ~ boy 
with bi-colored eyes (one blue, 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 agriculture. W~ile they seemed 
. very bright and learne~ qUickly, th~ A~ha 
were clearly uncivilized, almost childlike 
- 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. 



Of the huge starship wrecks they refused 
o say anything. However, they displayed 
In intense curiosity 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
lects 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 to take a sample Altha back with 
im. However, the moment one of his 
rewmen laid a hand on one of the boys, 
1e crewman screamed and collapsed -
uite dead. The tribe leader coldly 
Iformed the captain that he was not 
'elcome and they must leave immediately 
r all die. They departed. Followup 
lumeys have no doubt taken place, with 
ISUIts yet to be revealed. 

3.18 K'TA'VIIRI 
Although these rare and reclusive hu­

lanoids are said to refer to themselves as 
Ie K'ta'viiri, the recent discoveries seem 
I confirm what Sociohistorians have 
Jspected for some time: they are the 
imnant of one of the Sianetic Harbinger 
'oups: the Imperial Race of Luar: the 
igh Old Ones who ruled the galaxy 
mdreds of centuries ago. Very similar to 
e Altha in appearance, the K'ta'viiri are 
lid to have lighter skin and all have the 
-colored eyes (one blue, one dark violet) 
Id 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 
!l many being asked in secret confer­
ees on Old Earth. These beings may 
ve recently been awakened from a 
olonged cryogenic freeze, and are 
iinuating themselves into Human space. 
The location of the K'ta'viiri home 
met is unknown, if indeed they possess 
lat 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 
Ire are no more than a half-dozen of 
ise beings. Some seem to have ties to 
, murkier divisions of the League of 
rchants and other underworld groups. 
~ Emperor desperately seeks more data 
these beings, partly out of lust for 
Ner through the knowledge they might 
;sess, partly from fear. Perhaps the 
Ir wish to rule again. 

13.2 _____ _ 

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 Aoemarans, 
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 camivorous 
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 
bord,ers of the Snee Empire were only 
learned through the Aoemarails - 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 owri 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 sorne 
dispute even that). These beings are 
amorphous in form, naturally 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 Intelligence 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 

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

13.23 KLAKYTHERIS ADANAK 
A race of bipedal, hydrocarbon based 

sentients. They are exceptionally 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 preoccupation with conquest and 
exploitation. The Adanak civilization 
predates humanity by several million 
years, and they are not so concerned 
with interstellar colonization as with 
philosophy of being and individualism. It 
is therefore not surprising that the Adanak 
no longer 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 outnumbered by the quasi­
male contingent. The Quasi-males are 
capable of procreating with any Adanakee. 

Adanakee starships are exclusively sub­
light and carry a form of deflective 
shielding 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 see humans in general as 
an annoying intrusion into their laid-back 
lifestyle, but the younger ones like human 
company for the excitement they generate. 

Unfortunately 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'to 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 I~n~ histo~ we~e 
• able to achieve a symbiotic relationship 
• with virtually inert crystal lattice struc-

tures. Able to extend their lives by virtue 
• of the symbiosis and manipulate the 
• structures that they were joined ~o, th.e 
• Olze have been able to cr~ate unll~1aql~ed 

technological feats, of which any indiVidual 
• may be an integral part. Needless to say, 
• no two Olze are alike. 
• Humans do not interact well with the 
• Olze because they are just too alien: O.lze 

motivations and personal communication 
• techniques are beyond ~uman (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 could 

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 i~ 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 felines covered with a great deal of 
• fur. They are intelligent and integrate well 
• into human societies. Excellent 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,theyare 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 physically 
• bearing absolutely no resemblance to 
• mankind, have a mental outlook surpris-
• ingly Similar. To all appearances the 

average Aoemaran is a blob of protoplasm 
• about two kilos in mass, semitransparent 
• and bluish. Aoemarans themselves, while 
• somewhat mobile, possess virtually n? 

manipulative abilities and wo.uld certainly 
• never have progressed to their current 
• evolutionary level without their unique 
• parasitic/symbiotic abilities. Long ago tne 
• 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, 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 Aoemaran 
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 
maintaining a cooperative rather than 
dominating relationship. Some humans 
find the whole idea disgusting and 
revolting, while others welcome 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 Prelmp c. 500 by 
a Jade-London Corporate Surveyexpedi­
tion, who entered the Pulwarin system . 
[-13,62,91] only to find it already fully 
developed by the indigenous race. 
Although the Trilopters had not yet de­
veloped the Hypershunt Drive, their fusion 
and gravitic technology 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 
profitable relationship with the Jadists. 

Trilopters earned their anglicized name 
from their trinary-based evolution. In ap­
pearance they have a vaguely p.eanut- :_ 
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-t~ed free 
leg as a manipulator when necessary. 
Trilopters have three basic modes of 
locomotion on their flexible legs: one is 
relatively clumsy and rarely used in which 
they walk on only two legs 'like the 
bipeds'. The effect is a comical $winging 
gait like a fat hominid and is only used 
when carrying something in thE! third foot. 
Another is the usual method, alternating 
between the 'lead' leg and the other two, 
the body always oriented in one direction. 
The third is a bizarre motion only used 
when in 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. 
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Each of the three mouths has a long 
tongue, and is connected to lungs, vocal 
cords and digestive system, so the 'Lopter 
may speak, eat and comfortably breathe all 
simultaneously (or Sing in three part 
harmony, or eat with three mouthS ... ). 
The Trilopter has three lungs (one for each 
mouth) but one 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, however, and avoid dOing it. Almost 
invariably one lobe becomes dominant 
during adolescent development, and the 
other two become 'secondary'. They can 
route a thought problem (such as an 
equation or other logic process) to one of 
the secondary lobes for independent 
analysis. An analogy to this would be a 
computer with only one processor (the 
human "conscious") while the 'Lopters 
have up to three "processors". 



On the other side of the Monit, though, 
is the Trilopters' infamously short atten­
tion span. They are easily bored, and 
though they might be able to shift work 
from one lobe to another, the central 
consciousness is still there, and it is 
childlike 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 ~hey had not progressed any 
further than they had when encountered 
by mankind (the Trilopter race is - in fact 
- much older than man). 

!>. 

14.0 
REFERENCE 

This section is designed to provide the GM with some background 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. 

14.1 _____ _ 

IMPORTANT NPCs 
Included below is a selection of 

important NPCs with an eye towards 
"fleshing-out" their personalities in the 
course of a campaign. An NPC chart at 
the end of the section summarizes their 
combat abilities. 

14.11 THE EMPEROR AND HIS 
FAMILY 

Akthoes Modestinus III 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 claim.) 
Modestinus III 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 
garland, studded with diamonds, 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 symbol 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, whiteArdinium, 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 held, the bowl generates a globe 
of darkness 20 em across, within which 
spins a fabulous hologram of the Milky 
Way. The scepter is also a x1 0 Psi on 
Prism. 

Itzamna 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 and diamond tiara. All 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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Akthoes Modestinus III 
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 Provinces substantial Home Rule; nor 
is he an Imperialist Ideologue 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 I am accused of being 
both a tyrant and a spineless puppet, I 
know that I am serving my people well. n 

This is not to say that Modestinus is a 
kindly gentleman whose 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 older brother to 
expedite his ascension to the Throne. All 
part of survival in the Imperial Court. 

Modestinus has noted with some 
concern his Empress-consort's marked 
preference for the younger of their two 
sons. And while the elder, Itzamna, shows 
no signs of being impatient for the Throne, 
he has noticed the ambitious tendencies of 
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 for the Emperor and his heir 
(after all, how did Modestinus come to 
power at the young age of 21 ?). 

In appearance, Modestinus is an 
impressive man: 190 em 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 personal 
barrier shield is an ornate gold belt. 
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Philipp ina T'sganus 
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 
obscure Inner Province, yet with a 
considerable history. Philippina accepts 
her role as Consort with no political 
power, yet rules all domestic affairs as a 
true Empress. She is tall, with golden­
blonde hair and sapphire eyes. Her figure 
is the envy of many a younger maid at the 
Court. 

Philippina, while always outwardly 
deferring to her husband in any decision, 
relentlessly uses her considerable skills of 
manipulation and disinformation to 
influence his decisions to her advantage. 
Though her methods are not always 
successful, Philippina's labors frequently 
bear fruit. . One area in which she has 
repeatedly failed is With the upbringing of 
Itzarrlna: ,She wou/(~ prefer him to take a 

• greater interest in Court functions and 
• what she calls 'Emperor-track activities'. 

She was devastated' when Itzamna left the 
• Service after his requiredtenure was up, 
• and is vexed by his predilection for study 
• and scholarship. She has always disliked 

the OX (Her suspicion of being con-
• stantly monitored by them borders on the 
• paranoid - or it would, except that they 
• are monitoring her). Dn the other hand, 
• she goes out of her way to 'protect her 

younger son from the Wrath of the 
• Emperor, and sometimes' thir arm of the 
• Law. While an Imperial Prince can get 
• away with just about. anything, Imperious 
• still manages to pus.h his luck. 

Itzamna Augustus ' _ 
• The Emperor's eldest son and heirto 
• the Throne,'ltzamna is a quiet'young man, 
• born.·in 1mp. 447. While more scholarly 
• than his father, Itzamna does not neglect 
• thec.allof martial training; and' served the 

requiredJerm in an Imperial Starmada. He 
• is said to be a master Qf the Changramai 
• techn.iques of unarmed combat. At 194 
• cm, Itzamna is taillike his father, but 

more slender (80kg), with black hair and 
• dark.eyes. less thanpolite court gossip 
• labels the Imperial Crown prince as "sullen 
• and ill-mannered.'" Truthfully, he is an 

intellec.tual who would prefer not to have 
• the Imperial Scepter thrust upon him any 
• time soon (which is fine with'His Majesty). 
• He ~pends considerable time In th~ D. K. 
• Archives; more than his mother would like. 
• Hzamna's titles include Imperial Crown 

Prince, Grand Duke of Centauri, Lord of 
• Jovia {the Jupiter planetary/lunar system). 

• • • • • • • 

Imperious Culthos 
The Emperor's second son - born in 

Imp. 453 - is nearly the opposite of his 
eldest. Imperious is shorter (ba'rely 175 
cm at full growth) and is definitely a more 
action-oriented youth, already massing 
over 80 kg's. Joining the Imperial Fleet at 
16, he quickly distinguished himself as a 
skilled warrior and fighter pilot. Imperious 
is blond and blue-eyed, 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 overlooked by the Court, but 
his appetites are becoming less acceptable 
and his improprieties more flagrant. 

Imperious' title is Imperial Prince, and 
in Imp. 470 was granted the title Duke of 
Mars. 

14.12 THE IMPERIAL CABINET 
All of the members of the Imperial . 

Cabinet .!lave an interesting history, some 
whose origins are clouded in adark'mist 
of political intrigue; others 'whohave risen 
through the ranks of the'lm.perial Services 
and earned His Majesty'~ recognition; still 
others are courtiers whose. families have 
gained favor with the Imperial House' 
through the centuries. All have Secrets to 
hide; all are ever at work hatching new 
schemes to further their own. interests and 
swell their Elmonit accounts. 
Cardinal Aurelis Nogla ' " 

A tall, white-haired rnan with' pale; 
wrinkled skin whO looks like he could be. 
over 100 standard years old, Cardinal 
Nogia sports a noticeable paunch. He' 
stands very straight ana ,unbent with age, . 
however, and seems to ,have no lack of -
energy ~ especially whrn sparring w.ith 
the Justice Minister, Truthsibyl Olvana 
Giovanyn .. Cardinal Nogill;,always wears 
the r~d, flowing robes and skullcap of his 
Dia Khovariaoffice, and over them the 
appropriate embroidered vestments. 
Draped across his shoulders is the heavy, 
thickly jewel,ed ptatinum-i'r!dium necklace 
of the Minister of Inf.ormation; 

Nogia frequently tries' any 'number of 
tricks to get the Emperor's ear, b-ut His 
Majesty has shoiNna preference for the 
advice of Sibyl Olvana ln recent y~ars. 
Considering Nogia's dislike for the Sibyls 
of the Galactic Court, and the Church's 
wen-known 'distrust of the Telepathic­
"truthsaying"'powers of the women; it is . 
not surpri~irig that he finds the Emperor's 
preferences distasteful. He has been 
known to refer to·Olvana's powers as , 
'witchcraft' . 
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Sibyl Olvana Helene Glovanyn 
Although Sibyl Olvana Giovanyn is a 

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

Olvana 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 truthfulness from 
anyone in audience with His Majesty. 

As a Sibyl, Olvana wears the shimmer­
ing white gown and full, diaphanous black 
hooded cloak of the Order. Her single 
large earring holds a cluster of glittering 
Psion prisms. Sh.e also bears the necklace 
of her Imperialof1ice. 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 
consi,derably older .. 

Minister HuelGosangda 
Gosangda is quite nearly the exact 

oppo~ite of what one might expect for 
head of the Intelligence Ministry. In his 
mid-thirties, tie looks even younger than 
his years. Though he wears a simple 
steel-grey uniform over his slender form, 
his b-ro.wn'hair is cut in a fashionable style 
and he wears a non-regulation diamond 
stud earring (as a civilian, he is not 
tecbnically bound by Imperial Military 
uniform regulations). Huel always looks 
vaguely confused and distracted when in 
public and ev.en at Imperial Cabinet 
meetings. He always has a holocllpboard 
under his arm. but never seems to use it. 
It is generally assumed that the man is 
either an idiot or in a permanent drug­
induced stuPO(. 

It's allaruse. however. Gosangda is a 
brilliant man and consummate actor. He 
has a hOlographic memory and runs the 
Intelligence Ministry with frightening 
efficiency. Only a few trusted aides know 
his real mental abilities, and he essentially 
runs the. operation through them. 'Only 
these aides, th.e Emperor Himself, and 
perhaps (lNana'and Nogia know of 
Gosangda'sdissembly. The 110 (Imperial 
Intelligence Directorate) division of the 
I.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 LeagueCouncii itself, and 
the members of that august body take 
great pains to maintain the image of 
upstanding Imperial citizens to cover for 
their darker occupations. Beloware 
profiled three members of the 
LeagueCouncii. 
Naklra Anastasia T'sraang 

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

Never far from her side are her "bOys" . 
(as she calls them): Android .bodyguards 
Lars and Fredrik, both a muscular 200 
centimeters tall with white-blond hair, pale 
skin and blue eyes. They are Centurions 
of the Ducal fleet, assigned to her division. 

As a planetary commander, Nakira 
wears t/:te regulation uniform: white 
leggings of the skin7hugging material 
velaise and loose Silver-grey tunic with 
epaulettes. . 
Jaison Menzies-Lloyd 

A smirking youth of 26 years, Viscount 
Jaison is the nephew of Baron Kevin 
Skakis Kubischev-Lloyd. Though his 
actual political power is very limited, he 
has many friends and contacts at the 
Imperial Court - enough to make him a 
useful voice at LeagueCounciis 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 slender form, open at the 
neck and adorned only with the silver 
triangle of his family on the left breast. 
Dark-haired wIth green eyes, he is 
strikingly handsome and doesn't hesitate 
to 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 almost posses­
sive intensity. 

Soris 
The LeagueMaster is a slightly-built 

man of 170 centimeters, his hair short, 
straight and snow white (except where an 
azure streak colors it from left temple to' 
nape). Saris' skin is a natural chocolate 
brown. He likes to wear flowing garments 
of silk, sometimes long, sometimes a 
short tunic, but always in brigllt colors like 
orange, yellow or blue. He also is never 
without a pair of polished irulon i,oop 
earrings .. Even his feet are usually bare. 

Soris commands a considerable fleet of 
small, unregistered 'trade' vessels, well­
equipped for smuggling and 'tactical 
strike' missions such as frontier raids. He 
is also the official commander of 

.' Starhaven, the League headquarters, and 
is responsible for its security. 

Om, his bodyguard, is a giant of a man 
who wears only loose black truesilk pants. 
Om can crush a man in the crook of each 
arm with seemingly little effort. 
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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 officials, 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 disposal. The network of 
military, paramilitary and intelligence 
forces at His Imperial Majesty's command 
numbers in the hundreds of millions and 
is scattered throughout the Imperium, 
Provinces and the Frontier. 

IMPERIAL POLICE 

The "Imps" as they are not-tao-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. 
Recruitment Source: Imperial Services. 
Training: 3 Years: Martial Arts, Adrenal 

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

Barrier Shield, +20 Assault Blaster, 
Power Sword. 

Uniform: Golden Armor. 
Symbol: A Golden Fist outlined in black 

holding a Lightning Bolt. 
INTELLIGENCE MINISTRY 

The liD is a ruthless, insidious spy 
organization with state of the art technol­
ogy and a highly trained staff of agents. 
Subdivision: . Imperial Intelligence Direc-

torate 
Position (Rank): Field Information Agent 

(Lieutenant) 
Recruitment Source: Imperial Starmadas, 

other services. 
Training: 5 years: (can vary) Surveillance 

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

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

Uniform: Varies (under cover). 
Symbol: The All-seeing Eye. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
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• IMPERIAL ScIENCE INSTITUTE 

• The Empire's Investigative division for 
• all archaeological artifacts. 
• Subdivision: Imperial Archaeological 
• Institute 
• position (Rank): Field Archaeologist 

(Team Associate) 
• Recruitment Source: Imperial Starmada, 
• other services. 

Training Period: 1 year (in addition to 
• schooling) Appropriate applied sciences. 
• Equipment: Varies with assignment. 
• Uniform: Varies with assignment; normally 
• a khaki coverall with utility pouches. 

Symbol: A planet with relief land masses. 
• IMPERIAL SHOCK TROOPS 

• These troops accompany Starmada 
• ships and are primarily used as ground 
• assault forces and boarding parties. 
• Subdivision: Starmada Assault Marines 
• Position !Rank): Strike Leader (Corporal) 

Recruitment Source: varies . 
• Training: 3 years: Various combat skills, 
• Survival, First Aid, Martial Arts. 
• Equipment: kevlar or duralloy armor 

(sometimes better for special units), 
• assault weapon, headset communicator, 
• basic survival gear, distance and infrd-
• goggles, combat knife, grenades. 

• 
Uniform: Grey coverall 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 

Imperium. As the core of the Empire's 
• economic and judicial systems, Vega is 
• "'SO somewhat of a mysterious place to 
• those who are not closely associated with 

its operations. Unlike So'l", visitors to 
• Vega are discouraged and security 
• meaSl!res - even for individuals - are 
• extremely tight. (It is nota stop on the 
• popular IfTlperial tour routes.) 

• • • • • • • • • • • • • • • • • • 

VEGAPOL AGENTS 

The Vega Police i~ a relatively low­
~iofile Nganization, a stance.they cultivate 
lor a ~lumber of reasons. First, VegaPol 
agE!nts are usually callee in only on 
matters of financial improprieties, or to 
investigate matters brought before the 
Galactir. Court of Humanity. 

The vast majority of VegaPol agents are 
undercover operatives, reputedly thou­
sands spread through the Einpire and 
surrounding Frontier. Although not 
thought of as masters of gad~ets and 

secret technology (like the D.K.'s Taber­
nacle Police, the League of Merchants or 
the lSI), Vega agents have fairly· sophisti- , 
cated surveillance equipment. Masters of 
disguise, their specialty is infiltration and 
inf(l~lTlation gathering. 
Subdivision: Field Re~~arch Agent 
Position (Rank): Regional Supervisor 

(Major) 
Recruitment Source: Varies 
Training: 10 years: surveillance, computer 

skills, physical trainir.g, psychology. 
Equipment: varies with assignment; 

usually a sophisticated personal 
computer, communications gear, 
special edition weapons. 

Uniform: Sea-blue coverall (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 legal 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 
Training: 12 Years: various Ps,ionic . 

techniques. 
Equipment: Psion Prism. 
Uniform: White gown under long, hooded, 

black flowing robes/· . 
Symbol: Abstracted Scales with an 

Egyptian Eye over it. 
14.24 DIA KHOVAR~A 

To£. division mentioned below's TARA, 
t~s "!'abernacle Resea:-('~ Ager.c.y, a:; eli!e 
gro:Jp cf highly trained intelligence agents. 
Division: TARA Investigatior.s 
Positio:1 (Rank):Monk (Rank Five) 
Recruitment Source: O.K. Ghapterhouses. 
Training: 10 years: Martial Arts, Adrenal 

Contrel, Weapons, Crime Technics, 
Trick9!y, Falsification, Propaganda, 
s(l!r.etimes Te~epathy. 

Equipment:. Compact Multiscanner, 
computer, sense-enhancement an':! 
stealth gear, various weapons, comm 
implants. 

Uniform: Black, hooded, full-length 
fi'Jwing habit. 

Symbol: Printed circuit overlaid with an 
open hand. 
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TRANSPORTATION Be 
COMMUNICATION 
COSTS 

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

14;31 TRAVEL 
This section is designed to g:ve some 

very basic cost guidelines for the appropri­
ate services. Intraplanetary is so varied 
depending on speed, comfort and sophis­
tication of the transport that it Is practi­
cally impossible to give any really helpful 
information; the GM is on his own. 

Interplanetary travel is also variable, 
but we can give some general guidelines 
and multipliers. 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 A.U. 
Travel along transport route Is: 

Frequent: x 0.2 
Regular: x 0.5 
Intermittent: x 1 
Restricted: x 10 or more 

(note: If travel frequency along route 
Is mIxed. figure sectIons sepa­
rately.) 

Type of Passage: 
Executive: x 3 
First Class: x 2 
Coach: xl 
Bargaln:x.5 

(note: some types may be unavailable 
acr~ Intermittent routes) 

Most Interstellar travel Is either on 
board military transport (in which case the 

I 
ride is free, blotthe destination may not 
have been what you had In mind) or by 
commercial star liner. The wealthy can 

I charter a flight, and the very wealthy have 
their own hyperyachts.We'U assume liner 
rates, however. As a base cost, use 20 
Monits per Light-year, modified as shown: 

Cryogenic Berth: x 0.1 
Bargain Stateroom: x 0.5 
Mid-range Stateroom: x 1 
HIgh Quality Stateroom: x 2 

Travel along transport route Is: 
Frequent: x 0.5 
Regular: xl 
Intermittent: x 2 
Restricted: x 10 or more 

(note: If travel frequency along rpute 
Is mIxed. figure sections sepa­
rately.) 



For interstellar transportation of cargo, 
assume a base cost of 10 Monits plus one 
Monit per kilo, regardless of distance, . 
within a Province or Imperial Sec~or; 
delivery within a Decaday. For transporta­
tion of goods outside ofthe Province, 
apply a multiplier of x 2 to x 10, depending 
upon the pOlitical/economic fac·:or3 
involved. Modify as shown below: 
Type of cargo: 

Perishable Goods 
(special handling): x 5 

Fragile Goods: x 2 
Illegal Goods: x 1 (}50 
(Assumes pilot Is willing to take the 
risk.) 

Travel along transport route Is: 
Frequent: x .25 
Regular: xl 
Intermittent: x 5 
Restricted: x 10-50 

14.32 COMMUNICATION 
Below are listed the basic electronic 

communication modes in Space Master. 
These are all the more advanc.ed forms, 
and so do not include 10w-tecl1 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 installed most of the planetary optical 
and microfreq communications nets 011 
Imperial Worlds. Tie-ins to planetary 
comm nets usually costs between 50 and 
300 Monits annually, depending on 
location and sophistication of hookup. . 

MICROFREQ ANC LASER .. 

Two of the primary modes of In-~ystem 
communication, both of these utilize light­
speed wave transmissions. Lasers have a 
longer :ange, but require more bulky and 
sophisticated equipment. Microfreq is 
used in smaller vehicles. This type of 
communication is limited only by the cost 
of the equipment. 

TACHYON BEAM DICTOR 

The base cost of a TBD t:ar.sr.lission is 
5 MonitS per Light-Year to de.;tinatil)n. 
Long transmissions (greater thai ~hirty 
words) add 0.1 Monit per word over !hirty 
words. All TBDs are sent in Anglaman -
the official Imperial language. 

The length 'Of time required for a civilian 
TBD transmission to reach its destination 
is about one .day piUS one ~our per every 
ten Lig.ht-Years t:-avelled. (the actual 
transmission is instantaneous from one 
station to.another, but there are transfer 
delays, and the ·physical delivery. 

High Priority O.K. and governmental 
transmissions will travel up to ten times as 
fast, as will Civilian Express transmissions 
(at Two to Five times the cost). Two 
persons may converse instamaneously 
while simultaneously at keyboards and if 
Ii.lked by a top-priority TBD netw.ork 
linkup. The :cost for this service for a 
private citizen is prohibitive. Most fairly 
wealthy citizens and members of the 
nobility have terminals in their homes 
connected to a planetary computer net, 
allowing a TBD transmission to be rOllted 
directly·tO their terminal. This is a 
considerable time saver, but a O.K. online 
TBDaccount is very expensive (as is 
almost everything having to do with the 
Dia Khovaria). 

Even more expensive are TSD audio or 
Holotransmissions. Either of these 
requires some setup and a dedicated TBD 
channel. If relays are required (and they 
usually are) the cost is greater ~or each 
relay involved.~his communication is 
always instantaneous, though it is subject 
to interference and there is often some 
breakup of the sound antI/or ir.lage 
14.4 _____ _ 

POLICE/SECURITY 
PROCEDURES 

Throughout the course of the Cam­
paign, PCs will doubtless havernany 
char.ces to ru1 into various :aw officers, 
percekeepers and security guar:!s (not to 
mention t:1e pJssibility of PC lawmen). 
Although tt'le "ast array of cultures ane' 

technologies present in the Empire 
precludes any in-depth analysis, GMs and 
Players alike 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 local Security Ratings. 
These codes allow 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 to any such 
attempts. Security Ratings co. respond 
directly to the familiar Difficulty Levels, 
and are shown below: 

Security I 
Rating 

1 
2 
3 
4 
5 
6 
7 
8 
9 
10 

Difficulty 
Level 
ROUTINE (+30) 
EASY (+20) 
LIGHT (+10) 
MEDIUM (±O) 
HARD (-10) 
VERY HARD (-20) 
EXTREMELY HARD (-30) 
SHEER FOLLY (-50) 
ABSURD (-70). 
INSANE (-100) 

NOTE: These Modifiers are cumulative 
with any other Difficulty Mods inherent 
in the maneuver itself (e.g., if the Sec 
Rtg on Karoline is 7 (-30), aM breaking 
into a grav-flitter is HARD (-10), then . 
breakin{, ,'l7to a grav-flitter on Karoline 
[and getting away with it] would be at a 
total of -40). 
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: STAR CHARTS 
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This expanded version of the star map on pages 68 and 69 includes some (but by no means all) stars in the "nearby" 
Frontier Zone regions. Those stars are listed below with their exact coordinates. On the lower half of the page is a travel 
distance matrix showing some common travel route distances. Other distances can be calculated using the Pythagorean 
theorem, taking a triangle of sides a, b arid c (c being the' hypotenuse), where a2 x b2 = c2• The operation will have to be 
performed twice unless the starting point and destination fall along one of the three axes of each other. 

-• oUTWARD AND ANTISPINWARD COREWARD AND ANTISPINWARD COREWARD AND SPINWARD OUTWARD AND SPINWARD 
• Athys [21,165,41) Cera [-52,54,201J Chee [-98.5 .. 7,.196J Grea [81 .. 12.150J 
• Enos [52.138.3J Extra 2 [-114.5.45.205J Firma 4 [-42 .. 172.13J Irpul [73 .. 30 .. 121J 

Flerias [24,127.52J Hoen [-39.73.193) Kwib [-59.5 .. 55.5,131) Matay [100,.38,OJ 
• Jodien [42.5.106.5 .. 5J Kailis [-80.5.50.-91J Oran [-81.5.-10.2J Quarae (108.-137.10] 

Sta'az [58.81,-97] Teria [-61.62 .. 111J Ryt 7 [-110,.80 .. 150J Ronom (36,.190 .. 25] 
• Gamma Arietis [71.59.113J Alpha Delphini [-48.184.5.250) Alpha Cireini [-103.-30.99J Alpha Camelopadi (99.-130.161) 
• Epsilon Arietis [12.5,148.164] Beta Delphini [Zeta Delphini [-15.179.175) Zeta Cireini (-118.5 .. 192.112J Beta Camelopadi [59.75.-43.100) 

• 
IOtaArietis (71,59.113) 6606 Delphini [-105.5.62.188) Theta Cireini [-39 .. 121.14) Kappa Camelopadi [118.71.5.76) 
Tau Arietis [111,95,126] Dauphine Delphini [-18.163.251) Kappa Clreini [-47,.56.55) Pi Camelopadi (116.5,.143.65) 

• Omega Arietis [88.5.25.93] Beta Apus (-8.5.126.5.-40) Circa Cireini (-199,.11.5.53) Camelopadi 2 (42 .. 194.112) 
• Beta Lupi [48.91.5.-211]Mu Apus [-34.5.114.-66) Beta Cancri (-56.-83 .. 44) Alpha Doradus (105.5,.77.-111) 

Delta Lupi.[38.87 .. 188) Omicron Apus [-58.5.79.-79J Delta Caneri (-2 .. 116 .. 117) Gamma Doradus (3.-73 .. 122) 
• Theta Lupi (5.135.-233J Rho Apus (-31.86.5.-39J Iota Caneri [-88.5 .. 33,.147J Zeta Doradus 1107,.32 .. 44) 
.33 Lupi (4.135.-233] Psi Apus [-112.70.-85) 67 Caneri (-101.5 .. 76.-67) Iota doradus (54,-171.5 .. 21] 

Pi Lupi [74.5.116 .. 203] Alpha Scuti [-65.178.153] 888 Laneri [-51,.177,.81] Doradus 8 [70 .. 186.-7) 
• Pitarh [82,178,22) Beta Seuti (-108.112.89) Alpha Muscae [-62,.98.112) Beta Sextanis [28.5.-64,10) 
.ISbarb [14,141.5,124] Gamma Seuti (-112,99,149) Epsilon Muscae (-21.5,-128.-24) Delta Sextanis (18.-160.25) 

Egano [61.64.-206] Zeta Seuti [-15.179.97) Eta Muscae (-58.5,.181,37) Epsilon Sextanis [114.5.-15,7) 
• Willow [8,179.-145) Promo Scuti [-26.119.131) Mu Museae (-74 .. 153,.28J Lambda Sextanis (8.5.-155,-22) 
• -leaven 7 [63,121.5.13] Angeli Outstation (-48.168.203) Rho Muscae [-117,112.7) Sextanis 6 (81.5.-187.-44) . 

)tessa Outstation [57,129.20) De Villa Outstation [-45.69.-122) Creastos Outstation (-3~.5.-149,7) Antimony Outstation (93.-120,152) 
• ~ihle Outstation (61.5.84,56) Rhude Oustation (-96.5,-41.5.-187) Darhks Outstation (98,187.-77) 

Gori Outstation [-92.-19,83] Weyes Outstation [104.5.-20.24] 

.~~~~r=~T===~==~==~==~==~==~==~~~~~ • I -~ • .1 1 . f 'j 1 ) i 1 . '1 :t 
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• 
.--==-===--~=-~~~~~~~~~~~~~~~--~~~~~~~--~ • _Hydri (4 •. 1.12) 13 19 41 78 38 45 55 49 52 45 12 29 37 « 10 35 36 39 52 53 6<1 • 54 21 47 36 61 92 50 33 36 9 31 31 25 ., 43 31 21 62 

i J 1 1 1. J 1 i J I .~ i 1 I ~ 1 • .! ... i ! > -3 j c5 

" l ... 
j " { i g i ~ - :; ~ i ~ ! ::: :r .i! J/ j r w l j ... 

J J 3 J . l .i ..,. ~ c :; i j i ! J l ~ ~ 3 J t! ! J ! i J l W M Z < Iii M 

MvLocetor. (29.045.47) 71 11 90 73 87104 88 " 95 67136 15 95 .. 140 12 91 100 III 98 121 65 ,. .. 15 12 94119 79 11 61 54 45 54 Q 28 V31 ., 
• Iloo Dtoc.... (21 •• 13 •• 7) 26 21 29 U 41 50 74 72 59 35 16 29 55 69 '4 61 60 51 71 19 15 31 42 37 47 45 51 II 60 50 39 33 36 20 « 73 25 SO' 

.... Ind; (7,.25.60) 41 55 74 66 69 81 68 52 7' 61 120 ., 67 6<1 116 42 62 75 .3 67 92 29 71 15 6<1 49 .. 41 56 « 42· 2. 3S 51 11 21 63 

• ZotoD<ocoo. (24 .• 29.·21) 43'7 39113 61 66 " 91 79 50 85 '2 66 86 90 7. 79 67 89 9S 101 49 36 47 41 51 :38 61 6<1 60 43 51 51 17 61 12 
F;/; 3 (3.-.6.56) 73 81 8. 77 96 108 90 54 01 II 1.3 .7 89 84 138 60 86 101 10. 84 114 6S 96 42 80 6S 91 118 61 60 56 5' U 69 41 

• _ Hydri (9 •• 9.35) 37 Q 63 60 54 67 52 30 62 51 103 54 51 54 104 35 48 61 69 60 79 2. 74 28 " 41 .. 109 59 42 45 16 V" so 
Pto;CJ'9"i (10.·29.-11) 33 60 43 106 61 " 89 10 71 54 91 3S 54 73 86 " 69 61 II eo t1 37 32 31 36 35 36 " 41 Q 26 39 q . 

• Tau Eridoni (32 .... 2.) 60 41 52 61 36 63 53 47 51 26 90 53 61 70 107 57 59 63 75 79 90 37 74 41 71 61' 83 112 75 sa 55 29 

• 
Sf ... 0....... (3.",20) 21 2. 50 73 41 54 55 42 57 41 91 3. 43 45 88 31 39 17 sa 53 69 12 59 23 49 36 71 " 49 31 35 
GomoOpJ,;""hi (.11,·33 •• 3) 35 .. 60 104 65 71 90 72 .7 70106 '2 .7 61 86 41 63 63 78 6S .. 34 3S II 20 15 45 66 V4 21 

• 
"""""'" (.25,.17.11) 32 43 64 " 64 6S 80 63 12 76 105 41 32 '0 80 28 .. 53 63 '2 6S 28 31 26 11 12 61 77 19 Thott._. (-35 •• 31.3) .7 58 7.116 80 79 " 80 " 91 116 51 43 55 .. 45 6' 67 78 54 77 45 .4 36 19 15 54 6<1 

• Phi lu...... (.29 •• 53 .• 57) 83 90 17 168 07 102 u.~ 137 132 115 122 74 81 107 ., 105 110 97 115 110 117 89 '3 14 49 66 31 
Xi Oco ••• i. (·5.-.2.·41) 59 65 61 112 80 81 1:1 113 105 85 101 52 66 92 13 87 92 71 98 "105 66 21 61 V4 49 

• T.u "'.. (.22 .. 23 .• 1) 33 13 60 106 6S 6S 87 72 IS 76 102 37 34 49 78 40 54 55 68 53 69 31 3. 27 18 z... ..... (·23.-26.·17) 39 41 57.122 69 66 " 89 n 81 " 36 38 61 70 56 64 57 7' 65 77 .2 25 41 
• MuH."u" (·2 .. 21.18) 3' 4' 61 17 58 71 77 56 79 61107 4~ 51 58 93 48 58 64 76 62 8. 28 55 

•
1033 (·8.·22.-36) 13"'5 i31 6A 61 I,. 102 89 75 84 33 47 75 64 74 73 57 78 '2V5 51 
IoIphoC •• '.uri (·2 •. 1.10) 10 18 42 12 37 4A 58 51 55 51 83 26 32 39 76 31 33 37 50 19 60 . 

• 
Lo .. bdo ~ •• on;. (·39.".'1 61 57 75 109 71 50 69 81 70 96 .3 60 39 30 5' 5' 32 38 20 37 

~hKdo ( .••• 17.271 5S 58 83 9S 76 67 69 61 81 9S 109 61 38 11 79 25 32 53 .s STAR SYMBOL NOTATION 
• ""","VoIo... (019,'5.3) SO .3 60 97 '6 33 62 72 51 78 68 .f 37 33 55 52

V
22 23 

\oIu P •• oni. (,'.29.·101 32 2. 37 100 37 15 60 74 .. 63 56 27 27 40 .7 52 28 location z-coordinate 
• 'oIIu, (.16.28.171 37 34 58 81 ., .0 .5 52 50 69 80 4' 31 19 69 31 

.~;IL~::·~· ::~::!~~~191 ;~: ~~ 1:~ ~~ :~ 1~~ 1~~ ~! 1~~ 1~~ :!v!~ ;~ 88 type code A eCerl(..aJZ) 
,,, 112 (.33.21.201'5 '6 71 91 61 5' 60 57 68 81 95 51 29 name 

• 'psoIo. ~r.iGi. (.27.10.-61 30 32 51 106 55 41 ,. 7' 69 76 81 28 
.... (.2.3.-161 16 16 81 10. 36 32 73 77 58 55 66 COLOR CODE 

• ..... ...,.;10. (30.53.· .. 1 76 64 .8128 55 .2 87 11'l/5 n 
•

...... (d.5.6) If .4 .1 77 26 56 59 68 '2 a. Type 0 Star A Type G star 
i V .... ,.. (31.'3,10) 55.. '8 7. 27 38 34 66 

• ...... Enda.; (6.8.60) 61 63 as 37 6S 80 3. e Type B Star 7t Type K star 

• ...... , (5.34 •. 16) 3827 If 102 31 
.. c.. p9.'2.'2) 63 57 73 .7V.9 60 . Cl> Type A star or Type M star 
.. 7 (21.19.·11 33 2' 25 81 11 Type F star 0 Outstation 

.... (35.20.80) 90 89 105 

• 

~QPiKivm (21.10.·2~1 34 26 

I. C .. , (5.10 .. 31 12 

• _' ___ ...;.(0_.0_.01_--11._./ 

• • • _, . ..;. ~ .w ;'~ .. ~ .! • • i', >" • 1'". • • • ,. ~ i.'. • ~ 
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PART III: ADVENTURE 
Following is a brief adventure designed for beginning Space Master Characters. It introduces the players to the intrigue of the 

Terran Empire, as well as to a little interstellar space flight, some skulking about, and perhaps even some combat. 

16.0 ' 
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 _____ _ 

THE COLOSIAN SCHEME 
~> 1 ,"",1;0 '''''.J> 

The Colosians, bemg undtr!J~IlQed and 
cruel, are in the process of purging the 
Minor Clan of Nitio-Jairus, of the Rho 
Perclarae system, so that the resource 
in~wU~lj9ns there may be subsequently 
c)a'irlmr(it is hoped) in the name of Lord 
Kibakee Colas I. The Thain ("ruler") of 
~Q:~!!~Y~ has become aware of his 
hffpeffdl'l11tdO'Orftand has approached his 
l~ien.cl.s at the Jade-London court for 
asSrSrahce. Ever seeking an excuse to foil 
Colosian plans, Jade-London intelligence 
teams have immediately begun forming 
plans to defeat the Colosian coup. 

Both Nitio-Jairus and Jade-London are 
aware that the 'l910sian~iD be imple­
menting their hell106s scl1eme via Tachyon 
Beam Dictor transmissions to one of their 
MERLOGH agents (Their plot must invo:ve 
a fair amount of economic manipulation.) 
in concert with some sly and covert 

I activities directly affecting Nitio-Jairus. To 
Fm1t the Colosians, Jade-London has 

planned Jubt!@Bfrying maneuvers tQ 
utterly errftfarrasSLord Colas, exposing 
his criminal activities for all to observe. 
The Jade-London plan is grandiose in its 
logistiC immensity, but it involves the 
active participation of relatively few men; 
none of whom are Jade-London citizens or 
soldiery. The plan requires several syn­
chronized operations involving sabotage. 

The successful execution of the Jadist 
plan wi:l invariably lead to a weakened 
Colosian performance in MERLOGH 
circles, so the Jadists have planned a 
secondary (but infinitely more satisfying) 
aspect to their operation. After the 
Colosian design has been exposed, the 
value of their Monit should plummet. In 
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 

plans to absolve the Colosians of the Nitio­
Jairus 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 pulled off 
because the Colosians will be vehemently 
denying their embroilment in the whole 
affair, after its failure. Ergo, the Colosian 
Manit will rise to its former level and the 
Jadists will turn a handsome profit as they 
sell-off their now inflated Colosian Monit 
reserves. (They are so sneaky.) 
16.2 _____ _ 

A COUNTERPLOT 
This particular sample adventure 

covers one aspect of th~,ir.it@1 Jadist plan 
to prevent the Colosiart'Oiato usurp Nitio­
Jairus. As mentioned previously, Jade­
London is aware that Colas' operation will 
begin with Tachyon Beam Dictor (TBD) 
transmissions to the MERLOGH organiza­
tion. The Sfie1r disJAI},g~S intrinsic to such 
communiques ptecluOs the possibility 0'1 
direct transmission, so relay bases must 
be employed. Therefore, the first part of 
the Jadist plan involves the infiltration of 
the initial line of TSD 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.) If this ~egment of the 
Jadist plot can be pulfeaoff, the Colosian 
transmissions could be 're-routed', and 
falsified MERLOGH confirmations and 
reports could be sent back to the Colosian 
court. Confident that their preliminary 
takeover moves had succeeded, Lord 
Colos would invoke the execution of the 
rest of his plan for Nitio-Jairus. At this 
pOint, supplementary Jadist maneuvers 
could expose the Colosians, red-faced, in 
the act of purging a Minor Clan in a 
terribly illegal fashion. 

Fortunately for Jade-London, each of 
the four likely initial TBD relay bases are 
staffed by Colosians, so personalliQuida­
tions wilt not directly affect or infuriate the 
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Imperium or innocent bystanding territo­
ries. Plans call for the supplanting of the 
resident technicians, at the various 
candidate relay bases, with stand-ins 
capable of operating the base equipment 
and manipulating the TBD transmissions. 
Failing that, the receiving, interpretive, and 
transmissive efficacy of the given base 
should be sabotaged s,o 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 to be gemolished. 

Not wanting to use their own troops in 
the operation, the Jadists have approached 
other families seeking revenge upon the 
Colosians (they are not a popular group), 
offering exorbitant monetary benefits to 
execute various portions of the master 
plan. For the purposes of this scenario, 
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 Devon/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 III Devon has chosen to wash his 
hands of his involvement in 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 
world which happens to fall within the 
operating jurisdiction of Devon Province. 
Being free of an occupational administra­
tive garrison, Hyperion has become one of 
the gravitating pOints for the flotsam and 
jetsam of the Empire's SOCiety. Hyperion 
Is also the home for several of the 
Empire's more prolific privateersmen. Its' 
proximity to the Devonian Homeworld of 
Karoline is more of a 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 III Devon has 
charged two of his Hyperion contacts with 
arranging and performing three of the 
aSSigned relay base infiltrations to 
coincide with the Jadist's timetable. 



• • • • • 
: GM REFERENCE : 19.1.-----
• RANDOM EVENTS . 
• GMs may wish to introduce yanable 
• factors into their game. Belo:" IS a table to 

domize special events which have not 
• :n elaborated upon in the sample 
• adVenture that has been pr~sente~ here. 
• caution is advised when uSing thiS table 

because the GM will be required to . 
• perform much more preparatory work In 

• many cases. . . 
• 1-10 'Faber' is able to infiltrate 
• Emerich's inventory controllers 

and sabotage some or all of the 
• filter. masks that will be used by 
• the party members. 
• 11-20 One of the EW generation back-
• ' packs will malfunction at an 

inopportune moment. , 
·.21-30 KURT will be out patrolling the 

crater as the players approach. 
.31-40 Any given defense mechanism 
• may fail ~o function 10% of th~ 
• time due to a bad state of repair. 

41 50 The amazons are really in the pay 
• - of the Colosians and will attempt 
.: . to do away with the party when 
• ~,.. they are vulnerable. 
.51-60 A Colosian hypershuttle is found .:t . to be on the Lander field just 

,', outside of the crater. , 
')1-65 A Colosian hypershuttle can ~e 
• found occupying the Lander field 
• of the deserted TBD base. 

Several Techs are retrieving old 
• equipment from the base there. 'is The Colosians have found out 
• about the Jadist coup and have 
• set up a surprise welcome for the 

players. 

•';7-80 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 dilemma. 
, '11-90 

• • • • 

One of the Techs will be out in 
the crater inspecting the some 
TBD panelS; so some of the 
defense mechanisms will be shut 
down. 

91-99 

100 

The TBD relay base will be 
inoperative due to malfunction 
when the players arrive. They 
will probably have no way of 
knowing this until they have an 
opportunity to manipulate the 
central controls themselves. 
ImperiallDia Khovaria forces have 
taken over the base because the 
Colosians defaulted on mainte­
nance requirements. Again, the 
players will be unaware of t~is 
interesting tidbit of information. 
Although the Colosian transmis­
sion will be just as likely to pass 
through this station, the defen-

, sive meaSUJes will be much more 
thorough under Imperial admini­
stration. 

19.2 ____ ... 

SPECIAL EQUIPMENT 
In order for the players to have a ' 

chance of successfully completing this 
difficult mission, Emerich will supply the 
group with expen~ive and~owerful 
equipment from hiS extensive stores. If the 
characters survive to return back to 
Hyperion, Emerich will expect the return of 
all loaned equipment regardless of . 
condition. , , 
Stealth Coveralls: These are personal EW 
suits capable of foiling many out-dated ' 
scanner security systems. The coveralls 
themselves are unencumbering, but the. 
mini EW generator which powers the SUIt 
is a large 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 blue;.grey color. 
Respirators: The COL 72 P.ri~e II 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 unleashed the microbial poison ' 
Duranaid Complex Theta to neutralize the 
resident technicians. This unit is fairly 
unencumbering, only covering the lower 
face. 
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Duranaid Complex Theta: The ultimate 
goal of the mission is to replace t~e 
Colosian technicians at the base with 
Tamora the Android. The cleanest way to 
do this without alerting the Colosian 
authorities is to poison the environment 
while the techs are away from the com­
mand stations. Introducing Duranaid 
Complex Theta into their ventilation 
system is the specific method suggested 
by Emerich. The microbial poison, Our 
Comp T, can be transported in a small 
metallic capsule and released at the 
appropriate environmental control area 
inside the base. Duranaid Complex Theta 
has no incubation delay period, attacks at 
level 15, with the maximum effect indicat­
ing that the micro-organism ~igests the. 
victims lung tissue and alveolI. Death will 
occur 10 - 20 rounds after inhalation, as 
the lungs fill with blood and transpiration 
becomes impossible. 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 09b: An alternate 
plan for the sabotage of the station i~. the 
neutralization of its TBD relay capability. 
By placing the acid oil the transmission 
cables on the surface of the crater, just 
outside of the base, the command center 
will be unable 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 t~ beli~v~tha~ the 
base is suffering technical difficulties and 
just lise another relay base for their 
MERLOGH transmissions. Metallic Lattice 
Acid is transported inceramisynth 
containers, each maSSing 1 kg. About 10 
will be required for an efficient sabotage 
attempt on all of the outside transmission 
cables. ' 
Demotherm Explosives: The blunt way of 
going about the job. Demotherm i~ 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. 

, . . ~ .. ~ .... 
.... ". .. a ~ _ ~"". ~. 
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SKILLS AND SKILL RANKS .. " '.' 
As a character advances in levels he develops and trains In c~rta!n ablllLle.s call~d 

k'lIs His capability in each skill affects his chances of accomplishing certalO. actions 
S I a'ctivities (e.g., fighting, maneu~e~ing, repai.rs, ,etc). As he develop.s a~d Impro~es a 
~~~I his "skill rank" with that skill.wlli Increase, Indlcatmg a corresponding Increase In 
abilities and bonuses with that skill. . 

The skills fall into 11 different areas: Maneuvering in Arm~r, W~apon ~kll!~, Ge~eral 
Skills Special Skills, Combat Skills, Astronautic Skills, Techmc Sk~IIs"Sclentlflc Skills, 
Engin'eering Ski.IIS, T,elepat~ic Skills, and Secondary Skills. The skills In each of these 
areas are deSCribed In Sections 3.4 - 3.5. 

3.1 
SKILL RANK BONUSES 

Most skills have a skill rank bonus, 
which is generally included a~ part of a. 
total skill bonus. Different skills .use t.hls 
bonus in different ways as deSCribed In the 
skill descriptions and Section 3.3. In 
g'eneral, skill ranks. mO,dify a c.l'larac~er's 
chance of succeeding In certain actIOns. 

The standard ~kill rank bon!1S is given 
in the Skill Rank Bonus Chart, pg.38. 
Basically the table follows a sta~dard 
progression. The bon~s is -2,5 If the rank 
is 0 and +5 if the rank IS 1. The bonus 
increases, by 5 for each of ranks 2 to '1 0, 2 
for each of ranks 11-20,.1 for each of 
ranks 21-30, and 1/2·for each J~nk above 
30. Certain skills do not use thiS nor":lal 
skill rank bonus, as specified in the skill 
descriptions. 

• 3.2 .. ____ _ 

• SKILL RANK 
• DEVELOPMENT 
• Skills are presumed to derive from 
• study and. experience.' Under, the ~pa.ce 
• Master character development .gUidelines, 
• . at e~ch )evel of develo~menj each charac­

ter has a certain number ,of development 
• points which he may expen~ as h~ wish~s 
• to begin learning or imprOVing. skills. It IS 
• assumed that he continues the process of 

learning t'hroughout his adventures and he 
• therefore receives those skills and the 
• ~enefits derived from them when he 
• reaches the next level of experience. 

Development Points -- Development . 
• pOints. are derived from one's charactens-
• tics. Each character has 5 Development 
• Stats (Constitution, Agility, S~lf Discipli~e, 
• Reasoning, and Memory) which affect hiS 

ability to learn things. (A higher 
• Constitution lets you endure more . 
• rigorous training or study longer hours, 
• etc ... ) Each of these stats (temporary 
• values not potentialS) gives the character 

a number of development pOints:(see The 
• Stat Bonus Chart, pg.45) which are totaled 
• and maybe expended in acquiring skills. 

• • 

Development points are received at 
each character level. Each time he 
advances level of development, a character 
receives a number of development pOints 
(determined by his stats as outlined 
above). These points must be. e~pended 
immediately to begin the acquIsition or . 
improvement of skills. A charac.ter may 
not accumulate development POints from 
level to level, nor may they be transferred 
from 'one character to another. (The -
expenditure of development points . 
represents the effort thatt~.charactel·ls 
putting into attaining that Ski", the am.:.·unt 
of time spent on it, etc.)- Further th~Y rr:J$t 
be allocated immediately upon t~e/r 
acquisition ~ it is a basiC premise Of. !.K •. 
system that the character spends his . . 
entire next level of development practlc;ng 
and studying to attain theseSkill~, He 
does not obtain these skills or skill. . 
improvement until the next leVel. ." 
Skill Development Cost ~ The cost of a· 
skill is determined by preaoolescent 
training. T-he best reflection of'thiS . .is . 
profession:.an Armsm~n·iS. ta~ght 111 hl.s . 
youth some of the baSIC pnnclples behind' 
weapons, either through a~ formal app~~~- . 
ticeship orthrough watching combats With 
the keen interest of one who wants .. to .' , 
follow that profession. Similarly Tele~aths 
begin at 'al1 early to attune their l1}inds to ' 
to the acquisition of their. chosen real~ of 
Power. His early training is reflectedm 
the Character Development Chart pg.8-9, 
where the costs of acquiring various skills 
are Hsted. . 

It is' a basic premise of Space 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 Engineerwho.has' . 
become a near expert with a Plasma 
Repeater Rifle, is still an Engineer., with an 
Engineer's thought patterns and ~tudy . 
methods, and must pay fIlore to Increase 
his ski" with a Repeater Rifle than a 
beginning Armsman. 

Certain environments of youth may lead 
to differences from the standard training 
received by each profession (character 
class). This will make some skills easier 
to acquire while at the same time neces­
sarily 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 aI/ 
skills (getting to skill rank one may be 
termed either "acquiring" or improving it) 
and is generally allowed to develop at any 
ski" he wishes at a rate of one skill rank 
during each experience level at the the 
cost ( in development points) given for 
his chosen profession and after having 
studied it while attaining another experi­
ence leveL kcharacter may generally not, 
at any cost,develop a skill at a rate faster 
. than one ski" rank per character -level 
(however, see below). 
Rapld,Sklll Development - Preadoles­
';ent traiil.ing may allow som<. :::ki"s to be 
developed at a faster rate than norfT:al, 
Armsmen and weapons being' a good 
example of such an area. If this Is the 
case,slash lOr will appear in the cost 
space of the character development chart. 
If a skill is to be raised on rank during an 
experience level, the cost before the slash 
-is, paid in ,de'veIQ;>ment points. If a skill is 
to be raised t#o ranks, the cost before the 
slash is paid fo the firs! and the cost afte~ 

. the slash is paid for the second. Both skI" 
ranks are received at the same time - . 
when the character attains the next 
experience ieve!. . Some skiUS have three' 
nu'meers separated by slashes. One may 
,pick threes~iII ranks in one level in this 
case, 
. Example: A Pi/ot with Skill Rank 2 in 
, Orbita/Piloting wants to increase it to 
. Skill Rank 4. The cost listed is 1/2, 
iMicating he expends 1 development 
point to progress to Skill Rank 3 and 2 
more (total 3) for skill Rank 4 .. H~ still .' 
pilots in .orbital situations at at Skill ~ank . 
2, -but I,Jpon attaining the next expefl~nce . 
level, he will have a Skill Rank 4 Orbital 
Piloting ability. 

If the slash is followed by an * instead 
of a number, tha.t area may be developed. 
as much as desired during any experience 
level and each rank of development has 
the same cost (the cost before the Slash). 
These skills are otten of a different nature· 
than those thatmust be acqiJiredat a 
slower rate. See the descriptions of 
individual skills for further description. 
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. RESOLVING ACTIONS 
AFFECTED BY SKillS 

Each skill is classified as being appli­
cable to a moving maneuver (MM;, a 
static maneuver (SM), a Vehicular 
Maneuver (VM), an attack (using an offen­
sive bonus: DB), or a special purpose(SP). 
This section describes 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 eiltail 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, rur.ning up 
o~ down stairs, driving a veilicle, p:!oting a 
ship) and activities performed under 
stress (running, dodging, stalkir.g, hiding, 
etc.) are maneuvers and require rolls. the 
GM is the final judge as towhat :3 a . 
maneuver and requires a roll, and what is 
normal activity and doesn't require a roll. 
Maneuvers are further classified as being 
Moving Maneuvers, Vehicular Maneuvers 
or Static' Maneuvers. Each class of 
maneuvers is resolved differently. 
Moving Maneuver Bonuses (MM) -
Moving Maneuvers include Climbing, 
swim:ning, riding, stalking, and any 
complex or unusual movement (acrobat­
ics, dodgiilg, tumbling,diving, etc.). If a· 
character decirles to make a Moving 
M3neuver as his action for a turn, the GM 
should assign it a difficulty: r.OL'tine·, easy. 
light, medium, hard, very hard, ex!rsmely 
hard, sheer folly, or absurd. The r.laneu­
ver must still be within the physi'.:al ,,' . 
capabilities of the character, and is limited 
to covering a distance no more tha,l half of 
the character's normal (not running) 

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

Afterthe difficulty is assigned, the 
character may then decide not to attempt 

. the maneuver (Le., he reconsiders and 
decides not to do it). In this 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 
rolland adds his appropriate i)onus along 

. with any other applicable modificaJons. 
The resulting total is cross-indexed with 
the difficulty on the Personal Maneuver 
Chart (18.4) to obtain the maneuver result. 
To summarize: . 
i) The character states the nature of his 

maneuver. 
2) TheGM assigns a difficulty and any 

$p::.cial modifications to the JTlaneuver. 
~ ) The character decides whether or not to 

perform the maneuver. 
4) If he decides to perform the maneuver, 

an open-ended roll is made. 
5) All applicable modifications are made to 

the roll. . . . 
6) The total is applied to the Personal 

Maneuver Chart (18.4). 
Vehicular Maneuvers (VM) - V.:Jt:icular 
r.1aneuvers ·inc:Jde driving, spaces;'ip 
piloting (bot;, ncrmally and while in 
combat, and each type requires a different 
skill) as well as piloting any air or water 
craft. 

Static Maneuvers (SM) - Static Maneu­
vers include tracking, hiding, picking 
loc"s, astrogation, repairs, perception, 
influencing other characters, and any other . 
complex or unusual activity not inv~.;ving 
significant movement. If a character 
chooses a Static Maneuver as his action 
for a round, the GM must assign any 
applicable modifications from the Static 
Action Chart (.18.3) ana" then the character 
must decide whether or not to actually 
perform the maneuver (see below for the 
effects of "Canceling an Action"). The GM 
may require more than one round for 
maneuvers which he decides are very 
difficult or complex. He may also allow a 
character to decrease the difficulty of 
appropriate maneuvers by using multiple 
rounds. 

If the character decides to proceed with 
the maneuver, he makes an open-ended 
ro~! and adds his appropriate bonus along . 
with any other applicable modif!cations. If 
the modified roll is greater than 1 ~O, the 
action i~ successful. If not, the action 
fails. 
To summarize: 
1 )The character states the nature of his 

maneuvel. 
2) The GM assigns a difficulty to the 

maneuver. 
3) The character decides whether or not 

perform the maneuver. 
4) If he decides to perform the maneuver, 

an open-ended roll is made. 
5) All applicable modifications are made to 

the roll. 
6) Success: if the modified roll is over 

100; Failure: otherwise. 
Offensive Bonuses (OB) - Offensive 
bonuses are added to certain attack rolls. 
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special 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 
bonuses varies for each of these skills. 
Canceling 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 (not 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 Self Discipline stat bonus for 
stunned maneuvers. 

3.4 _____ _ 

SKILLS AND SKILL 
DESCRIPTIONS 

'What do you mean you don't have any 
piloting skill? You've been flying the ship 
for weeks!' 
3.41 MANEUVERING IN 
ARMOR SKILLS 

This is one of the areas, that does not 
conform to the general skill bonus pattern. 
Each Armor Type (AT) has a maneuver 
penalty associated with it fer untrained 
individuals (See Armor Chart, pg.62). This 
p~nalty medifies Meving Maneuver rells. 
Note that any type .Of heavy, restricting co­
vering will constitute an Armer Type ether 
than AT 1, which implies no encumbrance. 

Each skill rank of maneuvering in a 
greup'ef armor types reduces the penalty 
for maneuver by 5 (even fer skill ranks 
over 10) until the minimum maneuver 
penalty is reached. (This limit represents 
the fact that the weight and censtrictien .Of 
the armor will always hinder the character 
te some extent.) 

The basic armor greups are explained 
belew. 
light Body Armor: Usually made up .Of 
lightWeight alloysor balistic cloths such as 
Kevlaror ablative synthetic~. These 
ceverings provide limited terse pretectien. 
Armored Body Suit: Heavier than a 
standard vacuum suit, this 2rmer incerpe­
rates layers .Of Kevlar materia,l and light 
alloy reinfercement which is then cevered 
with either pliable armer plates or a light 
mesh. Armered bedy suits usually include 
a helmet se that the wearer can be sealed 
frem the envirenment. 

• · ,~, • 

Armored Exoskeleton: True armer, the 
exeskeletens .Offer full-bedy ceverage, the 
amount of rigid plating varying with 
subtype. Like'the bodysuits, this armor 
can be sealed and is equipped with 
environmental controls. 
Power Armor: The ultimate space armor, 
this group embraces full-body reinferced, 
rigid armor, maneuverable only with the 
help of servo-mechanisms, and even then 
great skill is required to operate it. Seme 
types are capable of atmospheric and even 
interplanetary travel, in additien to being 
frequently equipped with a variety of 
weapons. Powered Armor is closer to an 
armored vehicle than personal pretectien, 
and will be covered thoroughly in the 
upceming game Space Master: Armored 
Assault. It is mentioned here mainly for 
completeness. 
Notes on the Advantages of.Armor Types: 
Armor types are designed to reflect the 
protective capability of one's cevering. 
Heavier cevering (e.g., AT 20) is usually 
much more cumbersome than light armor 
or mere clothing. It is easier to make 
contact with (I.e., hit) but resists penetra­
tion better than lewer armor types. 
Therefere, fewer and lower severity critical 
strikes will be achieved against higher 
armor types; frequent but low hitresuits 
will also occur. These coverings make the 
target easy te hit but hard to damage. 

Lower armor types have the advantage 
of previding the wearer with mobility. 
Fewer attacks will make c.Ontact 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 armer 
types: more cencussien hits and frequent, , 
severe criticals are the rule. 

3.42 WEAPONS SKILLS 
These skills determine how effective a 

character is when using weapens in 
cembat (as .Opposed te Telepathic 
attacks). These skills must be developed 
separately fer each-weapen. The skill 
bonus for'each weapen is part of the 
character's Offensive Benus with that 
weapon. The total Offensive Benus is 
usually added te any "attack rells" made 
with that weapen. 

There are seven skill costs fer weapens 
listed en the Character Develepment Chart 
(pp 8-9). There are twelve categories .Of 
weapens which these cests must be 
assigned te. 

P -11 

l-handed PrOjectile 
2-handed Projectile 
Support PrOjectile 
l-handed Energy 
2-handed Energy 
Support Energy 

Portable Launchers 
l-handed Edged Weapons 

l-handed Crushing Weapons 
2-handed Weapons 

Bows 
Thrown Weapons 

Pole Arms 

It sheuld be noted that there are mere 
categeries than skill costs listed. The cest 
in parenthesis must be aSSigned to each .Of 
the 6 categeries that are net assigned one 
.Of the ether 6 cests. Armsmen should 
assign a cest .Of 10 te all excess catege­
ries; Explerers and Pilets should assign 
15's; all ethers sheuld assign a cest .Of 20. 

Note that the last five categeries are 
taken frem Arms law fer cempleteness 
and will not be ,dealt with in detail in Space 
Master. Seme weapens fit into more than 
.One categery - an assault weapen (twe­
handed energy) ceuld also be used ene­
handed, and skills sheuld be develeped 
with beth metheds .Of using it separately. 

During the preadelescent peried, 
characters will develep an interest in a 
weapen (and categery), making the type .Of 
weapen in that area eaSier te develep skill 
in. Thus each character may take the six 
skill cests listed fer his professien in this 
area and assign them te the six weapon 
categeries as he sees fit. An Armsman, 
for example, may have 1 categery that is 
easy te develop (cost: 1/5), .One that is a 
bit harder (2/4) three more that are still 
harder (2n), and the rest at cests .Of 5 .Or 
10. Once assigned, these skill cests may 
not be switchedareund later. 

Note that because skills with different 
weapens are considered separate, .One can 
develep twe weapons simultaneeusly 
witheut penalty, previded that the develep­
ment cest .Of each is paid. 
Targeting: (OB) - Benus is added. te an 
attack roll with given weapen that target­
ing skill has been developed fer. Hewever, 
the benus can .Only be added when the 
target is unawar~ ofthe impending attack, 
and is either statienary .Or meving slewly 
in a predictable manner. The develepment 
peint cost is the same as the cest fer 
developing normal weapen skill with that 
weapon, but a character's targeting skill 
rank fer a given weapen may never exceed 
his nermal weapon skill with the same 
weapon. Also, the Targeting ben us can be 
added to a static actien maneuver roll 
when theJirer attempts te hit an inanimate 
.Object. \.' IJo.. '" ..... _ 'C ( f).. 
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3.43 GENERAL SKILLS 
These skills are principally a measure 

of the character's ability to cope with his 
physical environment. Psion users con­
centrating on things of the Telepathic 
realm find such skills more difficult to 
acquire. 
Climbing: (MM) - This could range from 
the ability to climb sheer faces (absurd), 
through mountain climbing (very hard) , to 
climbing a ladder (easy). This ability 
includes skill in going up and down ropes, 
rappelling, using hand holds properly, etc. 
(use the difficulty chart). 

The normal climbing rate for walls with 
adequate hand holds is 10'/round as a 
"medium" moving maneuver. 
Swimming: (MM) - Skill level 1 will 
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 difficulty. 
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 animal when it is startled or hostile, 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 animal type. 
Disarming Traps: (SM) This skill. enables 
a character to disarm a trap. Traps of 
more than moderate difficulty may be 
represented by subtractions from th!s 
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 lock. 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 
camouflage and shadows to conceal your 
oresence, while Hiding reflects the skill in 
using camouflage, darkness, shadows, 
etc., to remain absolutely hidden while 
immobile. 
Perception:(SM) This skill is the ability to 
notice the right things, to find carelessly 
hidden objects, the concealed microphone, 
the electronic eye triggering the alarm 
system, the nearly invisible seam around 
the secret panel. These are the things that 
the GM cannot mention to the PCs without 

calling attention to them. A bonus to the 
perception roll should be given to pes 
who look in the correct area, or are 
seeking the correct type of thing. 
Driving: (VM) Like Riding, skill ranks in 
Driving must be developed separately for 
different types of vehicles. One skill rank 
allows basic understanding of the con­
trols; subsequent ranks reflect increased 
ability, and quickness in maneuvers. This 
skill is useful only with regard to land 
vehicles (though this includes ground 
effect craft and antigrav vehicles which 
cannot rise above hover level). 
Atmospheric Pilot:(VM) This skill is in 
principle identical to Driving, but applies to 
all vehicles whose principle mode of travel 
is through the air. Again, like Driving, skill 
ranks in Atmospheric Pilot must be 
developed separately for different types of 
vehicles. 
Marine Pilot:(VM) This skill applies to 
contrOlling all craft which operate on or 
below the water, including all boats, 
hydrofOilS, and submersibles. (Craft 
hovering over the water still fall under 
Driving.) Like Driving, skill ranks in Marine 
Pilot must be developed separately for 
different types of vehicles. 

3~44 SPECIAL SKILLS 
Adrenal Defense: (SP) By using this skill, 
attacks may be dodged or deflected 
(wholly or partially). The skill rank bonus 
of the Defender is added to his Defensive 
Bonus ver~us melee attacks. Against 
missile attacks the skill rank is halved 
(round up) before the bonus is calculated 
and added to the Defensive bonus. 
Against 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 . .tn addition, 
the character must not be wearing any 
armor with a maneuver penalty and cannot 
have a shield or other large object in his 
hands. 
Note: Members of certain religious 
orders and ultra-elite, highly trained 
military units are reputedly able to utilize 
their fulf Adrenal Defense bonus against 
missiles. prOjectiles and energy weapons 
while using a power sword weapons kata. 
This ability should be only very rarely (if 
ever) alfowed to a player character. 

Adrenal Moves: (varies). These skills 
relate to the development of the art of 
superhuman effort. Through concentra­
tion and Self Discipline, the character 
skilled in Adrenal Moves must be prepared 
in the round before it takes effect. This is 
accomplished by taking a 20% penalty nil 
action in the round of preparation. 
Adrenal moves may not be attempted in 
consecutive rounds, nor may more than 
one be attempted at anyone 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-wielded contact 
weapon) and doubles the number of 
concussion hits that he delivers. At the 
end of the preparation round, the charac­
ter rolls D1 00, then adds the bonus for 
his skill rank in Strength Adrenal Move. 
A roll of 101 + indicates success and the 
above bonuses apply for the next round. 
Failure means no bonuses are obtained 
for the next round. 

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

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

• Leaping (MM). This allows the charac­
ter to automatically increase the distance 
he can successfully leap from either a 
standing or a running start. The Personal 
Maneuver Chart (18.4) can be used, with 
the skill rank bonus being added. 100% 
would indicate a normal leap and results 
above that a longer leap. 

• Landing (MM). A character may auto­
matically decrease the severity of a fall by 
his skill rank bonus times .5 meters. For 
example, if a character's skill rank bonus 
was 50, a 40 meter fall would be treated 
as a 15 meter fall. The severity of a fall 
can never be reduced below that of a 5 
meter fall. For this adrenal move the 
penalty of -20% for a preparation round 
is applied the round after the fall (assum­
ing he's alive and conscious). This is the 
recuperation round. 
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• Martial Arts: (08) In Space Ma~ter, the 
• martial arts rules have ~een d~slg.n~d to 
• maximize playability while maintaining as 

many facets of real martial arts as 
• ossible. Combat capabilities are de-
• ~cribed in terms of 2 attack ta~les and 2 
• critical tables devoted to martial arts. 
• We suggest that any player character 
• wishing to run a martial artist be allowed 

to choose (or be assigned) one 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 skills in MA attacks. 
• Each of these skills must be developed 
• separately and is considered a 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 "Skill Ranks", MA Ranks represent 

the complexity and effectiveness of th~ 
• different Martial Arts Attacks. Rank 1 IS 
• the simplest (and the least effective), while 
• rank 4 is the most complex (and the .. 

deadliest). 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 Arts Skill: The skill rank 
• bonus for a particular MA Rank is part .Of 
• the Offensive Bonus used when a Martial 
• Arts attack is made utilizing that MA rank. 
• Normally a character may choose which 

MA Rank' he wishes to use in an attack. 
• • Effect of MA Type and Rank: Only one 
• MA Rank and type may be used to attack 
• in a given roun~. The MA.rank deter-
• mines the maximum possible result that 

an attack can obtain. while the MA type 
• (striking or sweeps & throws) determines 
• which attack (and critical) table is used. 
• t limitations and Skill Development: 

Skill in a Martial Arts Rank can not be de-
• veloped to a skill rank higher than the -
• 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. 

• • • • • • • • 

• Engaging Multiple Foes: Martial Artists 
can engage multiple foes in the same 
round of combat, without using special 
abilities or aid from spells (e.g:, "Speed," 
"Haste," etc.). 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 90 degree 
combat arc of one another. If his offen­
sive bonus is at least 60 in the Rank 
being used, the foes engaged can be 
separated by any arc. The Martial Artist 
must be using martial arts (unarmed 
combat) and he must subtract 20 from 
his 08 for each additional foe engaged. 
He must also allocate his remaining 08 
between attack and parry in the same 
manner against all foes engaged. 
Example: Irol has a +65 08 in Rank 1 
and is fighting two foes, He can attack 
one with his full +65 08 or both with a + 
45 08 against each (65 -20). Since he 
has better than a +60 08 he can attack 
within any arc (e,g., even against one 
frontafand one rear attacker). 

• Multiple Attacks against the Same Foe: 
Certain Martial artists may make two 
attacks against the same foe in one 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 split his 08 between 
attack and parry the same way for both 
attacks and must be using Martial Arts. 
Example: Irol has a +85 08 with MA 
Striking Rank 2 attacks and chooses to 
attack Rue/ey twice in one round. 
Because he is striking twice in the same 
round he subtracts 30 from the 08 
applied to each attack (i.e. he makes 
two +55 MA Striking Rank 2 attacks). 
Of course, he may use part of his 08 
parry, and he still has the option of only 
attacking once at +85. ' 

• Weapon Kata: Only.Martial Artists may 
use weapon kata. A weapon kata is the 
use of a weapon in combination with 
unarmed combat techr.iQues. With an OB 
of 50 or more in the MA Rank being 
used, a knife kata can be used with MA 
Striking or stick kata with MA Sweeps & 
Throws. With an OB of 90 or better other 
weapons may be used. 

• Effect of Weapon Kala: 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 martial arts). Weapon kata may be 
used if a -20 modification is made to the 
OB of the particular rank being used. 

Most physical weapons are considered 
barbaric and useless in the SpacI Master 
universe, however some have effectively 
combined the use of the Power Sword 
with martial arts techniques. 
A weapon kata attack is resolved in the 
following manner: 

1) A normal attack is conducted on the 
appropriate martial arts attack table 
(striking or sweeps and throws). The 
08 modification of -20 is applied (any 
weapon bonus is also added). 

2) The weapon being used l11ay be 
fumbled as specified. However, the 
fumble range is decreased by 1 for each 
increment of 10 that the DB is over 50 
(round down and the range can never be 
reduced below 2). 

3) The number of concussion hits 
indicated on the martial arts attack table 
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 in~lects a 
second critical of one seventy level less 
[e.g. a result of C on the martial.arts 
(m.a.) striking attack table would also 
inflict a 8 slash (or puncture or head) if 
a Power Sword or Forceknife kata were 
used]. Important: Only one die rOil. is 
made to resolve both criticals. The type 
of extra critical is always Unbalancing 
for sweeps and throw weapon kata; 
while, the extra critical type can be 
Slash, Puncture, or Krush for striking 
weapon kata. If more than one 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 critical(s) 
instead of the Martial Arts Critical. This 
might be especially appropriate when 
using a power sword weapons kata, 
when slash and burn crits are more 
applicable. 

SUMMARY OF OFFENSIVE BONUS 

MODIFICATIONS (CUMULAnvE) 

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

-3~ = 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 
effectively without first being noticed. To 
use his ambush skill a character must 
approach his foe undetected and be able 
to strike before the latter can react. 

If the ambush skill is successfully used, 
the character gains a 'bonus' on their 
critical strike roll. This bonus consists of 
the ability to adjust the critical strike roll 
by any number up to the ambush skill 
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 allowed on a 
Space Master critical strike roll. To use 
this bonus, the attacker must first get a 
critical strike result on an attack table. If 
he does, 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 
allowed 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 tables (available in Arms Law & 
Claw LaWj, the Ambush modifier only 
adds to the critical roll (if desired). 
Sniping: (SP) Similar to Ambush, Sniping 
allows an attacker using a single-shot 
projectile 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 modify the 
critical results roll (if a critical is achieved) 
by a number equal tl) the sniping Sk~l 
rank. 
Linguistics: (SP) In SpaceMasterthere 
will of course be many different tongues 
with many racial origins. Each language 
must be developed individually in steps 
from a level at which the language cannot 
even be recognized to a level of full 
understanding (in which one comprehends 
inflection and idiom - and the snide jokes 
invariably made about off-worlders). See 
the Language Skill 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 and 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 a function of his profeSSion, although 
fighter-type characters will develop to this 
maximum faster under normal circum­
stances. 
Forgery: (8M) the ability to reproduce 
official documents, identity disks. etc. Use 
the construction table, with appropriate 
modifiers as determined by the GM. 
Counterfeiting: (SM) The ability to repro­
duce official currency, as well as falsify 
MERLOGH Bank records, Elmonit Cards 
and card data, etc. 
Survival: (SM) A successful roll indicates 
that the character has avoided the adverse 
effects of the environment. One roll 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: HoVMoist (Jungle); HoVDry 
(Desert); Cold (Arctic). Skill i~~I~des 
foraging for food as well as utIliZing 
shelter. 
Scanner analysis: (SM) A bonus when 
attempting to interpret information 
provided by portable scanning devices 
(Multiscanners, Medscanners, Repair 
Scanners). Skill must be picked in one of 
the three types specifically. This skill rank 
is useable at half-value when attempting to 
utilize one of the other two scanner types 
than it was specifically picked for. 
First Aid: (SM) Successful use can reduce 
bleeding .as much as 5 hits/rou~d. or other 
first aid techniques such as cardio­
pulmonary resuscitation and splinting 
broken bones. Skill in First Aid may also 
be used (at half of normal bonus, maxi­
mum of 25) 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 each of three similar skills: 
TBD (Tachyon Beam Dictor, used for 
interstellar communication), Microfr~­
quency Modulation 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 picked for. 

3.45 COMBAT SKILLS 
These skills are associated with the 

environmental and vehicular aspects of 
combat. Many are included here as a link 
to the Space Master games Star Strike 
and Armored Assault. 
Combat Pilot: (VM, DB/DB) This skill is 
used - as the name implies - only in 
Combat situations. It allows the pilot to 
maneuver in combat and increase his 
ship's attack DB, and/or the vehicle's DB. 
Note When actually used, the Combat 
Pilot Skill bonus can not exceed the 
pilot's Atmospheric, Orbital, or N-Space 
Piloting, or AFV Driver (whichever is 
appropriate) skill rank. 

AFV Driver: (VM) This skill bonus is 
applied to maneuver rolls when driving/ 
piloting Armored Fighting Vehicles. Skill 
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 skill is taken as the percent of the 
character's offensive. defensive. or 
maneuver bonus under the given condi­
tion. Conditions must be developed 
separately; examples are: Zero-G. 
Underwater. Extremely powerful gravity. 
etc. 
Missiles: (08) This skill bonus is the 
combat DB applied when using missiles 
and torpedoes. 
Projectile Gunnery: (DB) This skill bonus 
is the combat DB applied when using non­
explosive projectiles. autocannons. and 
ground-based artillery. 
Heavy Energy Projectors: (DB) This skill 
bonus is pa~ of the combat DB applied 
when utilizing an energy cannon of Mk 6 
or greater. 
Mounted Weapons Ambush: (SP) Very 
similar in concept to normal Ambush and 
Sniping (above). this allows an energy 
projector or projectile gunner to strike an 
opponent more precisely than normal. as 
reflected in manipulation of the critical roll. 
This is only possible when at least one fo 
the following conditions applie&: (1) the 
target construct is completely unaware 
that it is about to' be attacked and so not 
employing 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 A6 ASTRONAUTIC SKILLS 
o~ltal Pilot: (VM) This skill ~~nus is 

lied to all maneuvers requmng . 
af~osPheric and gravity-field proximity 
a 'ng of spacecraft: touch-down, take-off, 
~Cking atmospheric entry and exit, etc. 
The Vehicular Maneuvering Table (22.2) 
is used. 
H-space Pilot: (VM) This skill is ap~lied 
when carrying out N-space astrogatlon 
plots, as well as ~ny "seat-of-~our-pants" 
interplanetary flYing. The ~ehlcular 
Maneuvering Table (22.2) IS used. 
Hyperspace Pilot: (VM). Bonus used when 
rogramming and carrying out Hyper­

~pace astrogation. The Vehicular Maneu­
vering Table (22.2) is used. 
H-space Astrogation: (SP) Bonus is used 
to ascertain corre9t course for a~1 N-space 
journeys (usually Interplanetary In nature). 
The Vehicular Maneuvering Table (22.2) 
is used. 
Hyptlrspace Astrogatlon: (SP) This skill is 
applied to program to correct Hypers~ace 
course from computer data. The VehIcular 
Maneuvering Table (22.2) is used. 
Sensor An.alysis:(static) A bonus given 
when attempting to interpret shipboard 
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sensor displays. Appropriate computer 
programs may further enhance this ability. 

3.47 TECHNIC SKILLS 
The following are skills 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
function/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 moving parts, excluding the 
specific other skills mentioned below (ship 
landing gear and doors, for instance, are 
mechanical systems). 
Weapons Technics: (SP) All weapons and 
weapons systems, including ·fire control, 
gunner interfaces, mounted guns, hand 
energy and projectile weapons. This skill 
also encompasses shield generators and 
other defensive systems. 

. --~~~----------------~~~--~---• • 

Electronics Technics: (SP) This skill 
encompasses ElectroniC, Optronic and 
simple molecutronic 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. Includes 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.g., a character 
with ten skill ranks is proficient in nine 
computer languages). Note that the char­
acter must have had access to data related 
to the language chosen during the period 
that skill rank is developed. Languages 
must be chosen as the picks are made. 
Power System Technics: (SP) Includes all 
power generation units from batteries to 
MIA reactors, various drive systems and 
engines, including FTL drives. 
Crime Technics: (SP) Repair, modification 
and construction of devices directly 
related to forgery and counterfeiting, 
surveillance, security, tracking, etc. 
Medical Technics: (SP) Essentially "field 
medicine" and the use of equipment 
designed for emergency medical treatment 
and relatively minor field operations. 
Cybernetic Technics: (SP) Embraces the 
field of Robotics, and includes all aspects 
of robot and android repair and construc­
tion (mechanical, electronic, power and 
computer). 
Genetic Technics: (SP) Involves the actual 
alteration of existing gene patterns and 
abilities as opposed to the breeding 
science, 'detailed below. 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 program 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. 
Advanced Math: (SP) Calculus, differential 
equations, basic relativity. 
Chemistry: (SP)Elemental composition, . 
reactions, compounds, etc. 
Planetology: (SP) A general science . 
embracing the fields of geologic, meteoro­
logical and geographic analysis in a 
planet-wide context, concentrating on 
sweeping environmental systems . 
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Astronomy: (SP) Stellar analysis and 
survey. 
Metallurgy: (SP) Elemental structure 
analysis; alloys, etc. 
Tachyon Physics: (SP) Hyperspace, 
sensor fields, Neutrinos, Photinos, etc. 
Medical Practice: (SP) Bonus when 
attempting to perform operative 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 similar 
equipment. The skill rank or bonus cannot 
exceed the character's skill rank or bonus 
in Medical Diagnosis. Unlike 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 minimum is required to 
purchase and use medical field equipment 
and healing drugs. A skill of 50 + is 
required for certification in surgery and 
more powerful and/or recreational drugs. 
Note: These skill ranks for certification 
are recommendations; the GM may wish 
to raise, lower or abolish them as he sees 
fit in his game system. 

Gen,etics: (SP) Advanced understanding of 
genetic principles. Not simply basic 
genetic influences, but the ability to 
construct breeding patterns and match 
pairs of entities to achieve specific goals, 
reinforce trends, etc. (Eugenics) 
Cybernetics: (SP) The design and 
development area complementary to the 
Technic skill of this type described above. 
General Biochemistry: (SP) Analysis, 
basic genetics. 
Note: all of the "Xeno" skills below 
actually represent a myriad of sub-skills, 
much like the heading "Adrena~ Maneu­
vers" (see Section 3.44). A character 
wishing to apply his skil/bonus based on 
knowledge of ofle planet's botany to the 
botany of another planet gets half-value 
of his skill bonus. A character choosing 
to develop the 'general' sub-skill 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. 

Psychology [Xeno): (SP) Analysis of 
various racial psychologic makeups. As 
with History, must be either very general, 
or a specific race/culture must be chosen. 
Medical Diagnosis [Xeno): (SP/SM) 
Understanding of anatomy 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 all races (use of field equip­
ment and healing drugs). Diagnosis skill 
for a specific race of 30 + is required for 
surgical certification (and reasonable 
competence). 
Botany [Xeno]: (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 developed 
simultaneously, assuming research 
materials available. 
Zoology [Xeno): (SP) Animal life; either in­
depth of a specific planet or a general 
education in zoological trends. Must be 
decided when skill picked. Several 
different 'zoologies' may be developed 
simultaneously, assuming research 
materials available. 
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 simultaneously, 
assuming research materials available. 
Anthropology [Xeno]: (SP) Linguistics, 
custofTIs, habits and cultural trends of any 
known races and cultures. As with 
History, must either be very general, or a 
specific planet/culture chosen. 

3.49 ENGINEERING SKILLS 
Mechanical Engineering: (SP) The 
des!gn and development area complemen­
tary to the Technic skill of this type 
described above. 
Weapon ,Engineering: (SP) The design 
and development area complementary to 
the Technic skill of this type described 
above. 
"Electronic Engineering: (SP) The deSign 
and development area complementary to 
the Technic skill of this type described 
above. 
Computer Engineering: (SP) Concentra­
tion on program development and facets 
of software engineering, as well as new 
logic and memory systems. 
Power Systems Engineering: (SP) The 
design and development area complemen­
tary to the Technic skill of this type 
described above. 

3.410 TELEPATHIC SKILLS 
The skills available 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 relation to 
Telepathic skills. See Part IV of this book 
for rules for skill acquisition, casting, and 
lists of Telepathic Powers. 
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SECONDARY SKILLS 
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The Primary Skills dealt with above are _I 
by no means the only factors applicable te el 
a realistic SFRP game situation. The GM 
may discover other-skills which have -I 
significant bearing on adventures and mal e I 
wish to permit the PCs to develop them a! _ 
they would those detailed in Section 3.4. __ II 

A sampling of additional skills is 
included below. These Secondary skills I 
are more specialized than the basic _ 
Primary skills discussed earlier. They are el 
often tied to, or indicative of a PC's I 
profession or trade. Still, they add e_

1 considerable detail arid flavor to a game. 
GMs incorporating some or all of these _I 
skills can handle them exactly as they I 
would primary Skills, with the cost of l­
developing skill ranks keyed to a PCs -I 
profession. alternatively, the GM can _I 
assign a profe~sio,n of the character I 
involved. Secondary skill bonuses followl e 
the same progression as primary skills. I el 

:1 
:1 -, 
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Tracking 
Trading 
Trickery 
Tumbling 
Visual Arts 
Weather-watch, 

.1ii 1ii 
~ .c 0 'lU '0. '0. e ~ 

1ii CL 0 0 Q) 
Q) ~ 1ii e:: '0. Q) 0 0 

~ 
a; 

Q) e:: u 1ii '2 0 l-e:: 'E 'i5 e:: 'E .l!! 15 Q) '0. Q) '" 
Q) 

2 e:: ~ ::E 0:: -0 e:: .<:: 
w « w l- I- Skill 

215 3/6 1/3 3/6 2[1. . Acrobatics 
.. 216 1/5 1/3 ", ,1/5 ·2f7,'~.,Acting 

L£l4!!.QfW~~"".U ... .J;. ~/6 ......... J/3 ....:_., 2I5"' . ....:.;..~/f3 ..:S.~?I?.....,_.i.Adverti$lng :~,,:..;, ... ~ 
1/5 1/3 4 214 5 Administration 
2/5 5 4 4 5 Animal Healing 
2/5 5 3 3 1/6 Animal Train 

, . 3/5 4 1/5 ' 4 3/6 Appraisal 

a5;;j~:qi~!i1:~'=:~.:·.~ .. ::~".~:~~.:~~ .. ·._jEf~~~~·;3~tlffis~~ :~1~=~r~!:~~~;~±\ 
1/4 3 3 5 1/3 5 215 Contortions 
114 215 1/5 1/4 1/2 1/3 215 Dance 
1/2 1/3 1/3 1/2 1/4 2/3 113 Diplomacy 
4, .4, 4 4 4 

215 215 1/4 3 4 4 5 216 3 1/3 
2f7 215 1/4 3/5 3/5 2/7 3/5 215 216 1/5 

Pr/Qu 114 114 1/3 214 214 115 215 214 215 1/2 214 2/4 

~~~t ~,~~~!,:~~~,%,~~~ \j'~~;\'!i:J:~1t~",~1~\',~N;lf;?~'~;;i: .. \;: 

5 
1/4 
215 

. "f' ~~~J ?; 
216 

5 5 
1/5 215 
1/2 1/3 
113i;)i;3 ... " 
21· '5'''~'''':-~3'f7' ·S1 .. 2I5'~' . 'i>;,: .. ~';:>- .': 
1/41/6 3 

Sailing 
Seduction 
Signaling 

J~?'Singing :i' 

" . Star-gazlng 

Key * If one weapon (or fighting technique) is sanctioned. cost is 112 § If skill Is sanctioned. adolescent cost is 1/* 
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SECONDARY SKILL DESCRIPTIONS 

The skill 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 impersonating 
others, devising new identities, etc. 

Advertising (In/Re) BO'nus for successfully 
marketing a product or service. Must be 
developed separately for each culture encoun­
tered; otherwise bonus is halved for all but 
specific culture researched. 

Administration (IntEm) Bonus for functioning 
successfully within any entity where record 
keeping, personnel interaction, and bureauc­
racy is present. 

Animal Healing (Em/Re) Bonus for administer­
ing medical aid to injured animals. Allows 
one to' stabilize or repair light wounds and 
illnesses. Successful static maneuver can 
stop (or reduce) up to 3 hits/rd bleeding .. 

Animal Training (Emlln) Bonus for training a 
particular type of animal (bird, mammal, or 
other type). 

Appraisal (InfRe) Bonus for determining or 
estimating the value of an object or goods. It 
is suggested that the character gain skill in a 
specific area, such as gems and minerals, 
Sianetic Harbinger artifacts, jewelry, equip­
ment from various Prelmperial periods, etc. 

Athletic Games (Ag/Qu) Bonus for playing any 
one game primarily involving agility, coordina­
tion and motor skills. 

Caving (SO/Re) Bonus chance of determining 
natural course and lay of a cave or cavern 
(passage or chamber). Bonus when attempt­
ing an unassisted maneuver in a cave. 

Con,ortlons (Ag/SO) Bonus for manipulating' 
one's body in order to move through small 
openings or absorb sudden crushing impact 
(other than falls), Helps in escapes from 
bonds, etc. 

Dance (Aglln) Bonus when attempting,1o 
recreate a dance one witnesses, inclueing 
rituals, etc. 

Dlplomaey (Prlln) Bonus for operating suc­
cessfully in a bureaucratic environment, such 
as a royal court or any other large govern­
mental or corporate structure. Tact, negotia­
tion, and deceit are all facets of Diplomacy. 

Directed Pslon (Ag/SO) BOnus for utilizing 
certain Psions which can be 'aimed'. Skill may 
be directed separately for each such Psion~ 
Generally skill 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 
least once er day (either intrinsically or from 
an item). This skill is important for it allows 
certain Telepaths to specialize in particular 
Psions the same way that Armsmen may 
specialize in their weapons. 

Disarming (AglQu) Bonus for an attempt to 
remove an object from from an opponent's 
grasp. If the user rolls 101 + (1-100 open- . 
ended plus skill bonus), then the opponent 
must make a RR vs the level (# of skill boxes) 

of disarming skill used. User must be within 
reach of opponent and (normally) have 
'surprise'). 

Diving (SO/Ag) Bonus for controlled falling 
maneuvers . 

Drug Tolerance (Co/SO) Bonus for reSisting 
the effects of anyone type of intoxicant, 
poison, or other chemical substance. Bonus 
is applied directly to the RR.Skill must be 
developed separately for each type of drug 
(e.g., alcohol, sodium pentathol). One need 
not be conscious to have the bonus .. 

Falsification (Re/SO) Bonus for creation of 
. false but believable manual writings or ill­

ustrations (e.g., forgery, counterfeiting, etc.). 
Foraging (In/Me) BonL:s for chance of finding 
any local source of potable water or edible 
plants and animals. Includes' skill at basic 
food acquisitions such as gathering or fishing. 

Note: skill only applicable on user's Home­
world or where flora and fauna are identical; 
otherwise Foraging-skill cannot exceed user 
Xeno Botany or Xeno Zoology bonus for 
ecology in Question. Skill success also as- . 
sumes availability of food. (All the Foraging 
skill in the world won't help you on a lifeless 
asteroid, buddy.) 

Frenzy (Em/SO) Bonus to attempt to go into a 
state of single-minded, unpredictable rage 
which results in an additional +30 to DB, the 
ability to take twice normal concussion 
damage, deliver twice normal concussion' 
damage when using a melee weapon, and 
immunity to stuns. (This differs slightly from 
Character Law Frenzy). Onclt in frenzy, 
however, user has no DB bonus other than 
armor or energy shield, and.cannot parry. 
Preparation for Frenzy takes one round and 
occurs with a 101 + roll. Once in a frenzied 
state, the character may make a static 

. maneuver each round in order to resume a 
. normal state. 
Gambling (Me/Pr) Bonus when playing any 
game with a Significant element of luck or 
bluffing. 

Interrogation (IntErn) Bonus for extracting 
information from an intelligent source. This 
mayor may not include causing discomfort to 
the target, though a +25 bonus is received if 
the target is discomforted (mentally: or 
physically). If the 'target is discomforted, , . 
however, and the net Interrogation roll is 
negative, the target may suffer a major mental 
or physical injury, or death. In such a case, 
the target should roll a RR using SO/Co as a 
modifier to determine the extent of the injury. 
Note: Psionic powers such as Firenerves and 
Agony are safe and useful for Interrogation 
·purposes. This skill not only applies to tor­
ture but also includes tt'/B ability to manipu­
late the target's psyche (i.e., trick him) into 
revealing information. 

Meditation (Pr/SO) Bonus for entering, leaving, 
and exploiting meditational trances. Each 
hour of meditation equals two hours sleep. 
Once in trance, user is normally oblivious to 
outside activity. Physical prodding allows one 
to make a static maneuver to leave trance, as 
does a painful strike (modify by +25): , 

P -18 

Music (Ag/Em) Bonus knowledge of anyone 
instrument, bonus skill in anyone written 
musical language. 

Navigation (Relln) Bonus for determining 
proper directions and distances when using c 
map in conjunction with. some directional aid 
such as a compass, a landmark, or the stars. 
This includes the concept of orienting, and is 
applicable on land or water. Skill must be 
developed separately for each planet on whic 
it is to be used . 

Propaganda (In/Em) Influencing others 
through indirect means, rather than direct 
speech. Includes such ideas as starting 
rumors, as well as designing large disinfor· 
mation campaigns. 

Public-speaking (Em/Pr) Bonus for impress­
ing, entertaining, or manipulating large 
groups. Diplomacy is used to deal with indi­
viduals. 

Qul.ck-Draw (Qu/Ag) Bonus for drawing or 
chang-ing weapons. In certain cases a GM 
might ai-Iowa character whose roll totals 
101 + over an opponent's roll to fire an eneig) 
or pro-jectile weapon and determine results 
before oppon-ent can fire ("go ahead, make 
my decaday .. ."). 

Saiilng (Emlln) Bonus for sailing maneuvers, 
and 5% per Skill level knowledge of a . 
particular water-lore (e.g., about bays). 

Seduction (Em/Pr) Bonus when attempting to 
. emotionally, sensually, or sexually manipulatl 
someone. 

Signaling (Me/SO) Bonus when using any forr 
of signal communication other than language 
Signals can be visual (hand motions, flares) 
or audio. 

Singing (Prlln) Bonus for attempts 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 comple­
ment to one's navigation skill. Must be 
developed separately for each planet; 
otherwise bonus is halved for all but specific 
planet researched. 

Subduing (Ag/Qu) Bonus for attempts to 
immobilize a foe by applying a sharp, hand­
delivered blow to precise point on the victim'! 
upper body. An attack roll of 101+ results in; 
sucgessful attaCk, although the victim still 
receives a RR. In order to use this skill, the 
character must approach the foe unQetected 
and be able to strike before the latter can 
react. Should the foe be engaged in melee, 
the subduer's skill bonus is halved. Subduin, 
attacks cannot be made against foes whose 
armor is rigid and covers the entirety of their 
body above the legs (e.g., normally ATs 11, 
12,15,16,19, and 20). 

Tracking (InlRe) Bonus for tracking maneu­
vers. 

Trading (RelEm) Bonus for transactions involv 
ing a bargained exchange of money or goods. 

Trickery (Pr/Qu) Bonus for any maneuvers 
involving sleight of hand: picking pockets, 
confusing sight tricks, and sleight-of-hand 
diversions. 
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rumbling (Ag/SD) Bonus for horizontal dives. 
rolling. or va~lting maneuvers. or swinging on 
stationary objects. 

Visual 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-----­SIMILAR SKILLS 

Because of their nature, many skills are 
• considered to be simi/arto others, thus 
• allowing a character to in essence have 
• partial skill bonuses for skills similar to 
• those he has picked skill in', 

• 3.61 WEAPON SKILLS FOR 
• SIMILAR WEAPONS 
• Certain weapons require skills that are 

very similar to other weapons. For 
• example, the use of a Blast Pistol is very 
• similar to use of a Laser Pistol. In ihe 
• basic rules, skill in every w'eapon must be 
• developed separately. 
• This optional rule allows for skill in one 

weapon to affect the skill of a character in 
• a "similar" weapon. The skill rank bonus 
• with a particular weapon is the skill rank 
• bonus with that weapon or half the skill 

rank bonus of any similar weapon -
• whichever is higher. The Similar Weapons 
• Chart in 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 
weapons. ' 

• 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 112 of 70 (i.e., 35) is 

higher than +20, Ryk can use a Laser 
• Rifle with a +35 skill rank bonus. 
• Alternatively, 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. 

• 
Example: A group of similar vehicles might 
include gravitic cars and small gravitic 

• trucks, as well as ground-effect cars. 

• • • • • • 

4.0 ' 
PROFESSIONS 

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 does not prohibit the development of skills; it merely makes 
some skills harder and others easier to develop. 

Every profeSSion falls into one of 6 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 r~lm 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 "-
least 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 Maste" with so many variable 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 taken to maintain play balance. 
4.,1 _____ __ 

ASTRONAUTS 
The following three professions involve 

the front line of adventuring in SpacB 
Master, concentrating on the skills of 
combat, and operating the myriad 
weapons and ships available. 
Armsman: The arms speCialists of Space 
MastB', 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 bonii's of + 3 
per level 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, Piioting, and Astroga­
tion skills, up to and incl:.:ding 20th lev&1. 
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 on all Piloting, 
Astro.gation and Survival skills, up to and 
including 20th level. The Prime RequiSites 
for an Explorer are Quickness and Agility. 
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4.2 _____ _ 

TECMNICIANS 
The following professions use skills 

relating to the actual repair and construc­
tion of mechanical and electrical devices. 
Although they have access to Researchl 
Design skills. tliat is not their specialty. 
Systems Tech: This profession specializes 
in Mechanical and Power systems -
including ship drives and reactors - and 
receives a + 2 per level (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 Tech: Electrical Techs concen­
trate on Computer systems, all non­
weaponry electronics large or small, and 
all Robotics repair and construction. 
Eletrical Techs receive a + 2 per level (up 
to and including 20th) when using Elec­
tronics Technics, Computer Technics, and 
CybernetiC Technics skills. Prime Requi­
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 associated 
gunnery equipment. Arms Techs receive 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 Tech are Memory and 
Agility. 

I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 

", 



.................... ~...................... . -. 

4.3 _____ _ 

RESEARCH SCIENTISTS 
The professions listed below are less 

adept at field work than research and 
. design skills. They have easiest access to 
Scientific Skills. 
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 Intuition and Reason- . 
ing. 
Physician: The role of the PhYSiCia,l'in 
Space Master includes more than ever 
before. They possess an aptitude not only 
surgical and diagnostic skills, but also 
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 skills. Prime 
Requisites for the Engineer are Intuition 
and Reasoning. 

4.4 _____ _ 

FIELD SCIENTISTS 
The next three professions combine the 

abilities of a research scientist with 
aptitudes in combat and Astronautic skills. 
Criminologist: Those choosing this 
profession can fall on either side of the 
Law, being either masters of the technolo­
gies of committing crime (devices to 
forge, infiltrate and pick locks) 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 skills of 
Drug Tolerance, 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 a.ld the Xeno Scientific skills of 
Biochemistry, Botany, Zoology, History, 
and Anthropology. The Prime Requisites 
for a Planetologist are Reasoning and 
Empathy. 
4.5 _____ _ 

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 sdence and psychol­
ogy. They receive a bonus of +3 per level 
in Administration, Diplomacy, Public 
Speaking, and Psychology. Their Prime 
RequiSites are Presence and Empathy. 
Entertainers: 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 and Empathy. 
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Theologists: These beings are skilled in 
evangelism (or their own cultural equiva­
lent), counseling, and theological 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 
ExploreriTelepath. For detailed 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 aI/ 
Psion lists. Prime Requisites for True 
Telepaths are Self-Discipline and Pres­
ence. 
Semi-Telepath: When this option is 
chosen. the Semi-Telepath may replace 
two categories of Semi-Telepath 
development 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 other 
profession, renecting a better aptitude ir, 
those skills. His Prime Requisite is based 
upon what Field of Telepathy he chooses. 
Part IV should be carefully read before de­
velopment of a Telepath or Semi-Telepath 
is attempted. Note that Semi-Teleoaths do 
not receive the per-level skill bonuses that 
the regular full professions do. 

Base Field Prime Requisites 
Visions Self-Discipline, Intuition 

Alteration Self-Discipline, Empathy 
Control Self-Discipline, Presence 

Self-mastery Self-Discipline. Presence 

Note: Normally Semi-Telepaths use the 
Secondary Skill costs for True Telepaths. 
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: EXPERIENCE AND ADVANCING LEVELS 
• "No pain, no gain. It 

• • • 
Slogan of the Pre-spaceflight 

Wellness Philosopher "Soloflex" 

• Each character in a fantasy role-playing game has a "level" that represents how 
• capable he is. Characters become more powerful and skilled by advancing levels as 
• they gain "experience". Experience is represented in play by experience pOints which 

the GM awards to characters for certain activities and achievements. Normally, a 
• character starts playas a 1 st level character, and his level increases as he acquires 
• experience points; it increases when his experience point total reaches certain totals, as 
• explained in Table 5.2. .5.1 _____ _ 

• EXPERIENCE GUIDELINES 
• The rewards derived from role playing 
• are many, and among these; experience 

point accumulation is probably the most 
• graphic. It is a significant factor under 
• most SFRP 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-
• consuming. 
• These guidelines are aimed at providing 
• a workable, balanced approach which 
• rewards those who have actually derived 

the most experience from an adventure 
• without creating situations where the GM 
• must make too many or overly subjective 
• decisions. 

The suggested experience points 
• awards are guidelines; the GM should feel 
• free to modify them whenever common 
• sense indicates that they are out of line. 

• • • • • • • • • • • • • 
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The GM may total and reward experience 
points at any convenient time. This 
usually occurs at the beginning or end of a 
session of play. 
The Experience Guideline Table - The 
basic pOint values for certain experiences 
are given inTable 5.2. They are the 
normal rewards and are subject to 
modification as a result of circumstance. 
The experience multipliers reflect the 
"uniqueness" and the learning value of a 
given event or action and may act to 
significantly increase or decrease the 
norm. They should be applied to all 
standard experience values (where 
applicable). 

To calculate a player's experience 
pOints, simply find the number of pOints 
he or she receives from each experience 
point category and then (1) apply the rel­
evant bonuses; (2) use the multipliers to 
get an adjusted figure in those categories 
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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 install his on categories or 
bonuses if needed (e.g., "quest pOints" or 
"miscellaneous 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, 
kills a specific creature on a frequent 
basis, always uses a Psion in a given fix, 
or has a given religious experience 
periodically. 
Experience Point Multipliers - All of the 
experience point guidelines given in Table 
5.2 may be multiplied by 5 if the activity 
has never been performed before by the 
character, by 2 if the activity has only been 
performed once before, and by 1/2 if it has 
become r-outine. 
Negative Experience 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 they exist at all. 

In the rare case when negative pOints 
awarded bring a character's experience 
point total below the minimum for his level 
he loses all benefits earned for that level 
(Resistance Rolls and combat bonuses), 
although he retains his acquired skills. 
Skills currently being learned and stat 
gains are not acquired until he reaches the 
next level. 
Miscellaneous Points - Most of the 
experience point guidelines 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). It is 
more difficult to award experience pOints 
for activities and accomplishments in a 
strategic environment (Le., less structured 
than the tactical environment). Travel 
pOints reflect the experience gained by 
traveling through new and stimulating 
regions. The GM should award miscella­
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, etc.). 

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 goal, casting non-combat 
Psions, etc.). They are also awarded for 
any actions or accomplishments that the 
GM deem worthy of reward. 



5.2 EXPERIENCE GUIDeliNES TABLE 

BASIC EXPERIENCE MUL nPLIERS (relates to specffic characters and situations): 
1 st Time 2nd Time Subsequent Times Routine 

xS x2 x1 x112 

EXPERIENCE VALUES: 
Exper. category (and multipliers) 

1) Kill Points 
Kill points 
Kill point bonus for own race 
Kill point bonus for olher races 
Kill points for non·personnellargets 

Kill point multipliers: 
1/10x - foe is unarmed 
11Sx - foe is underarmed' 
1/Sx - foe has no opportunity to respond to the 

attack 
1 x - foe has comparable arms 
1 1/2x - foe has superior arms 

2) Hit Points 
1/2x - You are knocked out 
2x - Foe Is knocked out 

3) CrItical Points 
1/10x - Foe Is unconscious 
1110x - Foe is immobilized or disarmed 
11Sx - Foe Is stunned 
1/5x - Foe vehicle is unshielded/sensor blind 
2x - In single combat with foe 

4) Idea Points 

5) Maneuver Points 
112x - Routine thru Medium 
1 x - Hard thru Extremely Hard 
2x - Sheer Folly and Absurd 

(extra 1 112x - Damaged) 

. 
" 

Value 

#tiits + (20 x 1vI) 
150 
100 - 2000 
#hits + (10 x An 

with bonus points determined 
by Ihe GM if justified. 

1 experience point lor every hit you 
receive or deliver. 
1 experience point for every hit the 
vehicle receives or delivers. 

A Critical. 5 xlvi 
a Critical. 10 xlvi 
C Critical. 15 xlvi 
D Critical. 20 xlvi 
E Critical. 25 xlvi 

50% of sum of the group's total 
points (other than ideas) where 
one's plan was the reason for the 
success. If more than one character 
conceived of the plan, allot equal 
portions of the Idea Points to each 
of them. 

Value is equal to the number of 
experience points which were 
generated as a direct result of the 
maneuver, even If thosa resultant 
points were generated by a 
character other than the one which 
performed the maneuver. 
The GM may also award Maneuver 
Points for unique or daring moves. 
In this case the GM can consult the 
following chart. 
Routine ..................................... O 
Easy ..... , ................................... 5 
Light ....................................... 10 
Medium .................................. SO 
Hard ..................................... 100 
Very Hard ............................. 150 
Extremely Hard .................... 200 
Sheer Folly ........................... 300 
Absurd .................................. SOO 
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Notes 

E.g. A human kills another human who is 10th level and lakes 75 hits. Thl 
victim is worth 375 Kill Points: 20 x 10(level) + 75(hits) + 100(own race). 

E.g. A Devonian gunship oblilerates an armed 1000 hit exploration vessel 
in a quick battle. II was AT 23. The gunship gunners would share 1230 Kil 
Points: 10 x 23(An + 1oo0(hits). 

Add bonus to standard Kill Point value before applying the multipliers. 

For vehicular battles, Kill Points are distributed equally to all personnel 
directly inVOlved in the combat at the time of the kill. For personal combat, 
Kill Points are awarded to the character delivering the killing blow. While 
in a vehicular unit, experience lor Hit POints received are distributed 
equally among all command personnel. Experit'!nce for hits delivered are 
distributed directly to the persons responsible. 

These points are given for any criticals inflicted on a foe, regardless of 
their effect. 

Calculate the total number of points the members 01 the group got as a 
result of the event or action. Divide figure in half, rounding up. This is the 
group Idea Point total. and should be awarded to 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 Idea Points can be 
awarded. 

E.g. A group gains 4000 experience points during a successful excursion 
planed by two group members. The Idea Point total equals 2000: 4000 x 
112. Each planner gets 1000 points provided that each made an equal 
contribution to the plan . 

Calculate the total number of experience points that resulted from some­
one's successful. planned maneuver of a truly inspired nature (E.g. Mr. a, 
the neo-human, is pinned down by hostile laser fire while his commander, 
Jacko, who is about to be eaten by an ugly carnivore, is in a large pi! only 
10 meters away. Mr. a sees Jacko's MLA pistol 2 meters in front of him, 
near some cover. Mr. a braves the fire and tumbles towards the pistol, 
grabbing and hurling it towards Jacko .. while following through with his 
tumble and getting behind the cover. Jocko catches the pistol and kills the 
beast at the lastpossible moment. In this case, if Mr. a survived, he would 
get Maneuver Points equal to the total that Jacko got for killing the ugly 
carnivore.) If Mr. a's maneuver had allowed him to kill the beast, he would 
have received the Kill Points, and the Maneuver Points. 
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6) Near Death Points 

n Travel Points 
2X' Rugged/moderately dangerous terrain 
2X' For Astragator supplying accurate course 

plot 
2X' For Pilot successfully executing all the 

required maneuvers. 
3x· Extremely dangerous terrain/territory 

8) pslon Points 

8) R .... rch Points 

lJ2x • Subsequent attempt at same problem 
Ox • Routine 
Ix • Easy 
2X • Moderate 
5x • Hard 
tox • Complex 
SOx • Very Complex 
500x • Absurd 

(Basic experience multiplier is applicable 
for the scientific skill type used, not the 
specific problem ancountered.) 

10) ModlflcatJon/Constructlon Points 

2X • equipment works under field conditions 
after the Initial modilication/construction. 

t/2x • equipment works under field conditions 
only after a subsequent mod/construct. 

Ox • Routine 
tx • Easy 
2x • Moderate 
5x • Hard 
tOx • Complex 
SOx • Very Complex 
500x • Absurd 

(Basic experience modifier for new mods! 
constructs, only apply to the relevant 
technic skill used.) 

11) Repair Points 

Ix • Routine 
2x • Light 
3x • Moderate 
4x • Severe 
5x • Very Severe 
lOx· Extremely Severe 

5.2 EXPERIENCE GUIDELINES TABLE 
One half of your own kill point value. Calculate the value of the player using the basic Kill Points. Do not use 

the ·own race" bonus. If the player was given a normally mortal wound, 
but survived, then the player would receive half of his own Kill Point total. 

" 

.. i. 

5 experience points for every 10 kms Calculate a player's travel distance and take great care when applying the 
that a character travels while conscious multipliers. Do not be concemed with distance accumulated treveling 
and able to interact with the environ· around the house or in a space ship, etc. This value should be a simple 
ment. approximation based on "travel". Do not award points for travel while 
1 experience point for every 20 kms of asleep, or during Induced unconsciousness. Also do not award the points 
air, sea, or vehicular ground trevel. for Instantaneous travel like teleportatlon. 
1 experience point for every 100 LS of Hypershuntlng can not be modified due to trevel through dangerous 
N·space travel. territory because it occurs in an altemate and Impartial universe. 
1 experience point for every L Y of 
hyperspace travel. 
10 experience points for every sue· 
cessful orbital maneuver. ' 

" 
1 experience point for every power E.g. Karlson casts a 5th level psion using 5 power points. On top of any 
point used by the player. other points he may have received as a result of the psion's effects, he is 

awarded 5 experience points just for casting it. The pslons cast must 
have some purpose; a telepath gets no points for just using all of his 
points at the end of the day. 

- . 

Experience points equal the % of the Experience points for research are distributed equally to all persons on 
total research accomplished in the the research team. E.g. 500 Research Points are generated In an 
attempt. atmospheric analysis. Two scientists use their skills In a jQlnt effort, so 

they get 250 experience points each. 

-

- r' 
~ -

Experience points awarded equal the ModlflcatiorVCOnstructlon points are awarded after the' character(i) 
unmodified dice result rolled for a know that their equipment works under field condItIona. Points are 
successful mod/construct attempt. distributed equally among team members. This category can also be 

uied for awarding points for successful medical operations. 

r 

Experience points awarded equal the RepaIr Points are divided equally among the repair team members. 
final unmodified dice result rolled 
for the completed repair. 
ALSO 1 experience point granted for 
every damage point repaired on any 
vehicular (robot, ship, aircraft, etc.) 
unit. 
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5.3 _____ _ 

---A-CHARACTER'S LEVEL 
The level for each character is deter­

mined by how many experience points he 
has accumulated. A character starts at 1 st 
level with 10,000 experience pOints. Table 

'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 usually 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 level does 
not increase after 20th level. 
5.4 _____ _ 

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 

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 components 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 value. For 
each stat, roll 0100. 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 result in 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. 
Example: Teruk's Empathy is a 57, his 
potential is 71 (a difference of 14). He rolls 
a 47, which (on 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 to learn new ones. Provided they 
have been developing the skills to the 
satisfaction 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 ski" develop­
ment pOints they have on the basis of their 
(possibly) new stats and expend those 
pOints to begin to learn skill. 

Should a character gain an experience 
level without having first completed this 
process (I.e., enough experience pOints 
attained to advance two levels), he gains 
the skills picked at the previous level. For 
example, if a character gets enough 
experience to advance 2 levels, he would 
acquire twice the skill ranks being devel­
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 level bonuses and 
modifications; level bonuses; Resis 
tance Roll modifications due to level. 

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 1 0,000 experience points. The follow­
ingchart Illustrates the progression from this 
stage on. 

level Points Required 
1 ................................................... 10,000 
2 ................................................... 20,000 
3 ................................................... 30,000 
4 ................................................... 40,000 
5 ................................................... 50,000 
6 ................................................... 70,000· 
7 ................................................... 90.000 
8 ................................................. 110,000 
9 ................................................. 130,000 
10 .............. , ................................ 150,000 
11 ............................................... 180,000 • 
12 ..................................... : ......... 210,000 
13 ............................................... 240,000 
14 ............................................... 270,000 
15 ............................................... 300,000 
16 ............................................... 340,000 • 
17 ............................................... 380,000 
18 ............................ : .................. 420,000 
19 ............................................... 460,000 
20 ............................................... 500,000 
21 ............................................... 550,000 • 

All of the levels after one attains 20th level 
cost an additional50,000,experience points . 
• All of the asterisked points denote an 

increase in the required pOints necessary for 
progression. 
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• RACE AND CULTURE 
• The follo~i~g section ~iscusses a nur:nber of various races from the system point of 
• view. In addition to a variety of humanoids, a few examples of unusual alien races are 
• included. 

·6.1 .. -----
• SOME HOMINOID RACES 
• AND VARIATIONS 
• Let us begin this discussion by defining 
• the parameters of the sentient beings that 
• players in the Space Master universe will 
• likely encounter. The majority of sentients 

encountered by the players (or used as 
• characters) will ultimately harken back to 
• Terran stock. Because the Space Master 
• universe is so far in our future (about nine 
• thousand years), the old racial connec-

tions to Terra will be blurred, as many 
• cu~ures will have been separated from 
• their forefathers for millennia. If one 
• accepts the hypothesis that ancient alien 

beings visited earth during man's infancy 
• and transplanted Homo sapiens stock to 
• other planets, (and even performed 
• genetic alte~ations there), then the 

presence of the subspecies humans can 
• also be justified. In most cases, players 
• will be interacting with hominoids. 
• Hominoids are defined as any being or 
• machine which resembles the classic 

hominid form. In Space Master, the most 
• common hominoids are: . 
.1) Terran humans (that's us), xeno-
• humans (humans of other worlds), 
• humanoids (naturally occurring genetic 

drift mutations). 
.2) Transhumans (eugenic improvements 
• on the base human), neo-humans 
• (constituting the next natural evolution-
• ary threshold of humanity in general). 

J) Alterant Replicants (beings which are 
• genetically altered in the pre-fetal 
• stages), hominid clones (exact 
• duplications), cybernetic organisms 
• (half-~ominid, half-machine beings). 

I) AndrOids (sentient machines in hominid 
• fo.rm) and any other sentient beings 
• With hominid configurations having a 
• hydrocarbon based physiology. This 
• latter classification of the hominoid is 

the source of the most "alien" of 
• creatures that one will find in Space 
• Master, as their evolution and techno-
• logical development would be incom­
• parable to human standards. 

• • • • • • • • 

6.11 TERRAN MUTATIONS 
This division includes hominoids 

d~rived from basic Terran stock races. 
Mmor natural mutations may have 
occurred due to genetiC drift and environ-
mental demands. . 
Humanoid I: A once-human population 
whic.h h~s been !nfluenced by heavy 
gravity field. ThiS sub-species has 
therefore developed more bu.Jky and 
powerful muscles, but their mental 
abilities, reflexes, and agility have suffered 
due to other environmental effects. The 
conquering Terrans have found this type 
of huma~oid appropriate for heavy labor 
and warnoNelated purposes. 
Humanoid II: A race which has become 
quicker and more agile than average, but 
perhaps not as strong as the stock 
specimens. 
Hu.manoid III: A highly intelligent homi­
nOid race whose muscle and bone 
structures have atrophied somewhat. 
When Humanoid Ill's are integrated into 
normal human SOCieties, they excel in the 
research sciences. 

6.12 TRANSHUMANS ,~ 
Another mutation type is known as 

Eu~enics. This is a controlled program in 
which parents are paired over mUlti­
gen.erational spans to reinforce positive 
attributes and suppress inferior ones. It is· 
~n a~ificially accelerated evolution. Keep 
~n mmd that the examples given below are 
Just t.hat - examples. Many variations are 
pOSSible, but the GM' must keep in mind at 
all times the necessity for play balance. 
Tran~human I: Bred to be fighters, this 
type. IS extrem~ly strong, though not 
particularly agile, and quite stupid. 
Transhuman II: Excellent agility and 
memory for technical systems; under­
stands machines very well. They make 
perfect technicians and engineers. 
Transhuman III: Highly intelligent Eugen­
ics offspring, Transthrees are adapted for 
research and information maintenance. 
Many are trained in Memory Mode. . 
Transhuman IV: These beings 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 abilities. Unfortunately 
they almost invariably suffer from a ' 
s~perior ego along with everything else. 
Fives were used as breeding stock for the 
S.evens, 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 
Ma~", wh? seem better able to reign in 
their passions through Self-Discipline. 
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The first Transfive was a particularly 
successful individual, Hyatt Kurtez, and is 
the apparent source of the slang /fykur 
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 
muscle and nervous structures. Incredibly 
strong and yet agile, they are giants 
among average humanoids .. TranSevens 
easily find employment as bodyguards and 
mercenaries and are also famous for 
mindless loyalty. 'Mindless' is the 
operative word, for though they can think 
- and so act - quickly given simple 
parameters, higher thought processes are 
generally beyond them. 
Transhuman VIII: This type possesses a 
fully functional set of gills in addition to 
normal 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 XI:These are more versatile 
in their deSignated field than the 'generic' 
results (the Transhuman III)'. ' 
Trailshuman XII: The new "Ultimate Man" 

6.13 ALTERANT REPLICANTS 
Alterant Replicant is the name given to 

the products of a radical departure from 
standard breeding techniques, where the 
pre-fetal organism has its genetic material 
altered to create a new being. Almost 
invariably the the resulting Replicant is 
sterne, though more recent and ~pecialized 
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 excellent (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 
general more resistant to poison and 
disease, they are highly susceptible to 
certain viruses. 
Type I: Excellent Armsman or Astronaut, 
though not given to creative thinking. 
Often equipped with additional physically­
related abilities. 
Type II: Can be bought complete with data 
on many systems pre-programmed. 
Unsurpassed Tech, though not useful 
when dealing with unfamiliar equipment. 
Type III: Often an aide or assistant, this 
type is usually trained in Memory Mode 
(see special abilities). 
Type IV: Sometimes called the 'basic 
pleasure model', this type is employed for 
personal recreation. They are invariably 
endowed with superior appearance and 
often specially skilled. 
Type V: It is inevitable that any given 
technological breakthrough that may help 
mankind will 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 will want to playa 

character Android, so why not go ahead "­
and nip the problem in the bud? First let 
us draw the distinction between Android 
and Robot: an Android is built to resemble 
closely a humanoid (or other race) being. 
Androids by the time of Space Masler are 
so well constructed that a Multiscanner (or 
similar probe device) is required to tell 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 ' 
simulate blood flow, etc. Eye~ and mouth 
are moist; body hair articulated, etc. 

Robots, on the other hand, tend to be 
more specialized, less flexible, and do not 
resemble living beings in the least. 
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Robots come in a variety of forms, and 
their only real defining features are that 
they are usually mobile, and possess 
manipulative limbs. Player-character 
Robots are discouraged because of their 
great differences from most humans. 

Android player-characters, if allowed, 
should be very rare indeed, for a machine 
capable of independent thought would 
have to be self-programming and ex­
tremely sophisticated. Many cultures 
would find the concept distasteful or even 
frightening; they might even be outlawed 
in some places. Androids would be able 
to gain experience, but only their mental 
statistics would have normal Temp and 
Potential Factors. Physical stats could 
only be improved by alteration at a service 
facility. Thus, they mig~t start out ahead 
of human PCs, but advancement would be 
minor. The acquisition of funds would 
allow for better programmina and 'parts', 
however, so the Android could improve 
itself by leaps with the right facilities. 
Also, being self- programming, it could 
'learn' 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, etc., at 
the discretion of the GM. 
6.2 _____ _ 

SOME ALIENS 
While some of these races might 

superficially resemble Homo Sapiens, all 
are essentially different races from the 
various subgroups falling under the 
general distinction of 'human'. 

6.21 ALTHA 
Racial Origins: Possibly descended from 
the original Sianetic Harbinger Race 
known as the Luar. Confirmation of this 
possibility awaits Imperial analysis. 
Favored Ecosystem: Warm, humid to 
temperate environments. The Altha seem 
well-suited to hot, rainforest-like 
ecosystems. 
Political Structure: Tribal structure ruled 
by the eldest male with bi-colored eyes 
(one blue, the other violet). Females do 
not seem to inherit this trait, and only one 
in about 100 males does. The tribe 
usually numbers between 50 and 300 total 
in 5-30 "Homes". 
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• • • • Social Structure: A male-dominated 
• culture, in which the males outnu~ber 
• females by nearly two to one. Cunously, 
• females are respected as equals in all 
• 2spects of life (they hunt, farm, etc.) until 

theY become noticeably pregnant. The 
• father's identity is apparently irrelevant 
• (and could, by all indications, usually be 
• one of many candidates). The woman 
• then retires to the home of her mother to 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 c~oose any 9ne 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. 
• Though their minds seem well-organized 
• ind their brains highly evolved, Altha 

!ppear to be a simple, emotion-driven 
• Jeople. Friendly and affectionate (unless 
• Jhysically threatened) they lead an almost 
• rtopian existence. 
• Wllltary 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 
• ommunication skills as well. It has been 
• ypothesized that the bi-colored-eye Altha 
• Iherit the most formidable powers, thus 

Ie basis for their rule. 
• ppearance: Unusually homogen~ous, the 
.ltha uniformly possess brown skin 
• :imilar to descendants of Old Terra's 

Idian subcontinent, or darkly tanned 
• lucasians) and straight coal-black hair 
• hich grows very thickly on the scalp and 
• usually worn short and fanned straight 
• It from the scalp. Neither sex has any 
• her body or facial hair whatso~ver. Eyes 

e slit-pupiled and deep blue, With the 
• :casional male violet-eye aberration. The 
• llet coloring is Quite vibrant and canno.t 

missed. Altha eyes also possess a thl.n, 
• Insparent inner lid which screens certarn 
• :raviolet radiation as well as dust and 
• purities. It is barely noticeable when 
• )sed. Men average 175 cm and appear 

• !nder, though dense bone and muscle 
ucture cause them to mass more than 

• ,uld be expected. Women are slightly 
.Ialler. Hands and feet are six-digited, 
.h fingers and toes slightly longer and 

,re slender than humanoid average. • • • • 

Ears are small and more rounded. In 
general the Altha are very attractive 
humanoid specimens, all having soft, 
youthful features and graceful bodies. 
Illicit slave trader~ are combing the 
Frontier for the Althan planet. 
Housing: The Altha "Homes" are usually 
no more than large huts of thatch and 
woven fronds. In some regions they are 
actually wood or stone structures, but this 
is unusual. Areas within the hut are 
divided by crude, bulky hangings. 
Diet: Mainly vegetarian supplemented with 
small game and fish. The Altha are 
primarily hunter-gatherers, only making a. 
half-hearted attempt at agriculture. 
Worship: 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 
keap careful track of birthdays) the Altt,a is 
given a feast, and must eat a certain fruit 
which causes swift (and apparently 
painless) death~ They seem not to fear 
death at all, though they have no concept 
of 'afterlife'. 

One other interesting aspect of Altha 
mysticism is that they are awaiting the 
arrival of a 'king' to rule all the tribes. 
Both 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 Racial 
Statistics Chart (pg.31) for Stat 
modifiers. . 

2. Consider all Altha to have unlimited 
Telepathic communication 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 Assault to as 
high as 20th level. 

6.22 K'TA'VIIR , 
Although these rare and reclJJsive' . 

humanoids are said to refer to themselves 
as the K'ta'viiri, the recent discoveries 
seem to confirm what Sociohistorians 
have suspected for some time: they are 

I the remnant of the Imperial Race of Luar: 
the High Old Ones who ruled the galaxJ 

hU'ldreds of centuries ago. Most data 
listed here for these beings (beyond the 

.< obvious) is sUPPJsition and conjecture. 
Racial Origins: Perhaps these are of the 
Luar. Careful study wO'J'd l'e necessary to 
determine the· truth witt: any certainty. 

Appearance: Identical in every way to the 
Altha, with two exceptions: height for the 
males is around 195-200 cm (consideia­
bly taller than average) and all possess 
matching Violet Slit-pupil eyes. No terrrai/; 
K'ta'viiri have ever been seen. 

SYSTEM NOTES 

1. AIII<'ta'viiri possess the equivalent of 
Special Abilities 1, 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 wiel a 
range of up to 50 kilometers. Some 
have a longer range. They also 
possess other PsioniC skills of undeter­
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
tain. However, they might make interes+­
ing shady NPC·opponents - or even 
Mentors (01 .equally mysterious motives). 

6.23 IDORIANS 
The Idorians, ~hough vaguely humanoid 

in appearance, scorn all official contact 
with the Terran Empire, and rarely deal 
with otlle, humans at all. 

One organization which includes a 
number of Idorians is the League of 
Merchants. The more sinister League 
operations frequently have Idorian 
coordinators. 
Racial Origins: In keeping with their 
suspicious nature, the Idorians guard the 
location of their Homeworld jeal(lusly. 
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 Idor 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 possible. 
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 

I noble families, under the supervision of 
Imperial representatives. 

• • 
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Social Structure: Social standing is 
heavily dependent upon genetic back­
ground. Royal and noble families are 
supported by a large class of 'common­
ers'. 
Military Structure: Large and well 
equipped, the Idorian military is theoreti­
cally the tool of the Emperor, but individ­
ual ships and task forces are controlled 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 little subtlety. Most Idorian nobles learn 
Imperial Standard, with a thick accent 
Appearance: While clearly humanoid, the 
Idorians have some noteworthy differ­
ences. Becau~e of the high concentration 
of certain metals other than iron in their 
ji'3t, Idor have a light bluish co-mplexion. 
Tr.ey have very little melanin, which also 
contributes to their intolerance of ultravio­
let light anQ their pale cCJmrlexion. Idor 
have light blonde to white ;,air ana pale 
blue eyes. They are much taller than most 
Terrans, the males averaging over 195 cm 
(6'6") and are very slender. 
Diet: Omnivores, the Idor indulge in a 
wide variety of foods. They particularly 
enjoy a certain native beef-like meat 
served raw. 
Demeanor: Haughty, short-tempered, vain 
and intolerant of all species but their OWi;, 
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 lack of respect for life (including 
others of their own race) and property. 

6.24SNEE 
The Snee are easily tbe most fri,phten­

ingly hideous creatures thus far ericoun­
tered by humankind. 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 alien that "hostile" may 
not be the right word. They seem to 
regard humanoids as something between 
food and and annoying intruder. Details of 
Snee society and physiology are few and 
inconclusive. Few Terrans are eager to 
learn more. 
Racial Origins: Somewhere in Frontier 
Zone 15 lies the Snee Homeworld, 
shrouded in the Omicron Nebula. The 
exact nature of the Snee physiology is 
uncertain, as no 5pecimens have been 
recovered even rEasonably intact. It is 
beiie\led, how~ver, that these c .. ea~ures 
resemble Terran insect forms in r.,any 
ways. 

Favored 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 Snee 
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. 
Social Structure: Essentially (as far as can 
be determined) the same as the political 
structure. 
Military Structure: Again, this parallels the 
Political structure. The mentality of the 
Snee seems to consist of 'expand and 
~onquer.' Their race is slowly moving 
.;:os~r to ~mperial borders, and the 
Err.peror will not be able to ignore thi5 
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 clear 
Imperial Standard (Anglaman). 
Appearance: In a word, monstrous. Dark 
grey to black in color, they have a very 
tough exoskeleton covering most of their 
long, jointed body. All encountered haVe 
worn some sort of harness which not only 
carries a variety of weapons, but also 
gives off pulses of warm mist which 
periodically engulf the wearer. Standing 
between 2 and 2.25 meters tall, they 

-possess six limbs, each of which sports a 
manipulative hand/claw of four digits (one 
opposes the other three). The middle pair -
of limbs are smaller than the upper and 
lower pairs, and are rarely used. the lower 
pair are largest and strong, the "legs" used 
for walking upright. The upper pair are 
very agile, long and strong. The head is 
ellipsoidal with a long tongue and deadly 
mandibles. Antennae sprout from the top, 
and a pair of long faceted eyes, one on 
each side, allow for a wide range of vision. 
In many ways they resemble huge ants 
walking upright, though more anthropo­
morphic. 
Housing: Unknown. 
Diet: Exclusively carnivorous, the Snee are -
known to eat humankind. 
Jemeanor: In many ways the Snee 
mentality is incomprehensible to Tsrrans. 
They are coldly calculating, and kill 
withou! apparent malice but with equal 
lack of regard for life. 

.' • • 
SYSTEM NOTES • 

Snee exoskeletons should be treated a! • 
AT 12. Their hand/claws are extremely • 
strong and capable of tearing through ligh • 
steel. Although they prefer high-pressure 
oxygen-rich environments, the Snee have • 
been known to survive over an hour in • 
complete vacuum. Quick, agile and 
strong, they are unstoppable warriors. • 
Snee ships are small but powerful and • 
have a knack for striking without warning. • 
Intelligence suggests that they are • 
equipped with some form of stealth 
"cloaking" ability. • 

6.25 AOEMARANS • 
The Aoemarans, while physically • 

bearing absolutely no resemblance to • 
mankind, have a mental outlook surpris- • 
ingly similar. To all appearances, the • 
a'.'9rage Aoemaran is a blob of protoplaslT 
a:':'out two .dlos in mass, semitransparent • 
and bluish. Aoemarans themselves, while • 
somewhat mobile, possess virtually no • 

-manipulative abilities and would certainlv • 
never have progressed to their current • 
evolutionary level without their unique • 
parasitic/symbiotic abilities. Long ago thE • 
Aoemarans evolved into creatures which • 
could infuse themselves into.a "host" bod 
(preferably one with manipulative abili- • 
ties), take control of the host and utilize tt: • 
form. The resident Aoemaran gained • 
nourishment 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- • I 

pensations. This was originally done with • I 
nonintelligent creatures on the Aoemaran 
Homeworld, but as the race developed • 
starflight and met with otner beings, they • 
learned that the same results could be • 
achieved with intelligent humanoids, whilE • 
maintaining a cooperative rather th~n 
dominating relationship. Some humans • 
find the whole idea disgusting and • 
revolting, while others welcome the 
intellectual intimacy - not to mention thE • 
physiological benefits. • 
Racial Origins: Zosma VI [-45,21,-25] is • 
the Aoemaran Homeworld. They have • 
~inor CI!ln status under Imperial Supervi· • 
slon. 
Favored Ecosystem: The Aoemaran • 
favored ecosystem is a healthy host body • 
They are very resilient, however, and can • 
survive for short periods in almost any • 
environment. 
Political Structure: Aoemarans have a • 
vaguely democratic form of government, • 
though it is (apparently) very informal. • 
!.oemarans have a highly developed sensl • 

of honor and respect for other life forms • 
and intelligences. • • • • 
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e Social Structure: None apparent. 
• Currency: Imperial or Provincial monits 
• when necessarY. 
• Language: Aoemarans are Telepathic, 
e though with a very limited range (no more 
ethan 3 meters, preferably touching). 

~paarance: As noted above, Aoemarans 
• Ire protoplasmic creatures massing 
• letween 1.75 and 2.25 kilograms. 
• >emitransparent and amorphous in form, 

hey are able to move very slowly on their 
• }wn. and f'l~netrate most tissues and semi­
e :oJid materials through osmosis. 
• )let: Protein and carbohydrate require­
e nents for Aoemarans are very similar to 

hose of most humanoids, thus they are 
• ble to gather nutrients from a host body. 
• lamaanor: Always polite, friendly and 
• !spectful, Aoemarans are very logical yet 
• ompassionate beings. Their curiosity is 

ast but tempered with caution. They 
• eem to regard humankind as somewhat 
• npetuous but gifted youths. 

• SYSTEM NOTES 

• As noted above, Aoemarans prefer to 
• habit a willing intelligent host, with 

hom they can freely communicate 
e !Iepathically. Once inside a host, the 
elemaran is able to extend itself, spread­
e g throughout the body to be hardly 
• ltlceable as extra mass. It is able to 

lse any bleeding wound and hold it so 
• !til it heals naturally (and the wound will 
• I so without scarring). Aoemarans are 
• en able to replicate most organ tunc­
e 'ns for up to 10 days should the natural 

Jan be damaged or destroyed (only one 
• Jan, however - and not the brain). 
e 
• e 
e 
• • 

They can hold a broken limb in place, 
protect burned tissue and even act as 
m~scl~~ for a.sh,ort period. Once again, 
thiS ability IS limited; the little Aoemaran is 
only 2 kilos, can only do so much at a 
time, and only so well! They can neutral­
ize any pOison with a 100 bonus, and are 
able to stimulate the host immune system 
to ward off bacterial and viral infection at 
+100. Aoemarans can - in 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 no 
s.leep (a condition ~f t~e host which they 
fmd endlessly fascmatmg and inexpli-
cable). . 

Caught outside of a host, Aoemarans 
are AT 4 (-80) and are able to take about 
20 hits. It isn't thatlhey 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 
willing to maintain the ever- conscientious 
and selfless Aoemaran attitude. He had 
better get along with the host player. 
Allowing a player to have an Aoemaran 
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. 
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6.26 WIHR-KOHL 
Mysterious, amorphous beings the 

Wihr-kohl contact humans only when they 
choose - and then in their own limited 
way. Apparently unbound by conventional 
restrictions, they are formless creatures 
perhaps of pure energy, who travel the ' 
galaxy at incredible speed on errands no 
more comprehensible than their form. 
R~c~al Origins: Supposedly the Wihr-kohl 
ongmated on a gas giant in the Gamma 
~onzas system (Frontier Zone 19) but that 
IS merely the location of the first contact 
with one. 
Favored Ecosystem: Unknown. 
Political Structure: Unknown. 
Social Structure: Unknown. 
Military Structure: Unknown; believed to 
be none. 
Currency: Unknown; believed to be none. 
language: Telepathic, though the Willr­
kohl communicate in metal pictures, which 
are sometimes difficult to interpret. 
Ap.peara~ce: A cloud of sparkling, 
shlmmenng gas which can vary is size 
from one to 50 cubic meters. They can 
take any shape and penetrate any physical 
or energy barrier. Unconfirmed reports 
claim that they can assume human form. 
Housing: Unknown; believed to be none. 
Diet: Unknown. Theories include~ solar 
energy; general electromagnetic radiation' 
electricity. ' 
Deme~nor: Only hostile when provoked, 
the Wlhr-kohl seem rather isolationist in 
their own way. They apparently have no 
desire to aid Oi hindsr mankind as a race, 
but have repeatedly displayed compassion 
for individuals lost in space or otherwise 
endangered for reasons beyond their 
control. 

SYSTEM NOTES 

Wihr-kohl are essentially indestructible 
(t~e.at as AT 20 (-150) 500 hits, no 
cntlcals) 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-kohl Player-characters are 
strongly discouraged; they are simply not 
appropriate for a campaign. 



6.27 TRILOPTERS 
Racial Origins: Pulwarin system 
[-13,62,91] 
Favored Ecosystem: Trilopters are in 
general more environmentally tolerant 
than humanoids; temperatures of 0° C 
to 35° do not bother them at all. Pro­
tracted stays in temperat!Jres below 
fr~ezing they find "uncomfortable", but a 
thermal suit easily corrects the problem. 
Warm-blooded, they have a very efficient 
Circulatory system. Trilopters do express 
a preference for warm, humid environ­
ments similar to the temperate zones of 
their Homeworld. 
Political Structure: A representative 
democracy rclss all of the Trilopters with 
shocking efficiency. 
Social Structure:.AII I rilop'ters are socially 
equal, though the~re seems to be a 
tendency to favor taller (and "more 
handsQme") members of the species. Of 
course, what one Trilopter finds attractive 
in another is beyond humans. 
Military Structure: Despite their dislike for 
dangerous situations, this species has a 
respectable defensive fleet of their own 
(they are allowed to maintain a fleet 
despite their Minor Clan status because 
they a~e an independently developed race). 
The Tnlopters depend heavily on automa­
tion, therefore keeping actual starship 
crews to a minimum. 
Currency: The cosmopolitan Trilopters 
have shifted entirely to the Imperial Monit 
for all internal and external transactions. 
language: Trilopter language consists of 
high-pitched warblings mastered by very 
few Terrans. They, on the other hand are 
skilled linguists and know at least Imperial 
Standard and Jadic. . l\; 

Appeara~ce: As noted above, Trllopters 
have a tnnary-based physiology. Their 
peanut-shaped torso is about 1 meter 
long, with three leg appendages sprouting 
from the ~o~om 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 flexible "fin­
gers." 'Lopters have thick, resilient skin 
(AT 4) of a grey to dark brown hue, and 
are completely hairless. 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 tools. 
D~et: Tril.opters are herbivores, dining on a 
wide variety of photosynthetic foodstuffs. 

Demeanor: No human has ever seen a 
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 until they are 
ready. For this reason they seem calmly 
stubborn. 'Lopters are somewhat 
cowardly, avoiding any sort of combat­
related situations when possible. They 
see.m fascinated with humans and enjoy 
their company, taking delight in imitating 
their voi'::es. Trilopters have an annoying 
tendency to talk to themselves (in a three­
way conversation) and tell stupid jokes 
(They claim their humor is beyond human 
understanding). 

6.28 AREED 
Like their symbiotic partners, the Eed, 

the Areed once resided on a very small 
s.atellite i.n the Camelopadi 2 star systerr 
(10 Frontier Zone 19) which they call Eafug 
and Terrans refer to as Cleed. They are 
multipedal, 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 ruthless, they make valuable allies 
and dangerous foes. 

The Areed form bands of 3 to 300 
creatures led by a dominant trio of two 
larger females and a male. Essentially 
extended families, these bands link with 
other groups to form clans of 9-900 
individuals. Three clans typically inhabit 
each Eed. " 

Despite their dominance, the Areed 
carefully adhere to the unwritten rules 
underlying their exceptional symbiotic 
relationship with the Eed. They operate in 
the vast network of chambers that lie just 
inside the outer layers of their hosts 
moving from room to room thrOugh' a 
maze of arteries. These confines are 
carved out of the dead tissue that forms 
the bulk of an Eed. 

The Areed employ the Eed's raw 
material stores and energy conversion 
processes in order to maintain their brutal 
but sophisticated cult:Jre. This culture 
produces a host of refir:p,d, technologi­
cally-advanced mach!!1es 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:r::ing or piloting the 
movements of the Eed, the Areed can 
m:.,loit the Eeds' wondrous link with the 
unified field or the "Essence." Wllile the 
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Areed cannot tap this fundamental -I 
understanding of the fabric forming the __ I 
th.eme of the universe, they can merge 
with the Eed themselves. This involves I 
reclining in special, fluid-filled pockets -I 
and it enables the Areed to travel with the _ 
Eed whenever their hosts move via the _I 
m~chanism of composition transfer. I 
Failure to merge results in the Areed being -
left behind to fend for themselves in the -I 
relative void of outer space. _I 

As the Eed innocently colonized many I 
of the systems near Camelopadi 2, the -
~reed have sought to establish a dominior -I 
10 space. T~ey have seized dozens of -I 
pl3nets and, while the vast majority of _ 
Areed still live within the Eed, many bands I 
have staked out territories on the newly- -I 
conquered worlds. Thus, the passing _-I 
years have brought these deadly sentients 
mto conflict wi'Lh neighboring races. I 

Areed are divided into three sexual -I 
groups. Two of these groups can bear _-I 
y~ung, the I~rger"female" group giving 
birth to 1-5 males" or 1-20 smaller _I 
"females." In turn, the smaller "females· _I 
beget 1-10 of the larger "females." All 
three sexes are involved in the mating _-II 
process, regardless of the result. 

. "A.s with the Eed, Areed young develop _I 
wlt~m ultra-hard, semi-transparent, ' _I 
resinous eggs, although the Areed actual~ 
lay their eggs and the young "hatch" -I 
rather than being born "alive." A newborn _-I 
Areed stands about 20 centimeters in 
height. The males and smaller females _I 
soon grow to a height of about a n.c:ef I 
later "molting" in stages which add about -I 
25 centimeters to their stature. These twe _-I 
groups reach a maximum height of about 
2 meters. Large Females, on the other I 
hand, grow in sudden spurts of about 50 -
centimeters and eventually stand as tall as - I 
3 or 4 meters. _ I 
Racial Origins: The Areed are descended _ I 
from the Shew races of the Camelopadi 2 
system and are closely related to the Shev _- II 
Anion .. They arc of the same general 
evolutlclOary class as the Eed. Their homE _ I 
world is Eafug (Cleed). _ I 
Fav~red Ecosystem: The Areed can adap: 
to virtually any ecosystem within seconds - I 
Oi, in some cases, minutes. They cannot,-_I 
however, exist unprotected in environ-
ments of less than .03 Atmospheres or __ II 
greater than 300 Atmospheres. Their 
favo~ite environment seems to be a high­
gravity world with distinctly solid ground -I 
and a.r~latively modest gas atmosphere _I 
contammg large concentrations of carbon I 
dioxide, nitrogen, and hydrochloric acid. : I 
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Key: Notes: 
Soul Departure (SlDp): rounds before the "Soul" of the being departs and helshelit Is no longer " Denotes special ability in addition to stats given. 
revivable. For Androids. this indicates the "death" of the molecutronic brain. All bonus are 'cumulative with other modifications. 
Sial Delerlorallon (SIOI): The number added to any stat deterioration rolls made because of injury 1. The Transhumans VI- XI are Kashmerian developments as a result of thousands of years of 
or "death". . . work and do not (generally) exist except as Kashmere citizens, 
RecOlery MuHlplier (RlcMp): this is a function of the relative lime it takes for the being to heal. . 2. The stats given for each Transhuman and Replicaril type are somewhat variable; within each 
Staltlna Linauaaes (Slloa): The number of languages initially known. type are a number of subtypes with aptitude for specific skills. The stats given should be used as 
Type 01 HilDie (TyHtO); The die used when roiling to determine hits. . .... c.'' . guidelines for understanding the general thrust of each type and nol treated as absolutes 

Mu HIti(MlH1l1~Tha Il'Illidmum number of hits the bf;lng can take:;< 'j::' :;'; ~~>'.1:.r-~;', ~·~,·,;).b.;r;ii:;~4;; ~,:>,'-i-
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• • • • Political Structure: The Areed operate in but highly controllable magnetic force and Example: Sanvok takes 24 hits and has a • clans (Ar. "Bew") of 9-900 individuals. constantly secrete a powerful acidic fluid Constitution. He receives 115 hits in • Each clan is comprised of three bands of which flows over their oute~ surface. round of brutal projectile fire. Once 
3-300 Areed. Six Areed clans form a tribe, Housing: Most Areed reside in large reaches 115 he drops and begins to die • or "Hew," and thirty-six form a "Shew." common areas with an Eed. They rest in massive shock. If nothing is done to hI • There are three Shews, but only one - small compartments, where they float in Sanvok, he will "die" in 9 rounds. Afi • the Shew Ulreed - is united. This highly acidic suspensions of fluid (akin to another brief period, his "soul" will depa 
predatory group is the dominant force liquid battery acid). The Areed that live 6.42 EFFECTS OF DEATH • 
among the Areed and is led by a triad outside the Eed construct similar lodgings • 

I comprised of the two large females (Uluru using local features or even fauna. Most There are two major effects of death • and Elere) and the large male (Alara) that of these are subterranean. under this rule: (1) the deterioration of th • lead the Shew's most exalted band. All of Diet: The Areed eat virtually anything that stats due to a lack of oxygen flow to the 
the absolutely hierarchical Areed pOlitical can be broken down with hydrochloric or brain following "death," and (2) the • mechanisms are tied to lineage, and this perchloric acid. They enjoy live food, but departure of the "soul" from the body. • trio exercises the power of life and death most live off the nutritious fluid that coats Death, for the present purpose, is a haltin • over all their followers. the innermost live tissue in an Eed. of the major bodily functions (heart beat 
Social Structure: Areed social conven- Because the Areed can hybernate for up to breathing, etc.). Under these rules drugs • 
tions are intertwined with their political 300 days without eating, they rarely fall 

and machines can halt the process of • system. They mate in bonding triads prey to famine. 
dying at any point; healing the cause of • comprised of a large female, a small Worship: The Areed apparently worship 
death also halts both effects, but does no' • female, and a male. Each member of the reverse them. If the cause of death is 

trio is replaced only upon death. 
their three leaders (the Alara, the Uluru, healed before the soul leaves the body. th • 

Military Structure: All ~reed fight, and 
and the Elera). person is alive and functional (if there are • even the very young and very old are 6.3 no other injuries, andno stat is reduced • capable of meeting most of the physical LANGUAGE 

to zero - see below); however any stat 

demands associated with combat. Their 
loss remains. A Preservation Unit will • 

military organization, like their social Since most worlds embrace a number prevent the soul from leaving, but a body • structure, is in accord with the pOlitical of tongues, and few characters could kept in one longer than 25 hours will begh • to deteriorate as below. 
structure. know all the languages even on a given 

If the soul has left the body before the • Currency: The Areed generally employ planet, translating devices and cooperation 
barter; however, they have a very clear and may be necessary to solve language cause of death is repaired, the body is • 
uniform valuation system. Because they problems. functional but the character is in a coma • typically reside inside an Eed, Areed also A character's fluency and literacy in a and at -75% for even subconscious • have access to mineral stores that include particular language is determined by the activity. In general, there is nothing that • a host of precious metals and gems skill rank which the character has achieved can be done to help this person, but some 

(particularly diamonds). The Shew Ulreed in his 'linguistic' skill for that language. races and cultures allegedly have the • 
have begun using standardized diamonds The GM should decide which languages ability, through mystical rituals, to return • as currency, distinguishing the values'on are automatically known by each of the the soul to its body. The GM may wish to • the basis of three different sizes and races in his system. Each character may allow a mingling here of cultures. Masters 

colors (clear, pink, and blue), " then expand on this base through the skill of Channeling (Rolemastef) can call back • 
language: The Areed are non-verbal acquisition process the soul of a dead man. Alternatively. the • GM may wish to add the ability of recalling 
creatures. They communicate in three 6.4 a soul as a Telepathic Psion. • ways: (1) by varying their magnetic force; 

DEATH IN SPACE MASTER DETERIORATION OF STATS • (2) by using electrical impulses; and - • most commonly - (3) by employing For he who lives more lives than one Only the Mental stats (Memory, • minute variations in their infrared profile More deaths than one must die. Reasoning, Self DiSCipline, Empathy, 
(i.e., modifying their thermal silhouette). Intuition, and Presence} normally deteria- • Appearance: The Areed are multipedal, Oscar Wilde rate. Each round after a character dies a • carbon-based creatures. They have six The Critic As Artist roll is made on the Stat Gain Chart (pg. • prehensile legs, which surround a com- c. Prelmp 9775 44) for each mental stat. The column 
pact but sleek trunk that houses an array 6.41 DEATH FROM EXCESSIVE 

used is as follows: 1 for rounds 1-6 after • of three sensors. Three opposing fingers death, 3 for rounds 7-18 after death, 6-7 • crown each appendage and enable the CONCUSSION HITS for further rounds after death. • Areed to perform very complex manipulat- If a character receives more concussion The results on this table are the 
ive operations. Beside their tactile hits than the sum of his total hit points + amounts by which the stats are reduced. • 
function, these fingers also serve as his Constitution stat, he begins to die. Only the temporary stats are reduced, not • visual, aural, and taste inputs. An Areed After a number of rounds equal to his the potentials. Certain races add to the • can see, particularly over the infrared Constitution divided by 10 (rounded oft), column number used (see Racial StatistiCS • spectrum, with either its sense lobes or its the character is dead. This process of Chart, pg.31). If any stat is reduced to 0 
fingers. Tough-skinned and coated with a dying can be halted by lowering the or below, the stat is at 0 and the character • highly conductive, resinous outer layer, number of hits on the character below the will remain in a coma even if the cause of • the Areed often emit visual electric critical point. However, once the character death is repaired. • charges. They are imbued with a strong dies, the normal death rules apply. • • 
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• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 

LANGUAGE SKILL CHART' ?". .. • '-, 

All trait deve opmen In thIS area IS .broken down Into two categories: mastery of the spoken word and reading-writing ability. In order 
to achieve a semblance of flue~cy I~ a language ~ character must advance to 5 or 6 stages (picks, boxes, etc.) in each area. Beyond 
that point, the character can refine hiS language skills so that he can translate more complex speech and writings, understand changes 
in dialect, and get a feel for subtle patterns that more learned natives may employ. 

Skill Rank Conversational Ability ReadinglWriting Ability 

r- 1 Allows recognition of the language when spoken. Allows recognition of the language in written form. 
2 ',' Allows user communication and understand very basic Allows user to read or write very simple phrases and 

concepts in the form of single words or very' short phrases words and possibly understand the context of very 
(e.g. eat, danger, room, money, cost, enemy, bathroom, simple passages. Allows recognition of the language 
pain, etc.), ' in translated form. 

"--3 - ,~, , User can distinguish between major dialects. Allows user User can get an overview of simple writings, but will 
to communicate moderately basic concepts in the form of have trouble with specific details. Allows user to write 

:.6,'" 

phrases if being's communication form is compatible with very short sentences of a moderately simple nature 
the language. User can get the tone/context of the lan- (Le. at primary education level). 
guage when spoken at a normal rate, but no more. He 
can, however, understand basic phrases spoken at a 
slow pace. 
User might be able to converse on very simple subjects, 
using whole sentences instead of broken phrases. User 
can understand everyday conversation when spoken 
slowly. 
Allows user to 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 level of the native population, the com­
mon man. Subtle or particularly sophisticated ,concepts 
still prove troublesome. User cannot understafld dialects 
or archaic speech out of the norm. User converse freely 
on the same level if physically capable. 
True fluency. Allows understanding of, and conversation 
with, the most learned of native speakers. Sophisticated 
folk may still brand you as an "outlander," however, and 
archaic or unusual concepts will still prove troublesome. 

User can read moderately simple writings and under­
stand most of the details. User has trouble with subtle 
concepts. (news-dispatch level reading ability). Al­
lows user to write sentences of simple nature. 
Allows reading of most everyday writings and normal 
computer spools. User can write on a moderate level. 

Reading and writing level of the average literate crea­
ture. 

Allows one to write at past primary level, and reading 
ability is that of average member of the stratified 
classes. 

• : ii, 'Fluency plus the ability to recognize the regional and 
cultural origin of all speech (although such speech will still 
prove troublesome to speak or under~tand). 

Secondary education writing level of an averagena­
ture. Allows one to read relatively complex material 
and recognize (but not fully understand) the nature of 
archaic or unusual dialects or concepts. .,;;;:;<'7 

• 9 • 
Absolute fluency in chosen dialect plus simple under­
standing and speaking ability in closely related dialects. 

• • • • • • • • 

:,10', Absolute fluency of all the chosen languages and all 
;}.~;,:~;~~.;:.:~> closely related dialects, Extremely archaic and complex 
."' c, - .' .' concepts may prove troublesome if the creature has 're-
';;~;~-:;;c.'.,located from several planets. ' 
Ta;~"-' '" 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 unique ver­
sions of the given language (e.g. Old Islamic, or the rare 
religious dialects of certain forgotten colonies). 

Allows one to read and write very complex passages, 
technical manuscripts, but only in the chosen dialect. 
Allows some translation of related (possibly offworld) 
diCi!ects, 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 
unique versions of the given language (e.g. Old Is­
lamic, or rare dialects of certain forgotten colonies), 

• ~~~~~~Mu~m~p~I~~:------------,~------------------------------------------------~----~-------------1 
.~~~~,~~,!~~~~.~~~m~~m~~~~~~O~M~o~I~~e~~~'~o~~~~b~~~~~S~h!~~~~.~~~~~~~~~~M~I~~~~~.~g~w~en~s~Hu~a~~: ________ ~------~------------~------~ 

Sltuallon (regardi~ language) Muillpiler 

• CharaC!8r knowi li'reIated lmIguage : : ,~.' c, , ' x 112 
ChIlaCler has writI~ but no te.eh8rrlns~r programs x2 lor leaml~ reading/writing; 

• xS lor learning spoken to~ue, 

• ~,~. IHI::her* but no writI~s. ',. " ,xBlor learnl~ reading/Writi~ It leacher cannol wrilelanguage;' 
.. .._" .. , '" ,," x2 lor le~rr1i!'" spokan tongua It leacher cannot wrile language . 

• ~~~==r~h=u~no~writI~'~~~s,~no~I=~~e~r.' __ ~~~~ __ ~~~~~~~~-~c~h~ar~a~~e~rca~nn~~~le~am~Ia~~~ua~g~e,~~~~~~~~~~ ____ ~~~~ 
• 

Hot.: I)The te8ctIer must have la~uage Skills In the tongue thaI are higher than ~ rank ~ing taught; The 'eacher- requirement may be fulfilled by residl~ or 1raY1t1l~ In an area where the 
, .languagelsapo""" Alternatively, ~Is requiremenlls IuHIlled It a tra .. l1~ companion or acqualntanc:e has conve~tions with ~ student lor. couple 01 hou~ a day; , 

.::';:~~= ':'.:-,:::::' lor ~~i.n, a related~, one must h:e ~~~~;n th~ relaled languagelhal are al a higher rank than thaI 01 ~ skiN rank he Is allempl;~ 

• 
", _';!)ThllIactor 'may very ai:cordi~ to the language attempted and the charactar'1 ablIIIy to visIIaIlzelOUlld relB1i~ 10 writi~ and readi~. In order to Iesm readl~ and writing. even al xli, 

'c: ~ charac:ter should ~ lamiRar wHh the symbols/alphabet associated ~ the given language (e,g. his horne tongue uses ~ same symbols or very slmHar ones). ' 

.----------------------------------------------------------------~ • • • • • 
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Every hour after a stat is reduced to 0 
the potential for that stat is reduced by an 
amount rolled on column 6-7 of the Stat 
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 6-7 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 
appropriate potentials. The character can 
be brought out of this coma if the 0 stats 
are raised above O. 

Deteriorated temporary stats can be 
raised to previous levels (but not above 
potentials) by the following methods: 
normal level advancement, certain healing 
drugs, and/or by a normal 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 (usually 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 
resolution of the battfe, the calculation of 
stat reductions pan be made. 

DEPARTURE OF THE SOUL. 

. Normally 12 rounds (2 minutes) after 
death, a character's soul leaves his body. 
This time will vary depending upon the 
race of the dead character (see Racial 
St§.tistics Chart, pg .31). 

6.5 
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 languages 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 I was a muscular 
6'7' and the Humanoid III 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 III's bonus due to strength is 
+15 (+20 normal + (-5) due to race). Stat 
bonuses may become negative. 

• • • • 
7.0 . . ' , • • BACKGROUND • 

Variety and flavor are important assets in any good SFRP game. One of the principi 
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. Ii 
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 
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 abilities prior to the 
beginning of the campaign. These options 
should be selected ~fter 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 ~sed once in the course of 
a character's life. 

As an option. the GM may wish to allow 
the PC a roll for a Special Ability (see 
Section 12.5) as one of his background 
options. 

7.11 USING THE TABLES 
1) Each character, regardless 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 n'lted 
in the following chart. 

Race 

Human 
Neo-human 
Humanoid 
Transhuman 
Alterant Replicant 
Android 
Alien 

Background 
Option Picks 

4 
4 

(1-4) 
3 
1 
1 

Varies 
(GM Discretion) 

Remember that background option 
picks are not to be confused with devel­
opment picks. 

Should a character's race fall out­
side of the classifications listed here 
(e.g., aliens), we suggest that the GM 
should assign the number of option 
picks allowed to the character. He may 
also add special option categories for 
these types of PCs, or delete some or 
all of the categories listed here. 
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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 i. 
character must allocate his picks to th • 
various categories. There are five to • 
choose from: Special Skills, Special • 
Items, SpeCial Status, Special Wealth 
and Special Abilities. Characters are • 
free to apply more than one option pic: • 
to each category if they desire (e.g., • 
Tarmak the Armsman has chosen to 
expend all four of her Background • 
Option Picks in the Special Items • 
category). • 

4) Once the character allocates his picks • 
he rolls once for each pick on the 
chosen category. He then cross- • 
indexes the roll to find the result. The • 
GM may wish to allow the characters • 

.'. to choose the results, rather than 
having them make rolls. • 

7.12 BACKGROUND OPTION • 
CATEGORIES • 
Special Skills: An option pick.used in this • 
category will result in skill bonuses being • 
added to the character's primary, secon- • 
dary, or hobby skills. The pick may also • 
result in increased stats. 
Special Items: The items here include: • 
property, capitol goods, extraordinary • 
weapons and miscellaneous items. The • 
GM may stipulate that a special item is an • 
heir/oom, and that the character is 
emotionally bound to the item, in which • 
case the character will not sell the item in • 
Question except under extreme circum- • 
stances. If multiple rolls or choices are • 
taken in this category, the GM may wish to 
allow characters to combine item bonuses • 
into one item, or spread them out into • 
several different devices. No bonus • 
should ever exceed + 30. and no single 
device should deliver more than anilE" • 
critical. • 
SpeCial Status: Characters opting for • 
more than one pick in this category may i • 

receive only one result (however they may 
make several rolls and choose one). • 

• • • • • 
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Generally, this will. be the choice with the. 
highest status. It IS suggested tha!;only ... 
roilS (not choice) be allowed in thiS 
category. 
S eeial Wealth: This category provides 
tte character with financial reserves prior 
to the beginning of play. The GM should 
stress to the players that they should not 
take the Elmonits generated on this table 
and spend them all on neat little gadgets. 
A character's Elmonit reserves should be 
directed towards living expenses, which 
can become rather high, dependent on life' 
style and location. A a cash drain of about 
150-400 Elmonits per 30 days for personal 
maintenance (shelter, food, personal 
effects, etc.) is appropriate. • .7.2------

• BACKGROUND OPTIONS 
• 7.21 SPECIAL SKILLS 
• CATEGORY 
• Roll Result 
• OHO Add a special + 15 bonus for 
• one secondary skill. 
• 51-65 Make an additional 2/1 hobby 

pick (see Section 12.3). 
• 66-75 Select one additional language 
• to be written and spoken at 
• skill rank 10.' (The character 
• may choose skill with a com-
• puter language at his option). 

• 
76-85 Player takes skill rank 5 in .- • 

randClm secondary skill, or one 
• chosen by the GM to reflect the 
• Gharacter's background. 
• .86-95 Add a special +10 bonus for 

one primary skill. 
• 96-100 Increase one stat by 2 orthree 
• stats by 1 each; both tempo-
• rary and potential stats (to a 
• maximum of 101). 

• 7.22 SPECIAL ITEMS 
• CATEGORY 
• Roll Result 
• 01-04 Medtab applicator with a 

cartridge of Jirolene. 
• 05-06 Medtab applicator with a 
• cartridge of Triadenaline 
• 07-08 Medtab applicator with a 

cartridge of Fir-Queline. 
• 09 Medtab applicator with a 
• cartridge of Stirene. 
• 10-15 Medtab applicator with a 
• 16-17 cartridge of recreational tabs. 

Wheeled car. 
• 18-22 GEM car. 
• 23-25 Grav car. 

• • • • • • • 

26-29 All Terrain Vehicle. 
30-31 Recreational speedboat. 
32-33 Airboat. 
34-36 Hydrofoil, 

37 Recreational helicopter. 
38 Personal gravitic belt. 
39 A small prop-plane. 
40 Gravitic flitter. 

41-42 Access to a private suborbital 
shuttle as a non-paying passen-

43-48 
\ger or co-pilot. 
Real estate: undeveloped land. 

49-56 Real estate: modest dweliing. 
57-68 Real estate: moderate dwelling. 
69-75 Real estate: extravagant 

dwelling. 
76-80 Personal body armor. 
81-83 A multiscanner (or Repair/ 

Medscanner if appropriate). 
84-87 A trap device encoded against 

activation to the character only. 
It can be attached to almost 
anything, and will deliver up to 5 
"An electricity criticals (or 1 "C" 
and 2 "A"s or any such combi-
nation) before power depletion. 
It is ;lctivated by manual 
contact. 

88-91 +5 weapon (+1 Psion Adder if 
allowed). 

92-94 + 10 weapon (+2 Psion Adder if 
allowed). 

95-97 Personal velocity shield (+3 
Psion Adder if allowed). 

98 Personal deflector shield. 
99 Personal absorption shield. 
100 Personal barrier shield. 

7.23 SPECIAL STATUS 
CATEGORY 

ffoll Status 
01-10 Curses. Your family is cursed 

with one of the following banes: 
(01-20) You cannot refuse an offer 

of hospitality, regardless 
of the source or circum-
stances (within reason,; 

(21-30) Low empathy towards 
non-sentient animal life, 
therefore you may never 
befriend an animal; 

(31-40) You can not refuse a plea 
for help from either an 
innocent or an underdog 
- even if it means 
endangering your own life 
or intervening against an 
ally - but you have +20 
bonus to all actions taken 
during such an endeavor; . 
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. (41-60) You can not refuse a 
personal, one-on-one 
challenge, but you have a 
+ 15 bonus to all actions 
taken during such an 
endeavor; 

(61-80) You can not accept a loan 
without repaying it back. - ., .. --- .. -
threefold; 

(81-100) You can not harm a 
creature that has not first 
shown aggressive 
behavior. ; -- .-<#>-

11-20 Exceptionally impoverished 
family. You have acquired any 
money you possess through 
questionable p:actices. 

21-30 Criminal background. Your 
family is associated with an 
organized crime network. You 
carry a recognition device 
associated with the group. 

31-40 Guild background. Your family is 
connected with an association of 
merchants or high-tech person-
nel. You carry the device or 
phrase of recognition employed 
by the guild. 

41-50 Multi-cultural, multi-linguistic 
background. You are fluent (10 
skill ranks written and spoken) in 
2-6 additional languages of your 
choice and have a basic under-
standing of the associated 
cultures. 

51-60 NPC Mentor (see Section 7.3). 
61-70 Race-friend. You possess an 

intimate understanding of any 
one race other than your own, 
including their language, ways of 
thinking, lifestyle, racial secrets. 

71-80 Your family possesses traces of 
the blood of a recognized and 
powerful family (possibly noble). 

81-90 Conspiratorial background. You 
(or your family) are connected 
with an association of powerful 
individuals (e.g., a cult) intent 
upon rebelling against local, 
regional, or provincial officials. 
They control assassins, sub-
cults, and other subversive 
elements, as well as legitimate 
political and mercantile organs. 
Yc·u carry the recognition device 
of the group. 

91-96 Your family is well-off; make a 
free wealth r.oll. 

97-100 You are charmed. Events tied to 
sheer luck or happenstance (Le. 
involving no skill or concerted 
thought) are skewed in YOlJr favor 
by 20%. 



7.24 SPECIAL WEALTH 
CATEGORY 
Roll Elmon/ts Monthly Investment 

on Account Income/Notes 
01-02 500 
03-05 750 
06-10 800 
11-15 950 
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 income). 
61-65 2000 100 per month (invest-

ment income). 
66 6660 100 per month (invest-

ment income). 
67 -70 2000 150 per month (invest-

ment income). 
. 71-75 2500 150 per month (invest-

ment income). 
76-80 3000 200 per month (invest-

ment income). 
81-85 ·3500 200 per month (invest-

ment income). 
86-90 4000 250 per month (invest-

ment income). 
91-93 4500 250 per month (invest-

ment income). 
94-95 5000 300 per month (invest-

ment income). Charac­
ter also possess 
valuable jewelry (1-2 K 
worth). 

96-99 7000 500 per month (invest-
ment income) 

100 10,000 300 per month (invest-
ment income). Charac­
ter also possesses a 
"black market" Elmonit 
account. Funds placed 
in this account are 
untaxable. Possession 
of that Elmonit card is 
illegal. 

• A "month" is an arbitrary 30-day period 
(3 decadays), carried over from Prelm­
perial times. 

-

/7.3 _____ _ 

; N.pe MENTORS 
In fantasy or science fiction literature, it 

is common to find supporting characters 
who serve to train, direct, advise, and 
occasionally rescue the more principle 
characters. These Mentor figures can be 
an invaluable aid to the GM and player 
alike, for they provide another I~vel of 
detail and continuity for the entire cam­
paign. Mentors can be used to send pes 
on missions, rescue PCs who have gotten 
in over their heads, explain fundamental 
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 optional rules is being used), and in 
general add yet another facet of GM-PC 
interaction to· the game. For player 
characters who desire a Mentor, the steps 
described below 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 wifjh 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 PC. 

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 prove 
consistently useful to the PCs in Question 
(at least until the PCs are sufficiently 
advanced so as to no longer require the 
Mentor's services). 

• • • • • NPC MENTOR GENERATION PROCEDU • 

1) The profession of the Mentor shoull • 
the same as that of the PC disciple, • 
although the skills involved are mor 
important than the actual professior • 
If the Mentor is a Telepath (or Semi • 
Telepath), his or her base realm of • 
telepathy will necessarily be the san • 
as the disciple's. Likewise, the Men 
will generally (though by no means • 
always) be of the same race as the • 
disciple. • 

2) The Temporary Stats of the Mentor' 
reflect the years of experience he or • 
she has had therefore, the following • 
procedure is used: For Prime Requi • 
sites, 1 d 10 is rolled and added to 9( • 
For all other stats, 0100 is rolled 
(ignoring rolls of less than 20) to • 
determine the original value, and a h • 
open-ended 020 roll is added to sigl • 
stat gains (note: no stat total will ev 
exceed 102). Stat Potentials, as wei • 
as Stat Modifiers and Development • 
Points (if desired), are determined ir • 
the usual fashion. 

3) The experience level of the Mentor Ci • 
be determined by rolling 205 and • 
adding this total to the level of the • 
Mentor's most experienced disciple. • 

4) The Mentor's background can be • 
determined in the same manner as a 
player characters'. Often Mentor- • 
figures will have had Mentors them- •. 
selves at an earlier age, and the nam • 
of these figures (as well as a few 
notable details) might come in hand~ • 

5) The age of the Mentor can be deter- • 
mined by rolling 1 d1 00 open-ended • 
and adding the Mentor's. level, then 
consulting the table below (from whi • 
actual age must be extrapolated due· • 
differences in racial longevity): • 

Total Mentor's Age Group • 
up to 5 Pre-adulVProdigy • 
06-15 Young Adult 
16-30 Mature Adult • 
31-65 Middle-aged • 
66-95 Old • 

96 or up Venerable 
6) The "level of culture" from which the. • 

Mentor comes and the Mentor's SOCii • 
standing within that culture will provE • 
valuable not only in determining the • 
nature of his or her personality, but \\ 
give a rough indication of the amounl • 
of "pull" the Mentor has (e.g., access • 
to technology of information, wide­
spread reputation, "friends in high 
places," and general clout). 

. . . . 
>. • J • • ot.... 
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To determine the Mentor's social 
standing and origin, roll 1 010 and 
apply any of the following modifiers 
which are appropriate: if 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 
up to 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 

8-9 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 
is to get an audience or appointment 
witb 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 inability may be 
due to constant, pressing business, 
frequent travel, indulgence in personal 
interests, irritability, illness, 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 
disciple 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 1 01 00 and 
consult the following table: 

Roll 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) 

FLESHING OUT THE MENTOR 

The Non-Player Character Chart (in the 
GM Book) 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 calls for a subjec­
tive deciSion to be made as to which skills 
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 PC to begin with). 

If there are still 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 will 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 a/so selects 
Combat and Hyperspace piloting. If and 
when the PC deSires to learn these 
important aspects of piloting, 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 should be taken in 
fleshing out all aspects of the Mentor's 
personality. The factors which must be 
decided upon, just as for player charac­
ters, are Personality, Motivations, 
Alignment (Morals and Philosophy), 
General and Physical Appearance, and 
Demeanor. 

7.4 
STARTING MONITARY 
RESOURCES 

A GM should look to the nature of the 
local/world economic system to see how 
much 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 from party 
members, but may need better than 
average equipment to withstand height­
ened challenges (those not normally faced 
by first level groups). Some 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 0100 roll (e.g., a roll of 
43 would give the player an additional 43 
Elmonits, all Imperial currency on an 
Elmonit card.) Remember, the players 
should not be too rich (they need some­
thing to work for) nor too poor (they need 
something to work with). No group 
should be starting out with their own, I 
gleaming hyperyacht bought with starting 
cash. 

'I . ' ~ 
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7.5 _____ _ 

EXPERIENCES AND 
FAMilY BACKGROUND 

One's outlook on life is necessarily 
colored by past experience. A character in 
a SFRP setting will invarably follow this 
rule to some degree, and the GM should 
note that rich, varying experiences lodged 
in a character's history will inspire the 
player to individualize his character's 
motivations and feelings. 

Family background is, perhaps, the 
most significant tool in this category. 
Events involving one's family -legacies, 
feuds, traditions, etc. all 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 relative' wrongly accu~ed of some terrible 
crime. 

By giving the player a u~iq~~ 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 

0 ................................ -25 
1 ................................. +5 
2 ............................... +10 
3 ............................... +15 
4 ............................... +20 
5 ............................... +25 
6 ............................... +30 
7 ............................... +35 
8 ............................... +40 
9 ............................... +45 

10 ................................ +50 
11 ............................... +52 
12 ............................... +54 
13 ............................... +56 
14 ............................... +58. 
15 ............................... +60 
16 ............................... +62 
17 ............................... +64 
18 ............................... +66 
19 ............................... +68 
20 ............................... +70 
21 ............................... +71 
22 ............................... +72 
23 ............................... +73 
24 ............................... +74 
25 ............................... +75 
26 ............................... +76 
27 ............................... +77 
28 ............................... +78 
29 ............................... +79 
30 ............................... +80 

Plus 1/2 for each skill rank over Skill 

rank 30. 

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-player 
characters. In Space Master, each player can keep track of his characte~ on a Player 
Character Record. The Player Character Record has places for all of the Important 
statistics and factors which are important to a character. The GM may Vfant to use 
Player Character Records for certain non-player characters (NPCs), but In general he 
only needs to keep track of their levels. This allows him to refer to the Non-Player 
Character Chart (in the GM Book) in order to obtain non-player character bonuses 
required during play. . 

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. 

8.1 
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 
known, Psion lists known, height; weight, 
etc.). A player should fill in all of the 
appropriate spaces (this process is 
described step by step in Section 10.0). 
When this process is completed, 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, level by level. 

Anyone using Space Master 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 _____ _ 

SKill BONUSES 
Skill 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 c!assifications 
for skill bonuses are the Offensive 
Bonuses (DB), Defensive Bonuses (DB), 
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Moving Maneuver Bonuses (MM), 
Vehicular Maneuver Bonuses (VM), 
SpeCial Purpose Bonuses (SP) and Static 
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 under "Skill Bonuses" on the 
Character Record Sheet. The specific 
bonuses 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, and convert it to an "X" 
when the development is completed. 
8.3 _____ _ 

SPECIAL PURPOSE 
BONUSES (SP) 

Several of the skills do not fall in the 
general pattern outlined above: Learning 
PSion lists, Linguistics, Body Deve/op­
ment,and Ambush. Psion lists are listed 
on separate skill rows on the Record and 
are marked as either learned to a certain 
level or unlearned with a chance of 
learning. Languages are listed on separate 
skill rows with only the skill rank recorded. 
The Body Development Bonus is the 
number of hits which a character can take 
before paSSing out (see Section 3.44). 
The Ambush skill rank is a modification to 
critical rolls resulting from a sneak attack 
on the rear of an opponent (see Section 
3.44). 
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OPTIONAL RULES 
• • • • • • 

These rules are meant to provide more flexibility and variety when starting player 
characters. GMs should realize that these rules allow characters to start play with more 
skills than are normal under the basic rules. : 12.1------ALTERNATIVE STAT 

: GENERATION METHODS 
Under the basic rules, the 10 temporary 

• stats are rolled and then assigned to the 
• 10 individual characteristics. Then ~he 
• profession is chosen and the potentials are 
• rolled for each stat. 
• Under this optional rule, the order in 

which the steps of the process are 
• performed is changed. The 10 temporary 
• stats are rolled normally, then the poten-
• tialsare 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 rolled and assigned, with low 
• stats in characteristics that a player does 
• not want to emphasize. Then the player 
• will choose his profession and roll his 
• potentials. If he is lucky in those areas 

where he has placed his low stats and 
• unlucky in other areas, he can end up wi.th 
• higher potentials in unwanted areas. This 
• optional rule allows the play~r~ more . 
• control over their stats, specifically their 

potentials. If a GM wants a random stat 
• potential situation, he should use the basic 
• rules. 
• To handle the replacement of prime 

requisites by 90, the actual 0100 rolls for 
• potentials should be recorded. If the 
• prime requisites are replaced with 90's the 
• original 0100 rolls can be used to calcu-
• late the new potentials. 
• 12.2 _____ _ 

• OPTIONAL LEVEL 
• ADVANCEMENT RULES 
• These optional rules concern the 
• process of character and skill develop-
• ment. They make the level advancement 

process slightly more complicated but 
• more realistic. 

• 12.21 PARTIAL SKILL 
• ADVANCEMENT AT HALF-
• LEVEL 
• When a character reaches an experi-
• ence point that is more than halfway to his 
• next level, he can advance 1 skill rank in 

up to 3 skill areas. He may only select 
• skill areas he is currently developing. • • • • • 

The reasons for including this rule are 
threefold. At the lower levels the amount 
of experience required to advance a level 
is more than in other SF role playing 
systems. This reverses at the higher 
levels since our experience progression is 
arithmetic, rather than geometriC. Sec­
ondly, it is a compromise between the 
reality of a continuous learning process 
and the playability of developing skills only 
at discrete intervals. Finally, if the three 
skills chosen are skills that have recently 
been employed in the adventure in 
progress, then this rule 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 character 
during the past half-level and choose the 
skills or advance based upon those 
activities. The GM may also choose to 
vary these options depending upon the 
situation. 

If one of the "skills" chosen is a Psion 
liSt. the character may be allowed to roll 
to learn the PSion list being developed. If 
he is successful, then he will be able 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 develop­
ment. The only requirements for a 
character to learn a skill are (1) to expend 
the development points and (2) to gain an 
experience level. This assumes that the 
character practices and meditates on the 
skills which he is learning. The following 
rules provide requirements that must be 
met before skills can be learned. The GM 
can adopt some, none, or all of the 
following optional rules. These rules add 
some extra bookkeeping and complexity to 
the skill development and level advance­
ment process. 
Practice and Studying - Under this rule 
a certain amount of time must be spent 
practicing and/or studying a a skill to be 
developed (whichever is appropriate). The 
amount of time spent should be deter­
mined by the GM, depending upon his 

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 Psion 
list. This practice or study can occur 
anytime after the skills have been chosen 
for development. 

The practice or study should take 
approximately 8 hours per day. The time 
could be spread over a long period of time 
at 8 hours/skill rank and 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 Facilities for Practice -
A GM may want to require equipment and 
facilities for practice. This could be 
accomplished by having gyms, practice 
arenas, schools,guilds, etc. This adds 
complexity, but provides a reason for 
adventure in a town or city setting in a 
campaign game. 
Material and Facilities for Studying -
For reasons similar to those given above, 
the GM may want to require material and 
facilities for learning and stuC:ying Psion 
lists, linguistics, etc. This requirement 
would also allow the GM to restrict the use 
of certain Psion lists that do not fit into the 
world system being used. It also can be 
used to initiate quests and adventures to 
obtain certain rare and expensive Psion 
lists. 
Meditation Period - Often when an 
experience level is reached by a character 
it occurs at an active moment during a 
game. If the character has already 
completed his practice, he may reasonably 
request that he be allowed to advance his 
developed skill ranks. This can be very 
disruptive. 

Under this rule, once an experience 
level is reached the skills developed are 
not advanced until the character has slept 
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 _____ _ 

HOBBIES 
Characters usually begin play with fairly 

normal Science Fiction Role Playing 
characters. Due to the cost effectiveness 
of developing certain skills, this may seem 
very restrictive to some people. This 
option suggests that a simulation of hobby 
skills be used. Hobbies are defined to be 
in this case skills or abilities that do not 
normally coincide with the profession .of 
the character. For example, Healers are 
rarely mass murderers. 
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At the end of the development period 
for adolescence, the character may choose 
a skill as his primary hobby and another 
skill as his secondary hobby. At the end of 
his apprenticeship development period 
(before Psion rolls), the character receives 
4 extra skill ranks in his primary and 2 
extra skill ranks in his secondary hobby. 
Any skill can be chosen to be a hobby, and 
the skill 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,oJ 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 unique. A GM may 
want to change the number of hobbies 
(e.g ... 5-1 ,4-2,or 3-3). The GM may want 
to restrict the use of hobbies to coincide 
with the individual backgrounds or his 
world system. 
12.4 _____ _ 

PC TRAINING 
The following sections are designed to 

be easily interfaced with existant cam­
paigns, and add a considerable amount of 
detail and personal touch to any player 
character. Players who wish to utilize 
these options should discuss the details 
and ramifications with their GM, as many 
of the decisions made herein will reflect 
the overall feel of the campaign in general. 
By toying with these parameters, players 
and GMs alike can design more unique 
and detailed characters, adventures, and 
campaigns. 

MILITARy/PARAMILITARY TRAINING 

One of the central aspects of the Space 
Master universe, as well as most other 
SFRP games, is the all-pervasive presence 
of various military groups. These groups 
or 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 members of these groups, and 
some may wish to be enlisted themselves 
(or to have been enlisted at some earlier 
time in the PCs life). In either case, the 
skills and attitudes inherent in any such 
group will (or should) be recognizably 
unique to that specific group. In 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 militaristic groups lies in the 
uniformity of their own specific training 
programs). Only by relying upon certain 
specific fundamental values or skills can 
any service hope to attain the consistency 
(and interchangeability) of personnel 
which is necessary for it to function. This 
section allows the GM to create and 
maintain unique and consistent military 
and paramilitary services (and sub­
branches of those services) by use of a 
simple form. Once completed, this form 
will guide the GM in the creation of NPC 
servicemen as well as enlisted PCs. An 
example of such a form in its completed 
stage is included at the end of this section; 
for PC and NPC members of the Devonian 
Xeno Scouts. 

Any NPC servicemen can be assumed 
to have made it through the training 
programs delineated here, and will have 
"reaped the benefits" (Le., will possess, at 
a minimum, the skills indicat~d) of the 
service. which trained him. Tllerefore, for 
such NPCs, only the skills learned section 
of this outline 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 (Le., 
training has already been successfully 
completed). In this case, all that the 
player need do is expend the required 
number of Development Points to pur­
chase the indicated skills at the indicated 
rank. Also, such PCs must be assumed to 
have entered the service at level 0 (or 
possibly in adolescence), and will begin 
play (as per usual) at level one as enlisted 
personnel, 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 well as the 
prevailing attitude of the personnel within 
the group, and perhaps the amount of 
funding and respect the group receives 
from its sponsoring government. Once 
the PC has decided to join a given service 
branch, the following st~ps must be 
followed: 
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Enlistment requirements: Each service 
will have its own ideas as to what a 
"useable' individual is, and these views are 
reflected in the minimum (temporary) 
stats and minimum skills requirements. 
These minimums should be set (when 
designing the service branch) by the GM, 
and must be met by any PC who desires 
enlistment. Likewise, each service branch 
will have its own ideas as to which 
individuals will definitely be refused 
enlistment, regardless of stats and skills 
(e.g., immigrants, felons, etc). If the PC 
meets the minimums and does not fall into 
the refused category, he or she may enlist. 
The enlistment difficulty is denoted by use 
of a standard Difficulty Level rating, and 
indicates the severity of the service's 
enlistment examinations, phYSicals, and 
psychological tests. The PC must succeed 
in a static maneuver roll modified by this 
Difficulty Level, along with any stat 
m.odifiers given in the modifier(s) section 
(decided by the GM). Obviously, some 
branches will desire Reasoning over 
Constitution, etc. If the total roll is less 
than 100, the PC has failed the entrance 
exams (for whatever reason the GM sees 
fit) and mayor may not be able to try 
again at a future date (depending on 
whether or not such individuals are 
refused enlistment by the branch in 
question). If the total roll is 101 or higher, • 
the PC has passed the entrance exams and • 
is officially enlisted. Some branches will • 
offer enlisting 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 enlisting 
personnel, and this may have some • 
influence upon which sub-branches the PC • 
will be allowed to select. • 
Divisions and baSic training: Any given • 
division or sub-branch (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 choose to • 
join that division. likewise, any given • 
division (except basiC) may refuse to allow •. 
certain individuals to join. If these require- • 
ments (determined by the GM when de-
signing the service division) are met, the • 
PC may enter the division in Question. • 

• • • • • • • • • 
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The skills learned in any given division will 
sually be well known to all citizens of the 

Province or region, although this does not 
reciude the possibility of covert organiza­

~ons whose very existence may be al 
~ecret. In any case, once. t~e. PC meets 
the requirements of the diVISion, he or she 
will spend the indicated time. to tr~i~ in 
'hese skills. At the end of thiS training 
period (during which the PC is assumed to 
have expended the necessary Develop­
ment points for the skills in question -
any leftover DP are forfeited), the player 
must succeed in another static maneuver 
roll at the DIFF. (Difficulty Level) and with 
Ihe'MODS (modifiers) that the GM sees as 
applicable (these MODS will generally be 
stat modifiers, although they may be 
straight additions to or subtractions from 
Ihe roll, depending upon the GM's view of 
Ihe service division in question). This is 
called the Training Roll. 

If the adjusted total obtained on the 
training roll is 100 or lower, the player 
character has not succeeded in passing 
through training, and will either have to do 
it all over again (the skills learned are not 
cumulative in such a case) or join a 
different division (assuming that this is 
possible within the service branch). A 
critically low roll (of OS or lower) indicates 
that some sort of major difficulty has 
occurred; the PC has suffered some 
physical damage or stat deterioration, run 
into legal complications, or has been 
dishonorably discharged due to an 
inability to adjust to military lifestyle, etc . 
Usually, a character who fails a training 
roll three times will be discharged due to 
an inability to adjust to military lifestyle, 
etc. Usually, a character who fails a 
training roll three times will be discharged 
from service, and will thereafter be 
considered refused enlistment for the 
service branch in question, although this 
practice may differ from service to service 
and will almost certainly differ during 
times of war (during which a positive 
modifier might be applied to both the 
enlistment and training rolls, due to the 
less stringent enforcement of criteria most 
military groups exercise in such times). 
. If the adjusted total for the training roll 
IS 101 or higher, the PC has completed 
training, and will have accumulated 
enough experience points to place him or 
her at the bottom of the next experience 
level. At this time, the PC makes Stat Gain 
rolls as per the usual procedure, locks In 
all indicated ranks of skills learned during 
training and receives any special level 
bonuses and modifications which may 
apply due to profession (Section 4.0). 

A critically high total on the training roll (of 
200 or higher) indicates an unusual 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 will be issued 
his or her basic equipment. This equip­
ment may (and most likely willi differ from 
division to division, and should be noted 
on the form. 

For the duration of any PCs enlisted 
career, the GM will have to approve any 
study picks the player makes for the 
character, as the opportunity to study 
many skills will be greatly lessened (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 into account 
during the creation of NPC members of 
such organizations. 
12.5 _____ _ 

PC SPECIAL ABILITIES 
The following are suggested modifica­

tions/improvements which might be 
employed in mutations, eugenically 
influenced persons, Androids or Repli­
cants. They are by no means the only 
possibilities, but note that most have 
corresponding drawbacks, for the purpose 
of play balance and variety. 
1) Inner eyelid (protection from dust/sandi 

bright light). +20 when operating 
under such circumstances. 

2) Six-digited hands/feet. +10 to Balance 
rolls and manipulative rolls (Picking 
locks, delicate repairs, etc). 

3) Acute sense of smell: distinguish udors 
at +SO; 30m upwind and 1000m 
downwind; GOm in still air. Tracking at 
+2S. Skill in recognition possible at a 
cost of 1/3 (In/Me). However, charac­
ter is susceptible to nosebleeds and 
operate at an overall -S for every 300m 
above sea level (normal Terran 
atmospheriC pressure) and -SO in 
severely lower pressure environments. 
Double all bleeding hits suffered from 
Vacuum (decompression) Criticals. 

4) Natural night vision allows perfect sight 
in equivalent to Terran normal clear 
night, 10m even in pitch dark. How­
ever, normal sight in full daylight is 
only possible with goggles or tinted 
lenses. Goggles cause a -1S Percep­
tion penalty. 

5) Unusual voice ability provides a +20 
when using Public Speaking, Acting, or 
utilizing the Psionic powers of Voice. 
However, the vocal chord and tonsil 
arrangement makes them vulnerable to 
bacterial infection: possessor must 
make a monthly RR vs Strep Throat at 
-30. Even if cured promptly with 
drugs, there is a 10% chance with each 
infection that the ability is reduced by S 
(can become negative). There is also a 
chance of acquired immunity to 
antibiotics if used frequently. In any 
case, victim cannot speak while ill. 

6) Acute hearing allows isolation and 
analYSis of any sound within 300m 
under normal circumstances, and 
through up to 3m of solid (non­
dampening) material. Also can use 
high pitched, whistling sounds to 
determine the size and shape of 
enclosed spaces (up to 300m) with 
great accuracy using sonar. Unfortu­
nately, any loud noise nearby (a 
projectile gunshot, a jet engine, an 
alarm) will possibly cause deafness. 
Roll a RR (modified at GM's discre­
tion); deafness lasts one hour/S% 
failure. 

: .. - - -", 

7) Incredible appearance provides +30 to 
all Seduction, Public Speaking and 
Acting rolls and certain charisma­
oriented Psions (useable against own 
or very similar race of course. A 
Trilopter can barely tell one humanoid 
from another, much less realize that 
one is "beautiful"). For other skills 
using Presence add a 20 bonus 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 to all leaping maneuvers, 
as well as double the normal range 
(2m vertical; 6m horizontal static start; 
1Sm horizontal running start). This 
attribute also allows a +20 bonus to 
movement and such skills as Tum­
bling, Zero-G Maneuvering, and Dance . 
The drawback is that you must have 
daily infusions of Calcix IV, a calcium 
derivative which keeps your tissues in 
condition. For each day the infusion is 
missed, your skill reduces by S. After 
ten days a comparable permanent 
decline begins, until after 20 total days 
the skeleton is too fragile to withstand 
any strain at all and collapses. As soon 
as infusions are re-initiated temporary 
damage is reversed and any permanent 
damage arrested. 



· . MILITARY/PARAMILITARYTRAINING FORM EXAMPLE 
SERVICE BRANCH: Devonian Xeno Scouts HEADQUARTERS: Karoline 

GENERAL DESCRIPTIDN: Handle exploration, scientific evaluation [Resource Development and Sentient Status Ratings), 

xenological contact and production development on Frontier worlds; supply and transport aid during wartime. The most 

lenient and least glorified of the Devonian services. Standard tour is five years, one year tours available for specialists. 

ENLISTMENT REQUIREMENTS 

MINIMUM (TEMP) STATS: CD 75, IN 60 

MINIMUM SKILLS: Perception [1 rank) 

REFUSED ENLISTMENT: Repeat drug offenders, Colosians, suspected subversives, the physically handicapped, 

MERLOGH offenders. 

ENLISTMENT DIFFICUL TV: ROUTINE MODIFIERS[S): CO/IN 

DIVISIONS AND BASIC TRAINING 

DIVISION Admin. Basic/Spt. Engineers Piloting Survey 

PREREQUISITES Prof: ADM None BASIC BASIC BASIC 

TECHs/ENG PILOTs EXlRElPLs 

MINIMUM STATS RE 75 As above AG 75 Qu 75 In 75 

AG 60 

MINIMUM SKILLS A Math 1 As above A Math 1 As above As above 

REFUSED Non Devon As above As above As above As above 

citizens 

SKILLS LEARNED Admin 2 Admin 1 Contort 1 Stargz 2 Surv·-2 

Oiplo 1 Signal 1 Rep. SA 2 Orb Pit 2 1st Aid 1 

Trade 2 MNV:LBA 3 Mech T 2 N Pit 2 Mult SA 2 

A Math 2 Percep 1 Elec T 2 H Pit 2 Planet. 2 

Propag. 1 Body oev 1 Comp T 2 N Astro 1 Gen Bot 1 

Planet. 1 AFV 1 Pow T 2 H Astro 1 Gen Zoo 1 

Planet. 1 Mech En 1 SENSR 2 G Anthr 1 

Stun Pst 1 Electrn 1 EW.Comm 2 G Psych 1 

TIME TO TRAIN 0.3 years 0.3 years 0.3 years 0.3 years 0.3 years 

DIFFS & MODS MOM RE LT CO/IN MOM IN/AG Ho QUliN MOM COliN 

BASIC EQUIPMENT Mlcrocomp Dura. Vest R Scanner As BASIC As BASIC 

Oiscviewer Abs Shld Toolkit 

Desk St Pistol 

UV Goggles 

Ear Comm 

3 En Cells 

2 R/A pacs 

p·SO 
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WEAPON TERMINOLOGY AND USEFUL 

ABBREVIATIONS: 

Automatic: Refers to any weapon which is 
capable of rapid-fire bursts of ammunition. 
DB: Defensive Bonus, the total of a 
number of modifiers which affect how 
difficult it is to "hit" an opponent. 
Energy weapon: Any weapon which 
projects an energy beam/burst as opposed 
to a physical projectile or missile weapon. 
Fire: Any distanced weapon attack, this 
term corresponds to the "missile" concept 
in Ro/emaster, but is broadened to 
encompass projectile and energy weap­
onry. 
Melee: Hand-to-hand combat (as opposed 
to "fire" combat) where opponents are 
physically engaged - be it a fistfight, a 

I 

Missile weapon: In Space Masterthis 
indicates a low velocity airborne projectile; 
usually from a manually fired weapon. 
Such weapons include an arrow from a 
bow, a quarrel from a crossbow, a stone 
from a sling, a dart from a dart gun, etc. 
Thrown weapons are also included in this 
area. Normally, missile weapons do not 
include projectiles fired by explosions or 
other high-velocity propulsion means. 
Grenades are delivered (thrown) as missile 
weapons, but the effect/attack of a 
grenade is resolved as a prOjectile weapon 
attack (due to concussion and shrapnel 
effects). 

• • • • 
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44,' duel with rapiers, or a wrestling match. All 
U ' of these are considered melee. 

OS: Offensive Bonus, the total of a number 
of modifiers which affect an attacker's 
chances of hitting an opponent with a 
weapon. 
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THE BATTLE ROUND 
All combat in the Rolemaster system takes place within a framework of ten-second 

rounds and one-minute turns. Normally, each combatant is allowed one attack roll per 
round, whether it be a spell/Psion, missile (bow and thrown fire) or melee. The rationale 
behind allowing missile and melee combatants only one roll every ten seconds is that, 
though he or she may actually swing or shoot more often that this, only one effective 
attack is made in a given round. 

This concept is preserved in spirit in the Space Master system, though allowances 
have to be made for advanced multi·shot (I.e., self-reloading) weapons like revolvers, 
submachine guns, and plasma repeator rifles . 

The basic principle to keep in mind is that each action takes a percentage of a round 
to complete. For example, one can view a physical attack as at least a 50% activity, 
casting a Psion as a 75% activity, preparing a Psion as a 90% activity, and movement as 
a 0-100% activity. Thus someone that casts a PSion may not make another attack. ' 

For the sake of consistency, Space Master assumes that missile (bow and thrown 
weapon) attacks take 50% activity as opposed to the normal 75% for 1st Edition 
Rolsmaster. Both Space Masterand the upcoming 2nd Edition Rolemastsrwill use 
this 50% figure with very specific "reloading" times. 2nd Edition Rolemastsrwill also 
incorporate the "two fire phase" battle round sequence presented in the next section, 
13.1 _____ _ 

THE BATTLE ROUND 
SEQUENCE 

The combat sequence in Space Master 
is essentially the same as that used in the 
1st Edition Rolsmastersystem, with a few 
additions necessary to incorporate the 
superior abilities of high-teCh weaponry. 
The expanded Space Master combat 
round sequence is shown below, with the 
new additions asterisked. The RM "Spell" 
phases are now called "Psion" phases and 
the RM "Missile" phases are now called 
"Fire" phases. 

There are now two Fire Phases (and of 
course, two Fire Result Phases). Only 
hand weapons which do not require 
reloading may fire in both phases (e.g., 
not a bow, crossbow, or single shot 
firearm). Examples are automatic pistols, 
assault rifles, and most energy weapons. 
These weapons can be fired more easily 
and frequently, and are thus offered two 
rolls during the round sequence. Details 
of exactly how self-reloading weapons are 
to be used are found later in this section, 

.' ....L...... .:-i::,:t~_" ____ • 

Projectile weapon: As opposed to a 
missile weapon, this indicates a device 
which mechanically fires a high-velocity 
projectile. 
Psion: Referring to Telepathic/Psionic 
power: the act of using such power. This 
corresponds the the Ro/emasterterm 
"Spell" which refers to the use of a 
magical ability, 
Self-reloading: Refers to any weapon 
which reloads (or recharges) itself and is 
ready for another shot almost immediately 
(I.e., it is capable of two attacks in the 
same round). Most energy weapons and 
prOjectile weapons fall into this category, 
while normal bows and thrown weapons 
do not. In terms of Space Master, a self· 
reloading weapon is any weapon with a 
"Rate of Fire" of 2/rnd or 2 bursts (see the 
Tech Book). 

1 - PSion Action Phase 
2 - Psion Results Phase 
3 - Psion Orientation Phase 
4 - Fire Phase (A) 
5 - Fire Result Phase (A) 
6 - Movement/Maneuver Phase 
7 - Fire Phase (B) • 
8 - Fire Result Phase (B), • 
9 - Melee Phase 
10 - Melee Result Phase 
11 - Final Orientation Phase 

PSION PHASE 

All combatants who will cast (or 
prepare) a PSion during this round must 
specify any pertinent information to the 
GM (Psion type, target, optionto wait for 
opportunity fire, etc.). If any spells are to 
be cast/prepared, they would also be 
specified in this phase. 

PSION ResuLTS PHASE 

All "cast" (not prepared) Psions and 
spells specified in the previous phase are 
resolved simultaneously, unless an 
exception is indicated by the system or the 
GM. Effects are applied immediately, 
except PSions held on opportunity. 
• Movement/Maneuver is reduced to a 
maximum of 25% of normal for those 
who have cast a PSion this round, and 
10% for those who have prepared a 
Psion. 



PSION ORIENTATION PHASE 

All combatants who performed unusual 
activities during the previous phase (e.g., 
Teleportation, Leaving, etc.) must make an 
orientation roll to determine how well 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 indicate 
the best possible result (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 PHASE (A) 

All combatants who will fire during this 
phase must specify missile type, targeV 
target area, and any other pertinent 
information. Users of self-reloading 
weapons (e.g;, energy and automatic/ 
semi-automatic projectile) are able to fire 
in both this and Fire Phase 8. Users of 
missile (bow) weapons and thrown 
weapons may fire in either phase, but only 
one. Exception: theoretically a character 
with a throwable weapon in each hand 
may throw one in Fire Phase (A) and one 
in Fire Phase (8). 
• Psion casters/preparers may not fire. 

FIRE RESULT PHASE (A) 

All missile attacks specified in the 
previous phase are resolved simultane­
ously, unless an exception is indicated. All 
results are applied immediately. In the 
following phases, all phase (A) firers have 
50% of their activity left and thus may: 
• Melee with a -50 mod to 08; or 
• Move/maneuver at 50% of normal; or 
• Fire normally in Fire Phase (8) (self­
reloading Weapon Firers only, because 
other weapons will require a "reload" 
maneuver). 

MOVEMENT/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 
earlier phases, see Section 19.0). Success 
or failure of an extraordinary maneuver 
must be resolved as indicated in Section 
18.2 .. 
• Reloading is treated as a maneuver that 
may take anywhere from 30% of normal 
activity to 300% or more of normal 
activity. 

• Normally, drawing a weapon 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 fire if he has done any 
of the following this round: 
• CasVprepared a Psion. 
• Fired in Fire Phase (A) and moved/ 
maneuvered. 

• Moved/maneuvered more than 50% of 
normal allowance. 

• 8een incapaCitated and/or failed an 
orientation or maneuver roll. 

FIRE RESULT PHASE (B) 

Essentially the same as Fire Result 
Phase (A). 

MELEE PHASE 

All characters may make a melee attack 
except those 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 (8). 

• Fired in Fire Phase (A) and fired in Fire 
Phase (8). 

• Moved/maneuvered more than 50% of 
normal allowance. 

• 8een incapacitated and/or failed an 
orientation or maneuver roll . 

MELEE RESULT PHASE 

Within each group of combatants 
attempting to melee attack each other, 
attacks are conducted according to the 
following sequence: 
1. Determine order in which combatants 

will attack by comparing initiative 
(Quickness, and other factors, depend­
ing on Circumstance). 

2. First combatant attack and result are 
applied immediately. 

3. Second combatant, third combatant, 
etc., attack and apply results in order. 

4. First combatant attacks with any 
useable 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 ro/l, which may affect 
his ability to act in the next round. 

13.2 lJ ~ii 
EXCEPTIONS TO THE I ~ 
BATTLE ROUND SEQUENCE. ! 

OPPORTUNITY ACTION ~~~:~ 
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Combatants may plot opportunity 
action if they wish to perform a combat 
activity in a following phase of the current 
round or a following round. For example, 
a combatant may wish to withhold his Fire 
attack until he sees who is moving 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 
opportunity action can take no other action 
(except reduced movement) until the 
action is performed or cancelled. Oppor­
tunity fire occurs first in a phase, unless 
otherwise indicated by the GM (see 
Section 14.5). 

:. . 
r" : 
T 

Example: During the Psion phase, a com- T'. 
batant with a prepared Psion announces 
opportunity Psion casting. He may then . 
cast the Psion in any of the following " , 
phases of this and the following rounds. T" 

Until he casts the PSion, he may neither 
melee, fire, nor make extraordinary man­
euvers. He is also reduced to 25% of his 'r 
normal movement until the round after he 
casts the Psion or until he cancels this 
opportunity action. During a fire phase of 
some following round, a character at- l.--,' .. 

tempts to fire a gun. The Te/epath who 
has planned opportunity fire now casts 
his Psion, resolving it before the gun may 'r','.' 
be fired. If the gunman is killed or incap-
acitated, the attack will not take place. 

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 08 mod to that 
attack. The 08 mod is -5 for every 5% 
moved/maneuvered. In order to fire or 
melee, the character must have movedl 
maneuvered less than 50% of his normal 
allowance 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 one 
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 (8) of the previous 
round andlorthe Melee Phase of the 
previous round, he must take a -20 mod to 
his attack if the new target is 00 to 90c 

from the previous target or a -40 mod to 
his attack if the change is 91 0 to 180:. 
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In Fire Phase (8): If a character fired at a 
target in Fire Phase (A), he must take a -20 
mod to his attack if the new target is 0° to 
90° from the previous target or a -40 mod 
to his attack if the change is 91 ° to 180°. 
.In Melee Phase: If a character fired at a 
target in Fire Phase (A), he must take a -20 
mod to his attack if the new target is 0° to 
90° from the previous target or a -40 mod 
to hiS attack if the change is 91° to 180°. 
In Melee Phase: If a 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 
to hiS attack. If the change is 91 ° to 180°, 
the character will be unable to melee the 
new target, but he can change the target's 
attack (if any) to a flank attack instead of a 
rear attack. 

FIRE-AND-MELEE 

If he performs no other actions, a 
character may fire with a weapon in one 
hand and then melee with a weapon in his 
other hand. However, if he wishes to fire 
with a weapon in one hand and then 
switch another weapon to the same hand 
to melee with, he must take a -20 mod to 
both attacks. 

Both weapons must be "1-Handed", the 
fire weapon must be dropped (or thrown), 
and the melee weapon must be held in the 
other hand during firing. The missile 
target should be the same as or very close 
to the melee target. This is only allowed 
before a combatant actually enters melee. 
Of 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 aI/ow a relatively small one-handed 
weapon (e.g., a pistol, thrown dagger, 
etc.) to be fired in melee in certain situa­
tions. The potential firer must be able to 
make a normal melee attack (e.g., may not 
have performed earlier actions that would 
prohibit him from making a melee attack). 

In such a case, the firer's opponent 
should make his melee attack first. Then 
the firer should make a maneuver roll to 
see if he can fire. If successful, the firer 
Would then be allowed to fire his weapon. 
If this maneuver is attempted, the charac­
ter may not make his normal melee attack. 

FIRE WHILE MOVING 

A characters using a fire weapon that 
performs no other actions in a round has 
the option of combining his movement 
With Fire Phase (B). In this way, the 
Combatant may move up to 50% of his 
normal movement allowance, and fire 
dUring movement at -50 to his attack. 

A GM should require a maneuver rol/ for 
this action. (e.g., If the character fails the 
roll, he may only get part of the way. 
through his movement, or perhaps not be 
allowed to fire.) 
Nole: Opponents on "opportunity fire" 
would have the option of firing at a 
character attempting such a maneuver 
before he would fire at them. 
13.3 _____ _ 

RELOADING 
A character may attempt a maneuver to 

reload his weapon during any Movement! 
Maneuver Phase. The percentage of 
normal activity that is required varies for 
different weapons from 30% to 300% or 
more. Each type of reload has a required 
activity percentage. These "reload times" 
differs from those in Rolemaster but the 
effects 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 activity of another round to 
complete). If any other action is taken dur­
ing a reloading maneuver, the reloading is 
canceled and must be restarted from 
scratch. 

Type of 
Reload 
Projectiles: 

% 
Activity 

Single Shot .................................. 30 
Clip .............................................. 50 
Belt ............................................ 100 

Energy Power SuppUes: 
Cell .............................................. 50 
Cartridge ..................................... 75 
Pack .......................................... 100 

Bow Ammo: 
Short Bow ................................... 60 
Composite Bow ........................... 70 
Long Bow .................................... 80 
Light Crossbow ......................... 170 
Heavy CrossbOW ....................... 230 

Miscellaneous: 
Sling ............................................ 50 
Drawing a Weapon ...................... 20 
Sheathing a Weapon ................... 30 
Picking up a Weapon ................... 40 
Changing Weapons ..................... 50 

Option 1: A GM may aI/ow a character to 
reduce the required % activity for a reload 
by up to 30% of normal activity by taking 
a DB penalty for his next fire attack. The 
DB penalty is equal to the activity reduc­
tion (e.g., a reduction in reload time of 
20% of normal activity would result in a 
-20 DB mod). For bows and slings, this 

option closely reflects the reload rules 
found in Arms Law & Claw Law. 
Option 2: A GM may allow a character to 
make a maneuver roll 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
ample, a reload in half the normal time 
would be a Extremely Hard maneuver, in 
3/4 the normal time would be a Hard 
maneuver, etc. 
13.4 _____ _ 

MANEUVERING 
When a combatant indicates an at­

tempted maneuver, the GM should assign 
a degree of difficulty to the maneuver. The 
degree of difficulty is chosen from those 
listed across the top of the Personal 
ManeuverChart (18.4). The combatant 
then makes a maneuver roll. After the ma­
neuver roll is modified by bonuses and 
penalties, the net maneuver roll is cross­
indexed with the degree of difficulty of the 
table to obtain the result. It is important to 
remember that certain maneuvers may be 
deemed Impossible by the GM. The player 
should be advised that such a maneuver is 
doomed to failure. 
Maneuver Roll: The outcome of an 
attempted maneuver is resolved by rOiling 
percentile dice. The number result is the 
maneuver rOll, which is open-ended. 
01-05 Roll: An unmodified dice roll 
between 01 and 05 inclusive indicates 
exceptional clumsiness. The dice are 
rolled again and subtracted from the first 
roll. If the second roll is between 96 and 
100 inclusive, then a third rol/ is made and 
also subtracted, and so on. The sum of 
these rolls (often a negative number) is 
the maneuver roll. 
96-100 Roll: A dice rol/ between 96 and 
100 inclusive indicates exceptional agility. 
The dice are rolled again, and the result 
added to the first roll. If the second roll is 
between 96 and 100 inclusive, then a third 
roll is made and also added, and so on. 
The sum of these rolls is the maneuver 
roll. 
Note: Open-ended rolls can only continue 
in one direction once that direction has 
been established by the initial roll; they 
cannot see-saw up and down. 

Maneuver bonuses and Penalties: 
Attempted maneuvers can be affectad 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 {)f these 
bonuses and penalties is added to the 
maneuver rol/ to determine the net 
maneuver roll . 
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Maneuver Results: Most results 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 
(Le., no partial success) a second dice roll 
must be made. If this second roll is equal 
to or less than the original percentage 
result, then the maneuver succeeds. 
Otherwise, the maneuver fails. If a 
maneuver can be partially successful, then 
the original percentage result is the degree 
of success. 
13.5 _____ _ 

ORIENTATION ROLLS 
When required by the GM, a combatant 

must make an orientation roll to determine 
his degree of self-control and awareness. 
The GM must determine the difficulty of 
the orientation, then the combatant makes 
the orientation roll in the same manner as 
a maneuver. Failure means disorientation 
and no further action is allowed for that 
round. Success means that the combatant 
is under control and aware of the situation, 
and may take further action that he would 
normally be allowed. 
13.6 _____ _ 

MOVEMENT CONFLICTS 
When two or more combatants attempt 

to perform conflicting movements (such 
as two characters who are headed for the 
same space), the GM may choose to 
resolve the conflict by having the combat­
ants in question make maneuver rolls. If 
one character succeeds and the other fais, 
the result is obvious. Otherwise: 
• 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 rolls (higher roll having choice of 
position) and by common sense. A com­
bination of the two is possible, where 
one of the characters, due to pOSition, 
might have an add to his maneuver roll, 
but phenomenal luck could still beat him. 

In these cases of conflicting movement, 
the GM will have to ultimately decide 
himself the outcome of the conflict. The 
maneuver rolls of the involved parties are 
intended to aid him in his decision. 
13.7 _____ _ 

HASTE AND SPEED 
Certain Psions will modify the normal 

turn sequence to some degree. The most 
common 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. That is, whatever activity the person 
takes will have to occur in the proper 
phase (thus, a hasted person could not 
move, fight and then move again, denying 
his adversary the chance to swing back). 
A hasted person could fire a bow, move 
and then melee, 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 112 the 
normal time to prepare and throw, but 
throwing more than one Psion/round is 
still prohibited. 

14.0 

Pslon When takes Remaining 
Class effect Activity 

I Psion Results Phase 125% 
/I Psion Results Phase 35% 
1/1 Next turn 20% 

In the case of a class III Psion prepared 
by a hasted caster, it should be treated as 
a class I Psion next turn (when it takes 
effect, and for the purposes of determin­
ing the movement allowed to the caster 
afterwards) whether the caster is hasted 
that round or not. 
Note: If the GM is prohibiting the casting 
of two 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 listed 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 listed the combat options which characters in the game of Space 
Maslermay use. They include semi-automatic fire, automatic fire, weapon combina­
tions, opportunity fire, and alternate firing methods. 
14.1 _____ _ 

SINGLE SHOT/SEMI­
AUTOMATIC FIRE 

Whether a weapon is allowed 1 shot 
per round (1/rnd) or 2 shots per round (21 
rnd), such fire is assumed to be of a 
discreet nature, with each shot opportunity 
aimed at a single target. Some weapons 
may be fired in either an automatic or 
semi-automatic mode. Skills in a particu­
lar weapon must be developed separately 
for each of these two modes of fire, 
though they are considered to be "similar" 
skills for determining bonuses. 

The only weapon that has the possibil­
ity of affecting more than one target with a 
single shot (barring the use of some 
Optional Rules) is the shotgun (standard 
or sawed-off). 

Conventional Shotguns (standard and 
sawed-off) 

If the primary target of a shotgun 
discharge is next to another potential 
target, that potential (secondary) target 
may be attacked with another (secondary) 
combat roll if: A) the secondary target is 
within 5% (lateral displacement) of the 
range to the primary target, (10% if the 
shotgun is sawed-off) and 8) the attacker 
also has a clear line of fire to that secon­
dary target. To simulate the reduced effect 
of a shot-gun discharge at a secondary 
target. allow no OB modifier to ~he 
secondary combat roll. 

Example: K. Borgstr, leader of the 
Impertinent Slobs, 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 nis 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 
second Berserker is no more than 2 
meters (5% of 40) to the side of the first 
Berserker. K. Borgstr may not add his 
OB with the shotgun to his secondary 
combat roll against the Berserker on the 
right. 

14.2 
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 single burst is assumed to be a dis­
charge of five to ten individual shots. For 
rules 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 
multiple 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 inflicting a greater 
amount of damage than would have 
been done otherwise. 

Example: Dexter P . . Flarghoser, posses­
sor of a Burst Fire capable weapon, faces 
several hostile Belching Infiltraters. He 
now has three options. Dexter can try to 
hit five of them by spraying a burst. 
Alternatively, 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. Flarghoser could hold his Burst Fire 
on one Belching Infiltrater, significantly 
increasing the damage he could do. 

Below is an elaborated description of 
these three options: 

SPRAY MULTIPLE TARGETS 

Burst Fire capable weapons may spray 
a 60 degree arc at Short Range, a 30 
degree arc at Medium Range, or a 15 
degree arc out 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 (Le. 
relatively close) to at least one other 
target. In other words, potential targets in 
the firing arc may 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 
into a group of targets, determine up to 
five randomly which may be affected. 
Example: A line of ten unsuspecting 
Trilopters are approaching a hidden 
machine gun nest manned by a Frothing 
Berserker. The Frothing Berserker may 
not select two 'Iopters at one end of the 
line 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 Trilopters 
were milling about in a disorderly group, 
the Frothing Berserker would just fire into 
them, and five would be randomly 
selected for the combat resolution 
process. Poor things. 

Every eligible target is attacked on the 
appropriate table with separate combat 
rolls made for each one. The attacker's 
Offensive 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. 

SPRAY SINGLE TARGET 

Firers of Burst Fire capable weapons 
may select a 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 on~. 
Such firers expend a full burst of ammunI­
tion, receive a +25 to their OB for that 
attack, but any hit obtained is resolved as 
if the target had been subject to only a 
single shot attack. 

If 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 TARGET 

Burst Fire weapons may concentrate 
their multiple projected strikes on a single 
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
ered are multiplied by 150%, and critical 
results become enhanced. Refer to the 
specific 'cases in this section for more 
details. 

P·S7 

Example: A Frothing Berserker unloads a 
burst of Heavy MG fire into an unarmored 
Idorian at Short Range. After modifying 
the combat roll, the Berserker tops-out 
and scores a 37G result on the Small 
Projectile table. The actual damage 
delivered would therefore be 56 concus­
sion hits (150% of 37), an "E" Automatic/ 
Shrapnel critical and a "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 
options in the context of the various 
weapons which can use Burst Fire 
(assuming standard ammunitions are 
used). 

Conventional Machine Pistols, Assault 
Rifles, Machine Guns, and Rocketguns: 
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 
Puncture and possible Impact criticals. 

2) Spraying Burst Fire against a Single 
target. Add 25 to the Attacker's OB. 
Use the Small 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 Small Projectile 
table. Multiply the concussion hits by 
150% and change the normal primary 
critical (Puncture) to an Automatic/ 
Shrapnel critical. 

Autoshotguns: 
1) Spraying Burst Fire against multiple 

targets. Every eligible target (up to five) 
is attacked on the Shotgun table, with a 
separate roll against each. Halve the 
attacker's Offensive Bonus. The normal 
number of concussion hits are delivered 
with either Puncture (or, depending on 
the type of ammunition, Slash) criticals, 
or an Automatic/Shrapnel critical. 

2) Spraying Burst Fire against a single 
target. Add +25 to the Attacker's DB. 
Use the Shotgun table. The normal 
number of concussion hits are delivered 
with a Puncture (or Slash) critical, or an 
AutomaticlShrapnel critical. 

3) Concentrating Burst Fire against a 
single target. Use the Shotgun table, 
but any concussion hits scored are 
multiplied by 150%, and all criticals are 
rolled on the Automatic/Shrapnel Critical 
Table . 

. ~ 



Note: the GM may wish to enhance this 
truly deadly weapon by rolling the 
Automatic/Shrapnel critical twice when 
the Autoshotgut'l 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 DB. 
Use the Small Projectile table. The 
normal number of concussion hits are 
delivered with Slash and possible 
Impact criticals. 

3) Concentrating Burst Fire against a 
single target. Use the Small Projectile 
table. Multiply the concussion hits by 
150% and change the normal primary 
critical (Slash) to an Automatic/Shrapnel 
critical. 

Plasmatic Repeators: 
1) Spraying·Burst Fire against multiple 

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 DB. 
Use the Blaster table. The normal 
number of concussion hits are delivered 
with Heat and possible Radiation 
criticals. 

3) Concentratfng Burst Fire against a 
single target. Use the Blaster table. 
Multiply the concussion hits by 150% 
and add an Impact critical of the same 
severity as 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 and waving 
a hatchet over his head (this is, therefore, 
an example of the third Burst Fire option). 
Due to an incredible DB, Jym-bob scores 
a 66Hresult on the Blaster table. Thus 
the Frothing Berserker takes 99 concus­
sion hits (150% of 66), an "E" Heat 
critical, "E" impact critical, and a "e" 
Radiation critical. The Berserker is toast. 
Good shooting, Jym. 

14.3 
WEAPON 
COMBINATIONS 

A number of weapon combinations are 
possible in Space Master. A combatant 
may weild a dagger in one hand and a 
sword in another. Similarly, 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 careful if he 
chooses to allow such combinations. A 
superior Agility, or perhaps even ambidex­
terity may be prerequisites. In most 
cases, one or both weapons should be at a 
-20 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 DB for a Weapon 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 OB 
with, and another which he has a 60 DB 
with, the total DB for the Weapon Combi­
nation attack should not exceed a +60 total 
(and the poorer weapon could not have 
more of an OB applied to it than its 
maximum DB skill bonus). Therefore, in 
this example, a Weapon Combination 
attack could be made with one attack (the 
better one) at +40, and the other attack 
(the poorer one) at +20, (the total being 
60). 
Note: For 2 melee weapons, this concept 
differs from Rolemaster, so the GM may 
wish to handle melee weapons differ­
ently. 

14.4 _____ _ 

OFF-HAND FIRING 
Weapon skills must normally be 

developed separately for each hand (e.g., 
firing a pistol from the right hand as 
opposed to the left hand). When a 
~eapon is wielded from the wrong hand, it 
IS considered to be a "similar" skill, and so 
only half of the combatant's Skill Rank 
~onus is used (see Section 3.6). In addi­
tion, barring ambidexterity, using a 
weapon in the off-hand (e.g., the left hand 
for right handed combatants) incurs an 
additional -20 DB penalty. 

14.5 
OPPORTUNITY FIRE 

A combatant may claim Opportunity 
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 a building, etc.). 
Example: Mr. B is in combat with 
Frothing Berserkers. During Fire Phase 
(A), he claims Opportunity Fire on a 
specific Berserker he knows is hiding 
behind a big rock. During the Movement 
and Maneuver Phase of the next round, 
the Berserker breaks from cover and tries 
to run to a trench where al/ of his buddies 
are. He never makes it, however, as Mr. 
8 pegs him off with his Linex Rifle fired 
(in this case) during the Movement and 
Maneuver Phase. 

Movement is restricted to 25% of 
normal until the action is taken or 
cancelled. A combatant who has declared 
Opportunity Fire may take no other action 
(except reduced movement) until the 
Opportunity Fire is performed or cancelled. 
Opportunity Fire occurs first in any given 
phase unless otherwise indicated by the 
GM. Multiple rate of fire weapons may not 
hold more than one 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 Opportunity Fire. The next phase of 
the c~mbat round is Fire Phase (8). Mr. 
8 deCides that he wants to take his shot 
now, and fires first. Mr. B's player also 
wants to take his normal Fire Phase 8 
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 player doesn't show 
up to the game. Not surprisingly, it goes 
much more smoothly. 
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14.6 
OTHER FIRING METHODS 

In general, a weapon's Type indicates 
hoW it is normally used. For instance, a 
Medium Pistol is a 1-Handed Projectile 
Weapon and is normally used in one 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 discharged from a firing 
platform. However, there is nothing to 
stop someone from using a pistol steadied 
with a second hand, firing an 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·HANDED PROJECTILE 

& ENERGY WEAPONS 

If a 1-Handed Projectile or Energy Wea­
pon is fired with two hands (one to steady 
the weapon), add +5 to the attacker's DB 
when firing at Medium or Long Range. 

2·HANDED PROJECTILE 

& 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
er's DB when firing at Medium or Long 
Range. Double the "changing targets" 
penalty when firing weapons this way. 

If a Projectile Carbine or Assault Energy 
Weapon is fired with one hand, the attack­
er's DB is modified by -20. If a Projectile 
Rifle or Energy Rifle (Exceptions: MLA 
Rifle and Plasma Repeator Rifle) is fired 
with one hand, the attacker's DB is modi­
fied by -40. If an MLA or Plasma Repeat­
or Rifle is fired with one hand, the attack­
er's DB is modified by -80. In all cases, 
the ranges of the weapons are halved. 
Support Projectile and Energy Weapons 

If Support Projectile or Energy Weapons 
are fired without the benefit of their 
mounts, two hands must be used, and the 
attacker's DB is,modified by -80. Also, all 
ranges are halved. Exception: the attac­
ker's DB modification is only -40 for using 
a light Machine Gun and -60 for using a 
Medium Machine Gun in this manner. 

14.7 
SUPERIOR ADVANTAGE, 

If the GM determines that a combatant 
has an overwhelming advantage over his 
opponent, that combatant may be as­
sumed to carry out his chosen action to 
the fullest extent of intention. Thus, exe­
cutions and the like may be implemented 
without consulting the appropriate attack 
chart. A roll should still be made to 
determine if a failure, etc. occurs. 

14.8 _____ _ 

GRENADE, MISSILE AND 
EXPLOSIVE WARHEAD 
RULES 

Explosive devices in Space Masterall 
use the same general body of guidelines 
(some would call them rules). Universally, 
an explosive device, whether it be a 
grenade (thrown or launched), portable 
missile, land mine, bomb, or other 
warhead, will produce its effect within 
Blast 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 detonation. The most 
deadly effects will be felt within the first 
Blast Radius (also called Ground Zero). 
Reduced effects radiate outward, and the 
damage thresholds thus produced are 
evident when one examines the Grenade! 
Explosive Warhead Attack Chart. 

Whether thrown or fired from a 
launcher, 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 occurs during any Fire 
Phase in the combat round. In addition, 
grenades, demolition charges and the like 
can be placed or thrown during the 
Movement and Maneuver Phase of the 
round. 

The attacker must specify where he 
would like the warhead to land (and 
presumably, subsequently detonate). He 
then rolls and adds his Thrown: Grenade 
DB, the range modifier specified in the 
chart below, and any other modifiers 
stipulated by the GM (for example, if the 
attacker is trying to throw a grenade 
through a narrow aperture, the GM may 
say that it is Very Hard to do and assign a 
-20 difficulty mOdifier). 

THROWN GRENADE RANGE MODIFIERS 

Range Modifier 
Point-blank ............... 1-3m ............ + 100 
Short Range ............ 4-1 Om ............. +50 
Medium Range ....... 11-30m ............ +30 
Long Range ............ 31-50m .............. +0 
Note: It is contingent upon the GM to 
assign difficulty modifiers if he deems 
that an attacker's attempted throw or the 
conditions involved are, in some way, 
unusual. 
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Note: Grenade throwers with contact 
fused grenades may actually want to hit a 
specific individual with a grenade (and 
get a +35 touching bonus during the 
effect resolution process). This is difficult 
to do, however. Subtract the target's 
Quickness bonus (if he is "combat 
aware" and able to move) and an 
additional -30 from the delivery roll. 

If 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. 
If the net result is 100 or less, the warhead 
was not placed as desired and the Thrown 
Error Chart is consulted to determine 
where it did, in fact land. Once that is 
determined, the attacker then proceeds on 
to the effect resolution process. 

To determine the range of an error on a 
100 or less roll, use the original modified 
roll and consult ~he following Chart: 

lHROWN ERROR CHART 
Net Roll PB SR MR lR 
. 100+ 0 0 0 0 
99-100 1 1 1 1 

98 1 1 1 2 
97 1 1 1 3 
96 1 1 2 4 
95 1 1 2 5 
94 1 2 3 6 
93 1 2 3 7 
92 1 2 4 8 
91 1 2 5 10 

86-90 1 2 6 12 
81-85 2 3 8 14 
71-80 2 3 10 ,16 
51-70 2 3 12 18 
31-50 2 4 14 20 
11-30 3 5 17 25 
06-10 3 6 20 30 
02-05 3 8 25 40 

01 4 10 30 50 
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 1 D1 00 roll is made to deter-
mine direction based on range. Abbrevia-
tions are: l = long; lR = long and Right; 
II = Long and Left; S = Short; SR = Short 
and Right; SR = Short and Left. 

ERROR DIRECTION CHART 
10100 RANGE 
ROLL PB SR MR LR 

90-100 L L L L 
80-89 L L L LR 
70-79 L L L LL 
60-69 L L LR SR 
50-59 L L LL SR 
40-49 L LR SR S 
30-39 L LL SL S 
20-29 LR SR S S 
10-19 LL SL S S 
05-09 SR S S S 
03-04 SL S S S 
01-02 S S S S 

Using this data establish the new 
landing and detonation point. Note all 
other potential targets in the new Blast 
Radii, then proceed to the effect resolution 
process. 

GRENADE LAUNCHER AND MISSILE 

DELIVERY 

Launcher wielders use the ranges on 
the Master Weapons Table (see Tech 
Book) and in the ammunition notes 
section. The attack roll in combat is made 
to determine where the missile, launched 
grenade, or rocket propelled grenade 
lands, and subsequently detonates. This is 
a delivery resolution process. The roll is 
modified by the appropriate OB, the range 
modifier (as given on the Master Weapons 
Table or ammunition notes s~ction), and 
any miscellaneous modifier stipulated by 
the GM. 
Note: A Launcher wielder may want to hit 
a specific individual with a contact fused 
warhead in order to gain an advanta­
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 
additional -30 from the delivery roll. 

If the net result is over 100, the 
warhead is delivered on target. The 
attacker may then go on to the effect 
resolution process. If the net result is 100 
or less, consult the Launcher Error Chart 
to determine how far the warhead is off­
target. Use the original roll and cross­
index with the range to the target. 

LAUNCHER ERROR CHART 
Net Roll PB Short Med long 

100+ O. 0 0 0 
99-100 1 1 1 1 

98 1 1 1 3 
97 1 1 2 5 
96 1 1 3 10 
95 1 2 4 15 
94 2 2 5 20 
93 2 2 6 30 
92 2 3 7 40 
91 3 4 8 50 

86-90 3 5 9 60 
81-85 4 6 10 70 
71-80 4 8 20 80 
51-70 5 10 30 100 
31-50 6 15 40 200 
11-30 7 20 50 400 
06-10 8 30 60 600 
02-05 9 40 80 800 

01 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 1 Dl 00 roll is made to deter-
mine direction based on range. Consult 
the Error Direction Chartto determine 
direction of the error. 
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Using this data, establish the new 
delivery pOint. Note all other potential 
targets in the new Blast Radii, and proceed 
on to the effect resolution process. 

EFFECT RESOLUTION PROCESS 

Once the warhead detonation point has 
been established, the actual effects of the 
detonation are resolved. The mechanics of 
the timing of the detonation are dependant 
upon the particular fuse being used. The 
various fuse options are dealt with in the 
ammunition notes section. What follows is 
the step-by-step effect resolution process: 
1) Identify all potential targets. This will be 

dependant upon the size of the 
warhead's Blast Radii. 

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 Warhead Attack Chart, adding 
only the appropriate modifiers as listed 
on that Chart. (Note: there is no 
attacker'sOB factored into the effect 
resolution process. The skill bonus only 
applies to the placement of the war­
head.) 
Quickness bonuses only have effectin 

certain tactical situations, (i.e., if target 
character(s) take action for cover, tum­
bling, etc). GM must determine whether 
this is feasible based on the situation. 
Energy shields will usually have an effect 
on the blast. See the Grenade listing in the 
ammunition notes section. 

CONSTRUCTIONS AND HITS TO DESTROY 

Material ............. Hits/unit of thickness 
Wood ......•..... : ............................ 5 hits/cm 
Glass ........................................ 1 hit/.Scm 
Stone ...................... 8 hits/cm (min Scm) 
Concrete ................. 8 hits/cm (min Scm) 
Masonry ................ 6 hits/cm (min 10 cm) 
Glassteel .............................. 30 hits/.S cm 
Light Steel .............................. 20 hitslmm 
Reinforced Steel ..................... 40 hits/mm 

Note: Assume all to be AT 20. 

14.9 
POINT BLANK FIRE 

Certain weapons have their damage 
threshold increased by one Mk.# when 
discharged at Point Blank range. Weapons 
so affected include those using the Small 
Projectile. Laser. Blaster. Stunner/ 
Disruptor. and Flamer Attack Tables. 

15.0 
DEFENSIVE CAPABILITIES IN COMBAT 

In combat there are many variables which affect the severity of an attack. The 
defender has several factors which work in his favor, including: armor, armor add-ons, 
shield, Quickness, special items, and the ability to parry (Le., forgo one's attack effective­
ness in the interest of self-preservation). Armor is the basic classification of protection, 
while all other defensive capabilities are expressed in terms of a Defensive Bonus (DB) 
which will modify the attacker's combat roll in the defender's favor. 
15.1" _____ _ 

ARMOR 
Armor is the basic protective material 

which covers the body. It is divided into 
five categories of four types each, thus 
there are 20 Armor Types (AT) repre­
sented in Space Master. For those 
players familiar with Rolemaster, the 20 
Space MasterATs 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 MastBrATs 
with accompanying descriptions. 

15. 11 CLOTH-SKIN BASE 
This category encompasses normal 

cloth attire, robes, unarmored environ­
mental suits and normal animal hides. 

Skin (AT 1) 
Normal clothing, assumed worn if other 

covering is not specified. 
Robes/Environmental Suit (AT 2) 

Encumbering full-length ceremonial 
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) 
The skin of androids, and the natural 

hide of certain animals (e.g., buffalo, 
elephant, bear and the like). 

15.12 LIGHT 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 armors which 
become rigid when struck by a consider­
able force. 

LSA Flak Vest (AT 5) 
A heavy Quilt or kevlar vest covering the 

back, torso and abdomen. 

LSA Extended Flak Vest (AT 6) 
A heavy Quilt or kevlar vest which 

extends down the arms and to mid-thigh. 

LBA Reinforced Flak Vest (AT 7) 
An Extended Flak Vest with duralloy 

plates sewn in for added protection. 

LBA Reinforced Flak Armor (AT 8) 
A full suit of duralloy-reinforced kevlar, 

covering the entire body from the collar to 
the lower legs. Extra padding protects the 
jOints and groin. 

15. 13 PLIABLE ARMORED 
BODYSUITS: 

This category encompasses environ­
mentally secure bodysuits of flexible but 
resilient cloth covered with laminated. yet 
somewhat pliable, armor pieces. The 
armored s.ections are typically made of 
duralloys layered with battleplastics. 
When a compatible helmet and life support 
system are added to the armor types of 
this category, the wearer may be totally 
immllne to hostile environments.(such as 
hard vacuum). This category also 
includes the rigid hide coverings of certain 
animals. 

ABS Pliable Breastplate (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 anp thigh 
armor. 

ABS Pliable Breastplate 
And Greaves (AT 10) 

An environmental bodysuit covered 
with a s.oft-armored breastplate, as well as 
arm and leg greaves. The greaves 
typically cover the outer forearms, thighs 
and shins. 

ASS 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. Also, the 
hides of certain creatures that contain at 
least a few rigid plates (e.g., rhinoceros, 
alligator, and the like). 
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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 joints remain 
exposed however. Also, the hides of 

. creatures 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 resilient cloths, covered 
with mesh armor to various degrees. 
Mesh armor is a flexible covering of 
plasteels and synthi-armors woven so as 
to give optimum mobility for the consider­
able protection they impart to the wearer. 
When these armor types are coupled with 
a compatible helmet and life support . 
system, the wearer may be totally immune 
to hostile environ~ents (like vacuum). 

ABS Mesh Shirt (AT 13) . 
, Anenvironmentalbodysuit mated with 
a mesh armor shirt which covers the torso 
to the mid-thigh, back, and half of the 
upper arms. 

ABS Mesh Shirt And Greaves (AT 14) 
An environmental bodysuit and mesh 

armor shirt coupled with arm and shin 
greaves. The greaves may be of mesh or 
battle plastics. 

ABS Full Mesh (AT 15) 
. An environmental bodysuit under mesh 

armor which covers most of the. body in . 
the form of a shirt and leggings. 

ABS BaHle Mesh (AT 16) 
An environmental bodysuit covered 

completely by reinforced mesh armor. 
Extra padding, in the form of cushioned 
duralloys and/or battleplastics protect the 
groin and jOints. 

15.15 ARMORED 
EXOSKELETONS 

This category encompasses advanced 
battle armor, the toughest protection 
available to combatants short of Powered 
Armor. Exoskeletons are hard integrated 
plate~ which can deflect many attacks 
which would otherwise cleave through 
lesser armor types. Exoskeleton armor is 
typically a fused amalgam of hardened 
duralloys, ceramic plates. and battleplas­
tics, formed in such a way as to allow 
maximum maneuverability. The last two 
armor types in this category may be 
sealed against the environment. as they 
have integral helms and life support 
systems. 

AEX Exoskeleton Breastplate (AT 17) 
An exoskeletal breastplate with auxiliary 

plates covering the back. uppe~ arms, 
abdomen and upper thighs. 

AEX Exoskeleton Breastplate And 
Greaves (AT 18) :'. _ 

An exoskeletal breastplate with auxiliary 
plates. This armor type also includes 
greaves of hardened baHleplastics which 
protect the forearms and shins. 

AEX Half Exoskeleton (AT 19) 
A rigid exoskeletal armor covering most 

of the body. An undersulting of mesh and 
resilient cloths protect exposed areas 
(such as the neck, groin. jOints, and backs 
of the legs). 

AEX Full Armored Exoskeleton (AT 20) 
A rigid exoskeletal armor which covers 

the entire body. Plates may overlap at the 
. joints. imparting complete combat 
integrity; 
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15.2 ... . 
PERSONAL SHIELDS 

The effects of a Personal Energy Shield 
are represented in co~bat by an additio~ 
to the wearer's DefenSive Bonus. Function 
parameters of the various shield types are· 
'given in the Pers.onal Equipment listing 
found in the Tech Book. There are four 
types of shields in Space Master, each 

. with its own particular strengths and 
weaknesses. They are summarized ~ere: 

PERSONAL SHIELD CHART 
Shield Type ' DefenslvB Bonus Versus 

Energy Projectile ~issile Melee 
VelOCity' 0 +60 +45· +30 : 
Deliector +60 +40 + 15 +5 

Absorption +30' +30 . ~30 +30 
Barrier +90 + 70 +70 +60 

. . 'Velocity shield is also available with a Collector 
(See Tech Book) 

15_31. SUPERIOR/INFERIOR 
ARMOR 
, Especially good armor (in terms of 
materials used and construction quality) 
does nof change that armor's,basic type, 
but rather adds a bonus to the wearer's 
DB. Conversely, shoddy armor will incur a 
penalty to the wearer's DB. It is highly 
recommen,ded that Superior Armor. 
boniJses rarely exceed +10 or +15. ' 
Example: Bi~ck-jack Shelak,.a rather 
successful space pirate, wears a Mesh 
Shirt and Greaves (AT 14) tak8fl fro.T' the 
lifeless body of a Kashmerian Agent. The 
GM has riecided that thisarmnred 
bOdySiJit is of superior construction 
(being designed and proauced by a 
highiy revered armaments company) and 
sQawards it a + 10 quality bonus,' This . 
ar-mored bodysuit is thus AT 14(10), 

'15.32 ARMOR ADD~ONS , 
The 20 basic armor types de.:;cribed 

earlier' can be somewhat modified .and up­
graded by Armor Add-ons. 

The GM is free to choose which, if any, As presented, there are no intrinsic 
Personal Shields will be allowed into his penalties irwolved in incorporating Armor 
game; and their avail.ability. He is ~Iso free Add-ons. However, at theGM's discre-
to design new shields and/or redesign the , tion, Various p'enalties may,be iAtroduced 
ones listed here. If the GM's game is into tlie game; . For instance, a Reflective 
particularly deadly,.shietd .availability Armor Layer may be shinyand,sP detract 
should be increased, while at the other . from the wear.er's Hiding bO,nus"or .... 
extreme, shields may be rare or reduced in Ballistic Clcitb Weaves may be heavy and 
power. thus give a maneuver pe,naltyto th'e 

3 ••••••••••• wearer. ·Such penalties are totallY subjec-
.15. . . tive and should 'be determined by the GM 

. DEFENSIVE ~ONUS if he wishes to. incorporate th,ern at all. 
Thiisum of all bonuses and penalties Note: only one Armor Add-on ."coating" 

which affect the defeJ:1der's susceiitibility may be. applied per suit of armor. . 
to being hit and damaged in combat is . What foilows is a listing of the various 

. called the Defensive Bonus (DB). ltis the . Armor Add"on .options: ' 
number'which is subtracted from the • Ballistic Cloth Weave: Ballistic Cloths 
attacker's combat roll. The defender's DB may be integrated into an Environmental 
is composed of bonuses and/or penalties Suit (AT 2), the environmental under- . 
for superior/inferior armor, armor add- suiting intrinsic to the Armored BodysUits 
ons, personal shield, Quickness stat (ATs 9-16), and the environmentally 
bonus/penalty, position and cover, special integrated Armored Exoskeletons (ATs 
"ems, and Adrenal Defense skill bonus. A 19-20), At the GM's discretion, BallistiC 
defender may also parry (Le., dodge) Cloths may also be incorporated into 
incoming attacks by forgoing a portion of normal clothing (AT 1). Ballistic Cloth 
his own attack ability. Defensive Bonus Weave add-ons increase the wearer's 
categories and the various parrying , Defensive Bonus by 10 against personal 
options are listed below. weapon projectile fire and shrapnel­

generating attacks (such as shrapnel 
grenade detonations). 

• Reflective Armor Layer: Reflective Armor 
is an unencumbering anti-laser protective 
covering. In the form of either a light­
weight set of clothing, or a m~tte coating 
on existing armor, the Reflective Armor 
Layer will incr~ase the wearer's Defensive 
Bonus by1 0 against personal weapon 
laser fire and visible light-based attacks. 

Essentially, any AT could be given a 
Reflective Armor Layer. 

• Super-ceramic Armor Layer: Super­
ceramics are excellent heat dissipaters 
which can be both integrated into 

. Armored Exoskeleton plates (ATs 17-20) 
and coated over Mesh Armored Body" 
suits (ATs 13-16). A $uper-ceramic 
Armor Layer will increase the wearer's 
Defensive Bonus by 1'0 against personal 
weapon laser, flamer, blaster, and plasma 
repeator fire, as well as other heat-based 
attacks. 

15_33 PERSONAL SHIELDS 
As described above, personal shields 

will impart a bonus to the wearer's DB, but 
the bonus will usually be dependant upon 
the type of incoming attack (i.e., Energy 
fire, Projectile fire, hand-delivered Missile 
fire, or Melee attack). . 

There may beoccasions whena . 
defender carries an aclual physical shield 
(usually strapped to the arm) composed of 
stretched hides, wood, or metal. As a 
general rule of thumb, such shields will 
add +5 to the wielder's DB versus Energy 
and Projectile fire and +20 versus Missile 
and Melee attacks. Quality and size. of the 
shield will affect these modifiers. 1n most 
cases, such shields' Will only affect frontal 
attacks and may never be used to "parry" 
Energy or Projectile fir-e (se'e Parrying 
Options below). . 
Note: Shield Psions may be used to parry 
any attack Within (he lim/tations de­
scribed for Shields and Parrying . 

15.34 QUICKNESS STAT 
BONUS/PENALTY 

A combatant's DB is modified by his 
Quickness stat bonus or penalty. If the 
defender is wearing certain types of 
cumbersome armor, his Quickness stat 
bonus may be reduced or eliminated 
completely (but never below zero). 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 free 
to move. 
Example: Sky Cloudd, a novice Arms­
man, has a temporary Quickness stat 
score of 98 (good rolling, Sky!). Unen­
cumbered by armor, Sky is A T 1 (20) 
when in a combat situation and free to 
move. Sky now puts on an Exoskeleton 
Breastplate and Greaves which reduces 
his Quickness stat bonus by 15. Now 
when he is in combat, barring other 
modifiers, Sky is AT 18(5). Use the 
breastplate, Sky! 
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15.35 PSIONS 
Some Psions may add to a combatant's 

DB. These are described. in the PSion 
Rules. 

15.36 POSITION AND COVER 
The GM may award a variable bonus to 

a defender, if his position is judged to be 
advantageous. Bonuses so awarded 
should be based upon the percentage of 
the defender's body protected and the 
ability of cover to stop incoming fire. 
Penalties due to a defender's disadvanta­
geous position are reflected in modifica­
tions to the attacker's Offensive Bonus. 

Here are some sample Cover bonuses: 
Half Soft Cover: .................. +20 
Full Soft Cover: ................... +40 

. Half Hard Cover: .~ ............... +50 
Full Hard Cover: ................ + 100 

-Nqt8: If a combatant is completely 
protected by cover, and is making no 
attack I!imself, the GM may rule that no 
attack may be made against him. 
Example: Eddie Baron, wondering why 
he ever joined the Millennium Warriors, 

. finrJ.~ himSf)/f defending behind a low 
~1JJ"-Q.Jj'P.1I against the combined forces of 
af}ltnpgrial ground assault unit. During 
~(JfrJPit, Ef/die stands to fire his Blast 
.Hit/p. The wall rises to his waist, 
protecting him from the Imperial soldier's 
Assault Lasers. The GM awards Eddie a 
Cover DB modifier of +50. 

15.37 SPECIAL ITEMS 
There may be special items in a GM's 

camp~ign which will impart a DB to their 
possessors. These may range from 
unique artifae,ts to lucky charms, and their 
design/strength is subject to the GM's 
devising. 

15.38 ADRENAL DEFENSE 
As described in the Space Master 

Player Book, AI;1renal Defense is a skill 
which adds toa defender's DB. This is a 
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 pistol) or heavy 
items, and may only be wearing armor for 
which he has no Maneuver or Quickness 
Penalty. If a defender is using Adrenal 
Defense, the full skill rank is used against 
Melee attacks, while half skill rank is used 
against hand-delivered MisSile attacks and 
one Quarter skill rank is used against 
Energy and Projectile fire. 

15.39 PARRYING OPTIONS 
,A defend'erfuaywish toplace more' 

emphasis on personal defense than is .. 
implicit in the Space Master personal . 
combat system. Therefore, a combatant 
may wish to sacrifice some or all of his 
Offensive Bonus (OS) with the weapon he 
is presently USing, in order to increase his 
DB. Such an action is called Parrying, . 
though it may best be though of in most 
Space Maslercombat situations as 
dodging. It naturally follows that a 
combatant must have something available 
to dodge behind, but that is left to the 
player's ingenuity ... 

The premise of sacrificing offensive 
capabilities in order to increase ones 
defensive capability is a fundamental 
component in both the Rolemasterand 
Space Mastsr personal combat systems, 
so Ro/emastsr players will be on familiar. 
ground here. '. ..' ~.: 

If the defender is making nO'attack' . 
himself during the round (and so concen-" 
trating solely on his own well-being) his 
highest weapon OB is used to calculate the 
DB generated by Parrying. To carry this 
case one step further, the defender may , 
not only be forfeiting his attack opportu- .' 
nity, but may also be out of the line of '. 
sight of all attackers and totally concealed 
behind hard cover. In this case, the 
defender may not be attacked at all 
(though ingenious attackers may start to 
concentrate their fire on the defender's 
cover!) 

PARRYING ENERGY FIRE 

During Fire Phase (A) of the combat 
round, a combatant may elect to commit 
some or all 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'Personal 
Shield Collector or a suitable terrain • 
feature to parry with (i.e., dodge behind). 
If a combatant elects to devote some or all 
of his OB to parry such an incoming attack 
from a given opponent, he may change his 
allotment from Phase to 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 Rifle, stands at the corner of a 
building during a vicious street fight 
Around the corner, advancing down an 

. alleyway. is a motley array of Alien 
Creeps who know Ryk is waiting for 

" : ~> 

l'r~. them. The GM states that Fire Phase (A) 
has begun. Ryk (DB 50) would like to 
forgo part of his 08 in the interest.of his 
own well-being, so switches 30 points of :1:' 
his 08 to 08. The GM informs Ryk that 
the 30 pOints are only effective against 
one opponent's fire ("You are concentrat- . I' 
ing on one of them in particular, you 
see, " says the GM). Ryk decides to 

. "parry" (dodge) the attack of the first 
Alien Creep that fires at him. Ryk's 30 
points (actually, only a fraction of them; 
see below) will benefit his D8 against that 1 'j"" 

t .. :", ," 

particular Alien Creep during Fire Phase ;.; ";: : 
(A) and Fire Phase (8). Ryk's own 
attacks are reduced to an 08 of 20 (50 - ·r". ' 
30=20). 

The portion of the defender's OB 
switched to DB is not at full value against 'T·.' . :'. 
Energy fire attacks however; The defender ,. 
must take that portion of the OB commit- ,!; ;' .. ' 
ted to parrying an energy attack and halve i:.-
it before adding it to his DB for the round.; { f.fr: 
Example: Continuing from the example ~~:';Jf' 
above... :~,r .Y"' 

The first Alien Creep to fire at Ryk is < t·~' 
using a Laser Pistol, so of the 30 paints. ; .... ~ .. ~T.:. ~;1." 
of 08 Ryk switched to 08, only 15 of . . ,~, 0' ~.' 
them are effective. Ryk adds 15 to his ,',-'!:! ::' U 

08 versus the attack by the first Alien '; •. ir1!i 
Creep. If the same creature fires at Ryk; . ~ lifi 
again during Fire Phase (B), Ryk will add; 'i,..fi 
15 to his DB again (I?r~vided Ryk still hai~lf:t:\ 
the ~orner of the bulldmg to dodge .'.:f:.r.:. · 
behmd).p, .'" .: 
Note:For those readers concerned about :!fi~\': 

Ryk, don't forget he is still getting the !~·r":<: ..... 
GM's Cover 08 bonus, for the comer of .~ .. ,~:" 
the building, against all of the Creep's ~{ ,.< 
incoming attacks, r +50 'says the GM) :: [:: : 

PARRYING PROJEcnLE FIRE . 

AII.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 parry an incoming 
hand-delivered Missile attaCk, and has 
more options available to him than those 
who would attempt to dodge opponents 
armed with Energy and Projectile arma­
ments. Firstly, hand-delivered Missile fire 
encompasses (mostly) archaic attack 
forms like hurled spears and clubs, 
arrows, crossbow bolts, bolas, sheep, etc. 
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 , 
attack, the defender must be aware that he 
will be subject to the attack. He must also 
have a Shield, Collector, suitable, te~rain: or 
a physical shield to Parry the MIssile with. 
AS with all Parrying Options, the defender 
may reduce his OB, in whole or in part, 

I and shift that bonus to his DB. When J. parrying Missile fire, the shift must be de­
clared at the beginning of Fire Phase (A) 
and is only applicable against one Missile 

:",3fI, attack. Unlike parrying Energy and Projec­
~ tile fire, the amount of OB switched to DB 

'l', is not halved, but rather has full effect. 
~ . \ 

PARRYING MELEE ATTACKS 

A defender may parry a Melee attack J 
during the Melee Phase of the combat 

:'; round by switching any or all of his OB 

l' (with the Melee weapon he is using during 

, 

" the Melee Phase) to DB. There is no 
~ halving process as in parrying Energy or 

• '"~,;,$,,-,::,1,, 1 Projectile 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. 
• '1' Melee attacks are generally hand-

, delivered and include such things as a 
• t swung sword, mace, chair, or rifle butt 
• . 1" used as a club and so on. 
• To parry a Melee attack, the defender 

,'",' must be aware that he wiUbe subject to 
• '; i the attack. He must also t:ave a Shield 
• l' Collector, suitable terrain, active shield 

• 
"Psion, physical shield, or a Melee weapon 

t >': Nole: A two-handed melee weapon can 
• only parry a one-handed melee weapon 1 attack at 50% efficiency. 
• , Example: What fOl/,1WS is a rather ex-
• : _ haustive example to illustrate the extent • 1 of one's defensive capabilities in combat. 

Ready? Here goes... ' 
• Julianna T. Nipper is an Explorer in a 
• bind. Caught alone on a hostile world 

• 1 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 

1 AT 11. It is of superior quality for a +5 
• ,Defensive Bonus. She wears a Personal 
• Absorption Shield; +30 to Defensive 

1 
Bonus versus all attacks. Julianna has a 

• temporary Quickness stat of 76 which 
• would give her a +5 Defensive Bonus, but 

• 
her armor, with a Quickness Penalty of 

I 15, eliminates any hope of a bonus for 
• _ QUickness. Finally, she wears a Sianetic 
• Harbinger "amulet of protection" around 

her neck which confers a + 10 Item • 1 Defensive Bonus. Therefore, as is, 
• JUliannaisAT11(+45). She has an OB of 

• • • • 

'; +80 for firing her Assault Rifle (all rightf). 

1 

Ju/ianna has just run into a room filled 
with machinery. Unfortunately, there is 
only one entrance to the room, and' 
Raving Maniacs will soon be streaming in 
through it. Julianna hunkers down 
behind a cast metal Fizain Boiler (a +60 
Cover Defensive Bonus says the GM) and 
levels her Assault Rifle at the portal. 
Over the course of the next few rounds 
she mows down six of the Maniacs, but 
t!~e last two of her pursuers hav6 entered 
the iDom and reached cover. One is 
armed with a Laser Pistol, Light Cross­
bow and a dagger (ManiacA), while the 
other 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 B's 
, Blast Rifle attacks using the Fizbin Boiler. 
She reduces her DB by 30 in order to get 
15 added to her 08 against Maniac 8 for 
the round (half effect versus En.ergy 

• , 

Weapons - the Blast Rifle in this case). 
Julianna and Maniac B fire at each other 
while Maniac A goes on Opportunity Fire 
with his Light Crossbow. Versus Maniac 
B, Julianna is AT 11(120). (5 + 30 + 10 + 
60 + 15 = 120). She shreds Maniac B; he 
misses her. End of Fire Phase (A). 

During the Movement and Maneuver 
Phase, Maniac A, who is on Opportunity 
Fire, gets to a. good firing pOSition behind 
Julidnna with his reduced (25%) mOve­
ment rate. Julianna meanwhile searches 
for a new Assault Rifie magazine, but 
,'ealizes 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). (5 + 30 + 10 = 45). The bolt 
strikes her but does no critical damage 
(lucky!). There is no action in the Melee 
Phase this round. 

Next round, Fire Phase (A) is skipped; 
Julianna's Assault Rifle might as well be 
a pickled herring. and Maniac A has no 
readied weapon in hand (the crossbow 
doesn't load itself 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 butt. During 
Fire Phase (8) Maniac A fires Point Blank 
with the Laser Pistol, to which Julianna is 
AT 11 (+45) again. The Laser Pistol 
malfunctions ("Oh well, fortunes of war, " 
says Julianna's player). 

It is now the Melee Phase. Julianna's 
DB with the Assault Rifle, 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 OB to enhance her DB, 
but then realizes that the Raving Maniac 
has used 50% of his movement and 
maneuver allowance, AND made a Fire 
Phase (8) attack. That's 10(1% of the 
Maniac's activity for the rOlJnd, so he 
won't be able to attack with the dagger 
this Melee Phase! So Julianna punts the 
idea of switching a portion of her OB to 
DB. (Had the Maniac not fired the Laser 
in Fire Phase (B), he could have used the 
dagger in melee this round. Against the 
dagger attack, Julianna would have been 
AT 11(55). 5+30+ 10+ 10 {tor the 
parry at a one-handed weapon by a two­
handed weapon, tt,at's 50% or 20} = 65). 

In any event, Julianna rolls open-ended 
with her Melee (Club) attack and tops­
out, driving the Maniac's jaw bone up 
into his brain. He collapses. Julianna, 
composing herself. sets out to find some 
more Assault Rifle ammunition. 
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16.0 SPECIAL EQUIPMENT 

. . Certain items of special equipment, 
whether technical or mystic, will grant a 
bonus to the combatant's DB. Such pieces 
of equipment can range from Laser sight­
ing devices to Sianetic Harbinger artifacts. 

OFFENSIVE CAPABILITIES IN COMBAT 
The success 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 penalties related to the attacker is . 

PSIONS 

Certain Psions will add a bonus to the 
combatant's DB. called the Offensive Bonus (DB). :', . 

16.1 
PERSONAL OFFENSIVE 
BONUSES 

The Offensive Bonus is added to the 
attacker's combat rolf during the resolu­
titJn of a given attack. Betow is a desciip­
tive listing of the factors which contribute 
to a combatant's DB. 

. , EXPERTISE (SKILL) 

8-pertise in Space Master is measured 
ill ter.TIS of Skill Ranks. The higher the 
numter of Skill Ranks one possesses in a 
given weapon skill, the higher the resultant 
DB will be. See the character generation 
and skill development rules to determine 
the contribution of one's expertise to DB. 
With respect to firearms, a combatant's 

. Targeting skill will also add to his DB. 
;:'~: . PHYSICAL PROWESS' 

Certain characteristic stat scores. par­
ticularly Strength 'and Agifity, will contrib­
ute to a combatant's DB. If the characteris­
tks have exceptionally low scores. these 
will cause a subtraction from the DB. 

EXPERIENCE 

Certain character professions get a 
bonus to their DB based on theIr level of 
experience. See the descriptions of 
character professions to determine if a 
given combatant is entitled to such a 
bonus to the DB. 
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16.2 _____ _ 

ITEM OFFENSIVE 
BONUSE!' 

SUPERiOR/INFERIOR WEAPONS AND 

AMMUNITION 

Weapons and ammunition, remarkable 
in material, construction, or workmanship, 
may add a bonus or penalty to a 
combatar:t's DB. It is strongly suggested 
th?t bonuze:: f.:r superior ~uality weapons 
rarely excaed +10 or +15. 

SPECIAL AMMUNITION 

As explained in the ammunition 
section, tertain types of ammunition will 
add to a combatant's DB. . 

WEAPON COMBINATION 

As discussed in the Combat Options 
section, combatants may use certain 
weapon combinations. Implicit in most 
such combinations is a penalty fodme or 
both weapons. This penalty will reduce the 
wielder's DB. 

POSITION 

At the GM's discretion, a bonus or 
penalty may adjust a combatant's OB if his 
position is determined to be somehow. 
superior or inferior to his opponent's. 

STATUS OF THE DEFENDER AND THE 

ATTACKER 

A summary of the various status mod- , .• 
ifiers to an DB are listed in the folfowing 
Offensive Bonuses and Penalties Chart. 

OFFENSIVE BONUS AND PENALTIES CHART 
(Effects are cumulative unless otherwise noted) 

Category Effect on Combatant's DB 

Flank Attack .......................................................................... : .... : ........ : .............. +15 * 
Rear Attack ........................................................................................................ +20 * 
Surprise ........................................................................................ ; .................... +20 
Stunned Foe ........................................................ : ......................... ; ................... +20 t* 
Downed Foe ....................................................................................................... +30 t* 
Prone Foe ............................... ~ .............................................. : ............................ +50 t* 
Wounded ~o > 250/0 of total hits .......................................................................... -1 0 
Wounded. to> 50% of total hits .............................................. : ............................. -1 0 
Wounded to > 75% of total hits .......................................................................... -1 0 
Armor penalty to hand-missile attack .................................................. : ........... -variable 
Moving (% of possible move = effect) ............................................................ -variable 
Drawing Weapon ............. : ................................................................... : .............. -20 
Miscellaneous (lighting, duress, berserk, size, etc. Determined by GM.) ..... +/-variable 

Notes 
* Only applies to Melee attacks, or Projectile, Energy, and hand-delivered Missile 
attacks made at Point Blank or Short Range. . 
t Non-cumulative with each other. 

• • • • • • • • • • • • • • • • • • • -... ~ 
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;) CA~e~ !~~r ~~'!?i~~!!~ ~ross.,ndexing the net .tlack roll with the 
.;; target s arm9r type (AT) 9~ the c~rrect Attack Table for the weapon being used. The 
i I,' effects of ~ailures and Cntlcal Strikes are found on the correct Failure/Fumble Table or 

,-, Critical Strike Table (s.ee Tech B~ok). In each fire phase, all attacks are treated as simul-
l; taneous. For melee: first determl.ne the order in which the combatants will swing. Then 
'.' resolve each attack In sequence, Implementing the results immediately. 

l17.1-----
" ~; FIRST SWING 
T,IS J DETERMINATION 

'; The quickest combatant normally 

J 
';:: swings first in a mele~, but this may be be 

modified based on a number of factors, 
including weapon size, weight, etc. . 
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17.2 
ATTACK RESOLUTION 

The net attack roll representing the­
swing/fire is the attack rol/ (high open­
ended) plus the Attacker's DB minus the 
[)efender'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 at 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 Failure or Critical Strike. 

THE ATTACK ROLL 

A swing/fire is represented by rolling 
percentile dice (high open-ended). The 
result is the attack roll for the attack. 
The Unmodified Roll: Jf the attack roll is 
in the lowest possible result range (the 
Failure range), a "Failure" occurs and no 
further modifications .to the attack roll are 
made. 
Over One-Hundred Roll: The attack-rollis 
high open-ended, providing the possibility 
for any combatant to hit any given 
opponent - no matter what the respective 
OBs and DBs are. If the unmodified attack 
roll is between 96 and 100 inclusive, the 
dice are rolled again and the second roll is 
added to the first. The dice rolls can 
continue to be made and summed ad 
infinitum, until a roll is made that is less 
than 96. This stops the process and the 
total of all of the rolls is the relevant 
"attack roll". 

THE NET ATTACK ROLL 

If the attack roll does not indicate a 
"Failure", the net attack rol/ is determined 
by adding the DB to the attack roll and 
Subtracting the defender's DB. The attack 
roll may also be modified due to a number 
of other factors summarized in Sections 
15.0 and 16.0 (e.g., attacker's wounds, 

defender's cover, etc.). The net attack rol/ 
is then cross-indexed with the defender's 
~rmor type on th~ attack table correspond­
Ing to the weapon used by the attacker. 

Note that on the weapon attack tables 
there are intermediate thresholds below 
the theoretical "max-out" of the chart. 
These thresholds are indicated by dotted 
lines and a phrase such as "Maximum for 
Mk. I weapons". This refers to a specific 
reference on the Master Weapons Tables 
in the Tech Book, the "Table Used" 
column. This not only indicates which 
table to use, but the relative power of that 
weapon on the table, designated by a Mark 
number (Mk.). A weapon's net attack roll 
canrlOt exceed the designated threshold 
for the weapon's Mark #; instead, the 
maximu.m allowed result is used. 
Example: Ryk makes a net rol/ of 87 and 
h~s an DB of 100 with his blast pistol. 
HIS target has a DB of 30, so his net 
attack rol/ is 157. However. on the 
Blaster chart, the pistol threshold occurs 
at 105. Therefore, that is the level at 
which the ro/l is cross-indexed against 
the target A T. 

FAILURES 

Each weapon has a "failure range". An 
unmodified attack roll in this range results 
in the attack having no €,ffect. Instead 
another process is necessary. In Space 
Master refer to the Master Weapon Tables 
and the bottom of the weapon's Attack 
Table for specific information. 

In the case of Energy and PrOjectile 
weapons, a 1010 (roll one percentil.e die to 
attain a 1-10 - '0' indicating '10' in this 
case) roll is required to determine if there 
has been a weapon failure (such a 
malfunction, jam, or dead power cell) or if 
the character has actually fumbled his 
weapon. If there has been a weapon 
failure, apply the result indicated on the 
attack chart. If the 1010 roll indicates a 
Fumble, the player must roll again on the 
appropriate Fumble or FailureTable. 

NON-FAILURE RESULTS 

A typical result will have two compo­
nents, as indicated below: 

17B 
The first component will be a number 

from 0 on up, which is the number of 
concussion hits delivered to the target. 
The second component is a letter describ­
ing the seve~ity. of a critical strike (if any 
- no letter indicates that no critical strike 
was delivered). The type of critical norm­
ally given is noted on the table itself, (e.g., 
a Blaster normally gives a Heat critical). 
Concussion Hits: Each combatant has a 
limited 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 limit. 
Death may be caused if this limit is exceed 
by a certain amount. 
Critical Strikes: The severity of critical 
strikes ranges from A (least severe) to E 
~m?st ~evere} with letters F through I 
indicating multiple criticals, detailed on the 
individual attack tables. When a critical 
strike is indicated on the net attack roll a 
second roll (always 1-100) is made and 
the resulting number is cross-indexed with 
the severity of the strike (A, B, C, 0, or E). 
If a combination critical is indicated, two 
rolls are made, one for each critical 
indicated. Any additional concussion hits 
indicated are immediately applied, as well 
as any other effects. 
Critical Strike Interpretations: Most of the 
critical strike results are self-explanatory. 
However, certain results may have to be 
modified due to circumstance (Le., a 
defender behind a low wall hit by a laser 
receiving a critical strike calling for 

. damage to his ankle should instead' 
indicate a hit to the wrist). Similarly, if a 
~ritical strike calling for an unspecified 
11mb to be broken or otherwise damaged is 
rolled, then the limb affected should be 
determined randomly (unless the GM de­
termines that certain limbs are much more 
likely to have been hit). A stunned 
combatant may 'parry' to his front at half 
his normal ability (unless no parry is indi­
cated) but may not attack or change face. 
• All damages (including hits) unless 
otherwise indicated, are only applicable 
to the target combatant. 

• Bleeding indicated on the Critical strike 
tables is reflected 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 
well as a melee attack. 
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J PART III: GENERAL ACTIVITY RULES 
~f 

Each skill is classified as being applicable to a moving maneuyer (MM), a Vehicular Maneuver (VM) a Static Maneuver (SM), ~n~} 
attack (using 08), or a Special Purpose (SP). This section descnbes how each of t~ese types of ~onuses are used to resolve actions.:.. h(. 
18.0 

PERSONAL MANEUVERS 
"Every time I see you falling 
I get down on my knees and pray ... .. 

"Please don't say leave it 'till later, . 
I'll have my last chance on the stairway .. ... 

18.1 
MANEUVER DIFFICULTY· 
MODIFIERS 

In Space Master, maneuver difficulty is il 
ranked into one of ten categories, as listed' 
below.' .' 

Routine ..... : ............................. (+30) 
Easy ........................ : ............... (+20) 
Light ........................................ (+ 10) 
Medium ..................................... (+0) 
Hard ............................ :.: .......... (-1 0) 
Very Hard .:: ......... ~ ...................... (-20) 
Extremely Hard ........................ (-30) 
Sheer Folly ............................... (-50) 

.Absurd ..................................... (-70) 
Insane .................................... (-100) 

In addition to the basic difficulty 
modifier, there are a number of different 
modifiers to any maneuver (environment, 
condition of character making the maneu­
ver, etc.). These will be discussed in more 
detail in the following sections. 

18.2 
RESOLVING PERSONAL 
MANEUVERS 

'On pages 78-80 are included two ma­
neuver charts: the Personal Maneuver 
Chart, (with the difficulty modifiers across 
the top), and the Alternate Personal 
Maneuver Chart, with columns for each 
type of maneuver. The GM may choose 
which chart to employ; both are modified 
by factors in the Static Action Chart. 

18.21 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 activi­
tl~s (e.g., walking, climbing stairs, 

Anonymous Musicians 
"" Old Earth 
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drawing a weapon, etc.) are not maneu­
vers, while unusual activities (swimming, 
climbing a rope, running up or down 
stairs, driving a vehicle, piloting a ship) 
and activities performed. under stress 
(running, dodging, stalkiQg, hiding, etc.) 
ani maneuvers and require rolls. The GM 
is the final judge as to what is a maneuver 
and requires a roll, and what is norma.1 
activity and doesn't require a roiL Maneu­
vers arefurtlier classified as being Moving 
Maneuvers, Vehicular Maneuvers (Section 
22.0) or Static Maneuvers: •. Each. class of 
maneuvers is resolved differently.. . 

Moving and Static maneuvers 'are' 
resolved using the Personal Maneuver 
Chart and the Static Action Chart (or, at 
the GM's discretion, the Alternate Personal 
Maneuver Chart) while vehicular maneu­
vers are resolved using the Vehicular 
Maneuver/ Astrogation Chart (pg 84-85). 

:1 

18.22 MOVING MANEUVERS 
Moving Maneuvers include Climbing, 

Swimming, Stalking, and any complex or 
unusual movement (Acrobatics, Dodging, 
Tumbling, Diving, etc.). If a character de­
cides to make a Moving Maneuver as his 
action for a turn, the GM should assign it a 
difficulty: Routine, Easy, Light, Medium, 
Hard, Very Hard, Extremely Hard, Sheer 
Folly, Absurd or Insane. The maneuver 
must still be within the phYSical capabili­
ties of the chC)facter, and is limited to cov­
ering a distance no more than half of the 
character's normal (not running) move­
ment. The GM' may also assign an addi­
tional modification to the maneuver roll 
(e.g., an unaSSisted running leap across a 
12 meter chasm for a human might be 
given a difficulty of "Absurd -70" since the 
Imperial Olympic record is only arounQ 9 
meter.s). Assigning difficulty requires a 
familiarity with the Persona,l Maneuv!Jr 
Chart and a subjective decision by the GM. 

After the difficulty is assigned, the " 
character may then decide not to attempt .. 
the maneuver (Le., he reconsiders and 
decides not to do it). In this case, he 
cancels his action and may perform a 
limited action as described in 18.25. 

If the character decides to proceed 
the maneuver, he makes an nn"n_"rln"tf 

roll and adds his appropriate 
with any other applicable modifications. 
The resulting total is cross-indexed with . 
the difficulty on the Personal Maneuver' 
Chartto obtain the maneuver result. 
To summarize: 
1) The character states the nature of ~is 

maneuver. 
2) The GM assigns a difficulty and any' 

special modifications to the 1IC''''''UVgli. 

3) The character decides whether or not . 
perform the maneuver. . ; 

4) If he decides to perform the. m:lJ,p,,~,~"'.fi.; 
. an open-ended roll is made. 
5) All applicable modifications are 
. ' the roll.,., ... 
6) The total is applied to the Personal- ' 

Maneuver Chart.. .' 

18.23 VEHICULAR 
MANEUVERS 

Vehicular maneuvers (VM) Include: 
Driving, spaceship Piloting (both 
and while in combat) as well as piloting 
any air or water craft. See Section 22.0 
for detailed rules for Vehicular . 

18.24 STATIC MANEUVERS 
Static Maneuvers (SM) include 

Tracking, Hiding, Picking Locks, j\.,tr'nn!l·''(jJ\ 

tion, Repairs, Perception, influencing 
characters, and any other complex or 
unusual activity not involving significant· 
movement. If a character chooses a 
Maneuver as his action for a round, 
GM must assign any applicable . 
tions from the Static Action Chart and 
then the character must decide whether 
not to actually perform the maneuver 
below for the effects of canceling an 
action). The GM may require more than, 
one round for maneuvers which he 
decides are very difficult or complex. He, 
may also allow a character to decrease the,' i 
difficulty of appropriate maneuvers by ~. 
using multiple rounds.' 

~ I 
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Additionaly, the GM must decide 
whether he is using the Personal Maneu­
ver Chart, or the Alternate Personal Ma­
neuver Chart, which has the maneuver 
types across the top, rather than the 
complexity level. It is important the the 
GM be consistent in his use of the tables . 

If the character decides to proceed with 
the maneuver, he makes an open-ended 
roll and adds his appropriate bonus along 
with any other applicable modifications, If 
the modified roll is greater than 100, the 
action is successful. If not, the action 
fails, . 
To summarize: 
1)The character states the nature of his 

maneuver, 
2) The GM assigns a difficulty to the ma­

neuver including special modifications. 
3) The character decides whether or not 

perform the maneuver. 
4) If he decides to perform the maneuver, 

an open-ended roll is made. 
5) All applicable modifications are made to 

the roll. 
6) Success: if the modified roll is over 

100; Otherwise, Failure. 

18.25 CANCELING 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 witt. 
half his normal Offensive Bonus OR move 
half his normal (not running) movement or 
fire or make a maneuver modified by -30. 
The alternative action chosen must be 
performed when the other actions of that 
type are normally resolved. 

190 ',' '. ' . ' . . , ~ 

MOVEMENT AND ENCUMBRANCE 
The nature of Science Fiction, more than any other type of fiction, demands variety 

and veracity - unusual characters performing diverse actions in exotic environments. 
The possibilities are infinite, but detailed action (combat, etc) often requires near exact 
determination of a character's whereabouts and speed. The following section allows 
quick determination of character's movement rates and endurance levels under a variety 
of Gircumstances, and may ser .... e as a basis for further (Le., specific, local) situations. 
Note: As it appears here, the term "Factor by" means "Multiply by (1 + the modifier 
stated as a percentage). "(E.g., when you multiplied your Base Hit Points times your 1 + 
(Co/100) , you ''factored by" Co Mod). 

Different races have different Walking Movement Rates, or WMRs. The Base WMR 
for all known Hominoids is 17 m per (10 second) Round (about 6 kph). Add the Race's 
St and Qu Mods (from the Racial Statistics Chart), and factor 17 by their total, rounding 
as usual. The result is the Average Racial WMR. 

Average Racial WMR = 17 x [1 + (St mod + Qu mod)/100j 
(e.g" Human WMR = 17,85, or 18). 

PERSONAL WMR CALCULATIONS: 
Modifications to the Average Racial WMR makes use of the Movement and Encum­

brance Chart. In each of the three cases, the applicable WMR Mods (from the table) 
are added together to determine the "Factor", and the WMR obtained in The Previous 
Step is (ycu guessed it) factored by this total. 

The Unencl.;mbered Factor takes the character's Qu and Ag into account (temporary 
stats should be averaged before consulting the table), as well as Height (in meters). 
Factor the Average Racial WMR by the total to obtain the character's Unencumbered 
WMR. . 

Unencumbered WMR = 
(Avg Racial WMR) x [1 + (Qu & Ag WMR Mod + Height WMRmod)/100j 

The Encumbrance Factor is based on armor worn (the WMR mod isthe same as the 
"Quickness Penalty" for the armor type) and "Encumbrance Units" carried (one EU of 
gear/etc equals one tenth the character's weight in kilos). The subtotal obtained (if 
negative) is offset by the character's ST Mod (if positive), but can never exceed ±O. 
Factor the Unencumbered WMR by the end total to obtain the Encumbered WMR. 

Encumbered WMR = 
(Unencumbered WMR) x [1 + (Armor WMR mod + EU WMR mod + St bonus)/100j 

or 
Unencumbered MMR, if smaller than above. 

The Local/Gravity Factor comes into play whenever the Local Gravity differs from the 
character's own Homeworld's. Divide the Current Gravity by the character's Homeworld 
Gravity and consult the table. Factor the Encumbered WMR by the Mod shown. 

All Movement and Moving Maneuvers attempted in an environment where a Gravity 
Factor exists receive a penalty as shown on the MM mod column. Skill in Alien Environ­
ments may be bought to offset this penalty (never raising it above ±O) though the Player 
must specify "Extremely Low G", "Low GU

, "High G" or "Extremely High G". Possessing 
"Low G" adds half rank bonus in "X-Low" environs (and vice-versa. "High G" adds half 
rank bonus in "X-High" environs (and vice-versa). These categories are indicated by the 
bold lines across the Gravity column on the table. 

P 069 
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. '.' Example: Sii?sQU'and AG average at 
90 and he is 2.1 meters tall (almost 
6'10'. His Unencumbered Factor is+ 15 
(+10forstats, +5 for stride), or 1.15. 
Multiplying this by 18 (Base WMR for 
Humans) gives us Sky's Unencumbered 
WMR: 20.7 (rounded to 21). Let's say 
Sky weighs 113 kilos (250 Ibs). This. 
means that each 11 kilos he carries is 
one Encumbrance Unit. Now let's put his 
mesh shirt and greave armor on him 
(WMR Mod of -5), and gives him 1 ~U of 
gear (-10); his Encumbrance Factor IS 
now -15 or. 85, which gives him an 
Encumbered WMR of 17 (just a little bit . 
slower than the average, Unencumbered 
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 (CurrentIHomeworld Gravity = 
.5), and walk him around. For S~, the 
Gravity Factor is +35, or 1.35, whIch . 
gives him a local WMR ()f 22.95 (23 
meters/Round). Bear in mind, how~ver, 
that any detailed Movement or Movmg 
Maneuvers Sky attempts will be at -35 
unless Sky has the appropriate Alien 
Environments skill. Given enough Alien 
Environments skill ranks, Sky could ' 
reduce his Moving Maneuver penalty to 
O. All Right, Sky! 

20.0 ' 
INJURY AND HEALING 

"He's dead, Jim. n 

20.1 
INJURIES -. 

Although death is a looming danger, 
injuries are much more common. Some, 
injuries however, effectively disable a ' 
character. Most make adventuring tough 
and, given their frequency, can present the 
characters with significant obstacles, , 
including penalties or prohibitions 
applicable to the use of appendages, the, 
deployment of senses, maneuvers, 
combat, or even simple travel. 

Generally, injuries in Space Master , 
occur as a result of damage from a critical 
strike. As such, the injuries are often , 
described quite specifically. This provides 
a tremendous variety 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 
Book is designed tei provide detailed,de­
scriptions covering any injury which might 
arise. 

• '. ~,. . .. -- = •. .': .. , .. , .... ,'; I 

\ , 
A Doctor (not a Miracle-worker) , 

.' In any case, treating injuries is consid­
ered to be one or more Static Maneuvers. 
The GM should have an understanding of 
the 'equipment available and the extent of 
the injury, then decide what sort of ,,~: 
procedures will be necessary to correct ;,< 
the problem. Often the critical damage."f<· 
description itself will provide the key :;'$':[;:' 
information. The GM then needs to have;~! (t; 
the pl~yer performi~g the o~~ration roll, I~t-T" l'.I 
including the follOWing modifiers: .~ ':': 
1) Equipment complexity . <{~~;. 
2) General Static Action modifiers 'N ,:.". 
3) Applicable medical skill -:'f/ . 
4) Other factors the GM deems appropri-·· '.1.:' . 
~e .... ~ .. 
The GM should decide which static 

action chart he wishes to use. He should .. 
also remain consistent which chart he • 
uses throughout the campaign. though 
can mix and match maneuver 'types' ' 
using the Alternate Personal Maneuver' 
Chart for healing and the main chart for .. 
other maneuvers), if he wishes. The . 
modified roll is then cross-indexed, and. 
the result determined and applied. 

20.11 GENERAL DEGREES OF 
INJURY 

It is still helpful to categorize injuries 
broad, manageable groupings. These 
enable the GM to apply certain general 
rules regarding recovery and effect. 
1) Light Injuries. If a specific injury~' .. 

results in a penalty of -0 to -20, it is 
considered "light." In addition, light 
injuries include wounds which yield 1 
hits per round as a result of bleeding. 

2) Medium Injuries. Specific injuries 
which result in a penalty of -21 to -50 
are considered of "medium" severity. 
Medium injuries also include wounds 
which yield 6-10 hits per round as a 
result of bleeding. Fractures with an 
unspecified penalty are medium 

3) Severe Injuries. Should a specific 
result in a penalty of -51 or more, it 
"severe." In addition, severe injuries ~. 
include shattered bones and wounds .. ~. 
which yield more than 10 hits per round:} 
as a result of bleeding. Any wound ,;~ 
which destroys an organ (e.g., eye, .~ " 
kidney, etc.) or renders it inoperable for :, 
more than one day is also severe, '.~ 
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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 long 
does it take to recover? Will there be any 
permanent damage (e.g., a lowering of 
stats)? What effect does the wound have 
on 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 techniques that 
require the victim to remain immobilized 
during treatment. Whatever the 
treatment, the procedures should be 
followed, lest the treatment fail. 

20.13 FIRST AID 
First aid can be employed by virtually 

anyone, but has limited effectiveness. 
Essentially, the 'medic' must make a 
.successful Static Action (see Section 
18.24) in order to aid the victim. This roll 
is modified by the actor's First Aid 
secondary skill bonus. Anyone having a 
"0" First Aid skill rank operates at -25 
(modified by stat bonuses). 

First Aid skills 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, 
splints or slings for light sprains or 
fractures, etc.). In addition, this skill can 
be used to slow or halt the effects of 
medium or severe injuries (e.g., you can 
reduce any bleeding rate by 5 hits/round, 
or more if you use a tourniquet; or you can 
set a medium fracture and stop any 
associated deterioration). First aid is 
generally ineffective when dealing with 
medium or severe nerve or organ damage. 

20.14 RECOVERY FROM 
WOUNDS 

Some operations and Psions specify 
recovery time. Where they do not, use the 
~ealing Recovery Chart (pg 72) which 
gives some suggested recovery times for 
qeneral injuries. As a rule, the recupera­
tion period for multiple injuries equals that 
of'the worst wound plus half the cumula­
tive recovery time for all other concurrent 
wounds. 

Example: As a result of a swindle, Drake 
Morgan buys a gravscooter with defec­
tive braking thrusters. The first time 
Drake tries to slam on the brakes, the 
thrusters fail, sending him crashing into a 
safety wall. Drake receives a severe head 
wound (recovery time 30 days), a 
medium bone wound (recover time six 
days), and a light tissue wound (recovery 
time one day). Assuming he is healed 
his total recovery time is 33.5 days (30 + 
3 + .5). Poor Drake. 

While recovering, a character's penalty 
gradually declines. To determine 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 to 
determine recovery on an hourly basis. 
Example: Drake received a total penalty 
of -10 as a result of his impact. If his 
recovery time is 33.5 days, he divides 10 
by 33.5, yielding a restoration rate of 
2.09. He rounds this to 2. So, Drake's 
penalty is reduced by 2 each day of 
recuperation. Since 2 times 33.5 equals 
only 61, there is a 3 remainder. This is 
applied to the first day of recovery, 
mear.ing that Drake's penalty is reduced 
by 5 after the first day. \ 

When an injury description specifies 
that the organ, appendage, etc. is useless, 
the penalty is considered -100. Recovery 
usually 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 begins 
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 example, having an arm 
cut off and then re-attached might cause a 
loss of Agility (temporary or permanent) 
and maybe a scar. Clinical death might 
cause a general loss of abilities, partial 
loss of experience and scars. 

As a rule of thumb, a character might 
receive permanent damage only in case of 
a severe wound. In such a Situation, have 
the character make an open-ended 0100 
roll and add a number equal to his 
Constitution (not simply the Co bonus). 
Should the result exceed 100, there is no 
permanent damage. If it falls short of 
101 +, the greater the difference, the worse 
the permanent damage. 

20.17 DISEASE 
Alth.ough disease should be a relatively 

rare misfortune in the civilized environ­
ment of Space Master, new viruses and 
bacteria could be encountered on the 
Frontier. It be the result of a Random 
Event, a part of a character's makeup (e.g., 
Skhan has a hereditary disease which 
leads to a drooling problem), an artificial 
creation of some mad virologist, or a 
simple decision/calculation on 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 
bonus and his Race bonus to the roll. 
When the poor victim fails the RR, the GM 
should determine the degree of failure by 
comparing the adjusted RR with the 
number needed to succeed. Unless 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 

01-25 ........................... mild 
26-50 ........................... moderate 
51-100 ......................... serious 
101 + ........................... extreme 
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20.2 
HEALING RECOVERY 
CHART 

This chart provides recovery times for 
most general 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 5 
for medium injuries and by 10 for severe 
injuries. Halve the recovery time if the 
victim is hospitalized or placed in some 
other special care. 

21.0 
USING EQUIPMENT 

Within this section a number of ill-defined role playing activities will be (vaguely) 
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 
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. If you roll over a 100 after 
all the bonuses and penalties are included, 
you have succeeded in whatever maneuver 
you have attempted. In the following '. 
sections any reference to a "successful" 
roll implies a net roll of 100 or above. 

Some alternatives which include 'partial 
success' are discussed below. 

Ingeneral,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 
Personal Maneuver Chart (pg 80) for 
scanning and sensing. ~." ' .,' 

21.2 _____ _ 

MAKING SCANS 
Multiscanners are immensely 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, 
"multiscanner abusers· can ruin the 
excitement of a campaign. The GM can 
use the following suggested range and 
complexity modifiers (in addition to he 
Static Action modifiers if applicable). 
Multiscanners, Repair Scanners, and 
Medscanners must be 'aimed' within 
about 100 of their intended target, or the 
user must make a sweep, taking about one 
full minute (a hasty sweep will incur a 
penalty equal to the hastiness, i.e., a 30 .' 
second sweep will have a -50 penalty, a 
15-second sweep a -75 penalty, etc.) Only: 
Tactical Scanners have an automatic 3600 

sweep, 
. HEALING RECOVERY CHART , SCANNERS 

Roll Type of Damage 
Tissue Head Organs Muscle/Tendon 

Handheld scanning devices are capable 
of various types of scan/analysis, as well 
as recording scan information for future, 
more detailed analYSis by an onboard ship 
or land-based computer. They are also 
capable of normal audio-video recording. 
On the opposite page is a summary of the 
scans which can be performed. 
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SCANNER CHART I 

MULTISCANNER 

life Types .\ 
Scan/Detectlon Point Short Medium Long Extreme 
Type Blank Range Range Range Range 
Life form detection: . 10 100 500 1000 2000 
Determine # of units 10 50 100 200 500 
Determine Basic Type 

:.-:," .. -
5"~ 

., 10 20 50 100 
Determine Race 1 5 10 30 60 

Power Emanations .. ;' .~.,:. •..... ' 

Scan/Detectlon Point Short Medium Long Extreme 
Type Blank Range Range Range Range 
Personal Comm beam 100 
ShipComm 500 
BaseComm 1 km 10 km 
Ship Reactor 10 km 
Base Reactor 100 km 

At 1I1Oth of detection range (again, somewhat variable, dependent on condi-
tions and skill of scanner operator) specifiGs can be made out (interception of 
transmission, exact location and type of power generation). 

Physical Analysis 
Scan/Detectlon Point Short Medium Long Extreme 
Type Blank Range .Range Range Range 
One gram 1 3 5 10 30 
One kg 50 100 lkm 10km 20km 
This could be modified depending on the rarity of thG material. 

REPAIR SCANNER 

Scan/Detectlon Point Short Medium Long Extreme 
Type Blank Range Range Range Range 
Disrupted Circuit 50 100 

. DeepscanLock 50cm 1 3 
Any Electrical Current 10 30 50 100 500 

Other Power Emanations and Physical Analysis functions as Multiscanner with 
triple range. 

MEDICAL SCANNER .. -
Scan/Detectlon Point Short Medium Long Extreme 
Type Blank Range Range Range Range 
Life form detection 10 100 500 1000 2000 
Determine # of units 20 100 300 500 1000 
Determine Basic Type 10 30 50 100 300 
Determine Race 3 10 30 50 100 

" 
Verify specific Individual 1 3 5 10 30 
Detect bacteriaivirus 1 3 5 10 30 

TACTICAL SCANNER 

Scan/Detection Point Short Medium Long Extreme 
Type Blank Range Range Range Range 
Detect Motion 10 20 30 40 50 
Detect Infrared 10 20 30 40 50 
Specify Moving objects 3 5 10 15 20 
Specify Infrared objects 3 5 10 15 20 

GENERAL MODIFIERS 

Point Blank ....... Routine (+30) long Range ......... Extremely Hard (-30) 
Short Range ......... light (+ 10) Extreme Range .................. Absurd (-70) 
Medium Range ...... Hard (-10) 

to 

21.3 _____ _ 

SENSOR SYSTEMS 
As explained elsewhere, the term 

SENSR is an abbreviation of the device's 
means of operation: Selected Electromag­
netic/Neutrino-Stream Reflection. Al­
though hand"held Scanners use much the 
same method, their limited range and 
specialized function make them quite a bit 
simpler to understand than ship-mounted 
SENSR systems. Such systems consist of 
three parts: The Emissions Unit (which 
treats/charges and sends out the Stream), 
the Retrieval Unit (which attracts and 
collects the reflected particles), and the 
Selection/Analysis System (which consists 
of any Computer programs antHor sentient 
operators - the system which specifies 
and correlates the actual data). 

Skills Used: 
The Sensor Analysis skfll is used to 

modify any use of the SENSR system 
(unless something goes wrong with it). 
This score is averaged with the Com­
puter's program rank bonus. Analysis 
without the appropriate (or any) program 
is three Difficulty Levels higher than 
normal ("Medium" operations become 
"Extremely Hard", etc). SENSR attemots 
are rolled on the appropriate column cf the 
Main Personal Maneuver Chart (pg 79), or 
the Alternate Personal Maneuver Chart (pg 
80). Problems with the Emis:;ions Unit are 
treated by Power Systems Tech, while the 
Retrieval Unit requires Electrical Tech. 
SENSR Analysis program problems 
(obviously) fall under tne realm of the 
Computer Tech. 

Visual Display: 
A frequently-used capability, it is 

impossible without the appropriate 
Computer program in the CPU. Data to be 
displayed must first be SENSR'd by the 
Computer. See below for Base Difficulties. 

Graphic Data Display: 
This is Another popular use of the 

Analysis programs (in most cases, 
creating such a display without the 
necessary program would be at least a 
Complex research project) which allows 
data retrieved to be sorted and displayed 
in a graphic/pictorial manner. For 
instance, a search for lifeforms on a 
nearby planet will reveal their presence 
(and possibly even number), but if you 
want a map of the major settled areas, you 
need a Graphic Data Display. This is a 
separate static maneuver (aside from tile 
'nitial SENSR scan), performed by the 
Computer (use the program rank mod) at 
the same Difficulty Level as the original 
scan. 

I 
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Range: 
There are four Range Categories for the SENSR; Short, Medium, Long, and Extreme. 

Range modifies the Base Difficulty of any SENSR Analysis attempted, as below: 
Category Extends To Difficulty Level Adjustment 
Short 1 Light-Second (300,000 km) - 1 (HARD becomes MEDIUM,etc) 
Medium 1 Astro. Unit (150 mill. km) ±O ("Standard operating range") 
Long 1 Light-Year (9460.8 bill. km) + 1 (LIGHT becomes MEDIUM, etc) 
Extreme . Limit of SENSR range + 2 plus 1 per 10 LY distant 

EW/Stealth: 
The primary function of the Stealth. . 

system 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, regardless of 
the type of scan attempted. See the 
section on EW for more details .. 

Example: Jym-bob has found a large, . 
bizarre construct floating In the Rhetorica . 
Nebula and attempts to SENSR It tor 
energy weapons from Long Range. The .• 
GM knows that there are no energy , 
weapons aboard, but he also knows that' 
the construct emits a constant "Stealth" 
(EW) field of +70. The Base Difficulty for 
the task is Extremely Hard (-30) (the 
footnote tells the GM to add the Mk. I 
which is zero), but the Actual difficulty is 
Sheer Folly (-50) due to range. The Die 
roll is modified for Jym-bob's Sensor 
skill (+45), for the Difficulty (-50), and for 
the EW (-70), leaving Jym-bob's poor 
Player a total of -75 to determine that 
he's looking for nothing. 
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PLANETARY ANALYSIS CAPABILlTIES CHART 
Target/Nature of Analysis Base Difficully 

Level 
Atmospheric Makeup Medium (+0) 
Climate Code Hard (-10)· 
Mean Planetary Density Medium (+0)· 
Geological Makeup Extremely Hard (-301' 
Gravity/Escape Velocity Light (+10) 
Hydrosphere Easy (+20)* 
Meteorological Phenomena/Patterns Very Hard (-20)· 
Planetary Circumference Routine (+30) 
Precipitation Code Medium (+0) 
Rotation Period (Day Easy (+20 
Mean Surface Temperature Light (+10)· 

Noles/ 
Limitations 
(Known Compounds/Gases) 
Hot/Warm/T emperate, etc 

(Known Elements/Ores) 

-30 if climate "dormant" 

RainylHumid/Arid, etc 

Current Surface Temperature Easy (+20) within a single "region" 
Visual display of SENSA'd area Light (+10) very poor detail at >SA 

• = Assumes full planetary orbit performed. If not, -50 from roll, and time required is x6 ("1 rd" = 1 min). 

-. STAR" SYSTEM ANALYSIS CAPABILITIES CHARt" 
Targel/Nature of Analysis 

locate Asteroid Belt 
Dttermine number of Asteroids in Belt 
loCate Planetary Body 
Radius 01 Stellar Gravity Well 
Locate stellar ecosphere 
Locate moons 
Locate Empty Orbit 
Determine Orbital Period (Year) 
Star's Spectral Type 

Base Difficulty 
Level 

light (+10) 
Hard (-10) 

Routine (+30) 
Light (+ 10) 

Very Hard (-20) 
Easy (+20) 
Hard (-10) 

Medium (+0) 

Star's Stellar Brightness 
Star's Stellar Class 
Star's Stellar Mass 
Star's Stellar Radius 
Star's Stellar Temperature 

Routine (+30) 
Light (+10) 

Routine (+30) 
Medium (+0) 
light (+10) 
Easy (+20) 

Visual Display of SENSR'd N-Space Area Extremely Hard (-30) 

21.4 
SECURITY 

For some reason it seems that many 
groups of players spend a lot of time 
breaking into other peoples' homes and 
places of employment. Since this vulgar 
practice shows no sign of abatement, 
perhaps some clarification of rules 
surrounding such activity is in order. 

21.41 ELECTRONIC DEVICES 
The masters of electronic surveillance 

and security are the Crime Techs. Crime 
Technics skill is used to defeat all non­
mechanical locks, alarms and other such 
'traps'. Naturally anyone with Crime 
Technics skill falls into this category. 

However, before the lock 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 Hard (-30) because of the 
scanner's inaccuracy. A successful scan 
of the electronic lock allows the lock-pick 
attempt to be made without any modifiers 
beyond the lock's base difficulty (and any 
environmental factors; see the StatiC 
Action Chaff). The actual defeat of the 

Notesl 
. Limitations 

(by Human standards) 
of one given planet 

lor one given planet 

Very scant detail 

P .75 

lock is then perpetrated using Crime 
Technics skill. It is assumed that the 
Crime Tech has some sort of electronics 
override kit for use with locks more 
complex than your basic keypad. Such 
instruments as a Tonal Synthesizer (for 
audio locks), a Spectral Sequencer (for 
those annoying coherent light beam 
locks), and a variety of small, delicate 
tools and optical filaments and wiring for 
bypaSSing various other tricky devices. 
The cost for such kits is highly variable 
(100 - 5000 man its). The GM should sit 
down with a fledgling Crime Tech early in 
the campaign to go over the technology, 
what he might encounter and what might 
be needed. Trying to pick a lock without a 
scanner analYSis is Absurd (-70). The 
penalty for trying to pick one without the 
proper tools is highly variable. 

Before the electric eye (or other 'trap') 
is defeated, it must be detected. The skill 
of Perception is used in this case. Note, 
however, that while Perception is a general 
skill, some modifiers are in order. Any 
character with no Crime Tech skill finds 
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 successful 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 mechanical locks and traps 
are rarely found in the milieu of Space 
Master, they do occasionally rear their 
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 
lock or trap adds 30 to the pick/disarm 
roll. However, Crime Technics skill may 
only be used at Halfvalue towards 
defeating these crude devices. It would 
behoove the Crime Tech who wishes to be 
well-rounded to develop skill in Disarm 
trap and Pick Lock. 
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21.5 
STEALTH/ELECTRONIC 

. WARFARE 
Stealth Systems, also known as , 

Electronic Warfare (EW) systems have, 
many uses on the ship, and to be fully 
utilized require a full-time operator during 
battle. A ship's EW rating can be used as a 
DB, (or to cancel an opponent's EW­
caused DB) or can jam (and detonate) 
incoming missiles. The primary EW 
operator (person with highest EW skill at a 
console) must declare (or secretly write 
down) where he will allocate EW for that 
turn: DB, Anti-DB, Transmission Jamming 
or Missile Jamming. The total EW number 
can be split, but the decision made at the 
beginning of the turn is locked in until the 
next turn. 
Example: Duncan is the EWoperator 0; 
his ship, the Defiant. He has an EW skill 
of 50, and the Defiant's EW rating is also 
50. The sensor officer detects a ship 
closing, possibly hostile. Duncan, 
activates the Defiant's EW screen and 
ponders how to allocate pOints. The 
sensor officer announces that he can only 
detect Laser Cannons as the incoming 
ship's armament, so Duncan sets the EW 
on full DB, since he is defensively ,. 
minded, and there is no evidence that the 
other ship has missile armament. He is 
committed for the game turn. A round 
later as the ship closes and the Sensor 
Officer gets anotfler roll, he detects 
missile tubes! Too bad, since Duncan 
cannot re-allocate some of the ship's EW 
points until next turn. If he had known, he 
might have devoted some EW to missile 
jamming, and had a better chance of' 
stopping the potentially devastating 
missile attack, sure to come from the 
opponent. 

EW MISSILE JAMMING 

With missile jamming, the EW bonus is 
used as an attack against an incoming 
missile - the missile receiving a bonus 
against this EW equal to its Mk. rating. 
More than one missile can be acted upon 
in a given round, but there must either be 
multiple operators, or the operator's skill 
bonus must be split between the missiles. 
Note that missile jamming is the only time 
that the EW operator skill bonus is em­
ployed in combat. Roll 1-100 open-ended, 
add EW allocation, add operator skill 
bonus, subtract MK# of missile. If 100+, 
the missile is "jammed," and detonates 
before reaching its target. 

Example: The Defiant has been under 
attack, the enemy firing laser cannons, 
which have been ineffective till now. It is 
the beginning of turn two and Duncan 
may re-allocate his EW, based on the new 
sensor data. The Defiant has an EW ' 
rating of 50. Duncan, with an EW skill 
bonus of 50, has a number of options: 
Option 1: He can ignore the threat of 
missiles and hold his full EWas 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-D8 might 
already be partially annulled by the 
attacker'S EW - if they are using theirs 
to thwart his. 
Option 2: He can use his full EW on 
missile jamming, giving himself a good, 
chance of destroying any that are fired. 
This, however, reduces the ship DB by 
50. ' 
Option 3: He can allocate 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 two incom.> 
ing missiles, and Duncan as the only EW· 
operator, he has two'choices: ' , 
1) split his EW and 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 ',' 
jamming: 30 (note full jamming EW is, 
used against each missile, while the 
operator skill must be split), minus the 
missile Mk. of 20 equals 35. He adds his 
roll, and the total must exceed 100). A 
separate roll is made for each missile. 
2) Use all of his EWagainst one missile 
and have a better chance of destroying 
against one missile and have a better 
chance of destroying one. In this case 
he adds his full EW: 50 plus the 
allocated ship EW.· 30, minus the missile 
Mk. of 20. He must roll a 41 or better. 
Note that if there were two operators 

(and consoles), each operator could 
devote his full EW skill rating and the 
ship's full (allocated) EW rating against a 
missile. Missile strike results are 
determined at the end of the round, after 
all manning attempts are made. 

EW CLOAKING/STEALTH i 

This function cannot be used simulta­
neously with any other function. Cloaking 
thwarts enemy sensor detectiOn/analysis. 
It is not very effective during combat, . 
since overt use of weapons and sublight 
engines are easily picked up on sensors, 
and the 'cloak' is useless. It is useful just 
before combat in attempting to ambush an 
unsuspecting opponent. In this case, the 
stealthy ship's EW operator adds his EW 
skill bonus and the ship's EW, and rolls. 
The 'victim' ship is allowed a Routine 
sensor roll, adding the ship sensor bonus, 
the operator bonus, and any others 
applicable. If the stealthy ship's modified 
roll is 100 over the victim's roll, it is 
undetected. Less than 100 but still more 
than'the victim indicates inconclusive data; 
a roll of less than the victim's indicates full 
detection and ship analysis. Once a ship is 
picked up on sensors, rolls are made every 
turn, but the stealthy ship must roll a 
modified differential of over 200 to 'vanish' 
again, after a sensor lock has been 
established. 

, EW DEFENSIVE BONUS 

Ship's DB is increased by a factor equal 
to the, amount of available EW designated 
to it:' '~~\: " ' . : 

EWAam-DEFENSIVE BONUS 

This function can be used to cancel an' 
opponent's DB created by that opponent's 
EWonly. EWantl-defenslve bonus cannot 
be used to cancel other ship DB factors 
such as shields or Evade. For example, say 
the Defiant has 20 points of its EW 
designated for DB, the rest reserved for 
missile jamming. The Defiant's attacker 
uses 50 points of their EW rating in an 
attempt to cancel the Defiant's EW-DB, but 
only effectively cancels 20 pOints, because 
that is all that was designated. 

TRANSMISSION JAMMING 

EW can also jam other ships' (and, 
necessarily, their own) transmissions by 
creating a large radius interference field, 
the generating ship at the center. Radius 
and intensity vary according to pOints 
designated. Each point adds 1 LS to the 
radius, and subtracts from a Comm Tech's 
af'tempted transmission roll. All ships 
within the radius are affected both for 
incoming and outgoing transmissions. 
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21.6 
BREAKAGE 

Although all field equipment in Space 
Master is designed to take a beating, 
sometimes field scientists manage to dish 
out more than your average piece of 
equipment can take. This can be as· 
sumed to occur in three ways. dealt with 
using the Equipment Mishandling Chart. 

CHARACTER MAKES A BAD USE ROLL 
Whenever a character uses a piece of 

field equipment (multiscanner, healing 
device, etc.). he must make a roll. An • 
unmodified 01-02 indicates some sort 
instrument failure - roll 1 01 0 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 fall down (from no 
appreCiable height). all equipment not 
stored (e.g. held in the hand or on the belt 
rather than packed in the backpack) must 
make a Maneuver Roll versus damage. 
Standard equipment has a +50 modifier 
versus damage. For every additional 
meter the item falls, - 5 from the modifier. 

If the item fails (the result being 100 or 
less), a 1010 severity roll is made, and a 
Damage Type Roll. The Repair/Malfunc­
tion Chart is consulted when someone 
who can repair the device is present, and 
his modifiers can be employed. 

The GM might also want to have the 
damage severity roll modified for great 
heights (once it is established that the 
item is not miraculously undamaged). 
such as + 1 per 5 meters. Any result over 
25 is considered Extremely Severe. 

MINIMUM DAMAGE FOR FALLS CRITICALS 

Dist. Fallen Severity Range 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 so, a roll should be made, 
modified by +50 (an intrinsic bonus for the 
item) and the critical severity: 

'1-5m Routine - Extremely Severe 
6-10m Light - Extremely Severe 
11-15m Moderate - Extremely Severe 
16·20m Severe - Extremely Severe 
21-25m Very Severe - Extremely Severe 
26m+ Extremely Severe Only 

Example: Alistair Aurora is standing on 
the edge of a 30 meter precipice with his 
multiscanner. He attempts to scan the 
lands beyond, but rolls an 01. He rolls a 
1010 and. being a clumsy fool. he rolls a 
10 (drop item). Alistair, leaning over the 
edge, watches his scanner tumble all 30 
meters to the bottom. It has a base 50 
mOdifier, but the 30 extra meters means 
(30 x 5 = 150) itis at -100. Alistair would 
have to roll 200 (open·ended is allowed) 
or over for the poor machine to be intact. 
Alistair fails (of course). The Cruel GM 
uses the Minimum damage table, so Alis· 
tair's scanner is Extremely Severely 
damaged. 

A ...... " .. " .... " ..... "." ... -10 
8.""""""""""""""",20 
C."""""""""""""",,-30 
0""""."""""""""",,-40 
E """"""""""""""".-50 

Should the net roll be 100 or less, the 
Equipment Mishandling Chart should be 
employed, modified by the severity of· the 
critical delivered against the target. 

The chart below should be rolled on to 
determine the type of damage, including 
the modifiers noted (not open·ended). 

, '. '. EQUIPMENT MISHANDLING CHART .. 

-29 

-28 - -21 

-20 

'19- 05 

06-20 
21-50 

51-79 
80 

81-89 
90 

91-99 
100 

101 -109 
110 

111 -119 
120 

Your piece of equipment, in a last act of vengeance, gives you an "A" 
critical hit, then disintegrates into a useless lump of semiconductors. 
Your device is a collection of shattered circuits and cracked plastiC. 
There is nothing worth saving; don't even bother to make a repair roll. 
With a loud bang, a 'poof' and a billow of smoke, every circuit in your 
item shorts out. 
The item is perfectly operational- except every time you use it, the 
equipment gives you a 1010 hit electrical shock. Insulating gloves will 
help, but subtract 30 from any bonus. 
The recalcitrant equipment is operational at -50. 
If 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 to use your device, but 50% of the time it doesn't work. 
The device works fine - if you hold it upside·down (and only then) . 
This subtracts 30 to 90 from your bonus, depending on the item's use. 
The device is functional but at -30. 
The equipment is functional. but it drains the energy cells at an acceler· 
ated rate. Any roll of an 03-20 during use indicates drained cells. 
The equipment is functional but at -20. 
The device seems to work fine; however, it is secretly burning itself 
out, and after 1010 more uses the damage increases to Extremely 
Severe. It is useless until repaired. 
Your device will function, but at 1/2 normal range until repaired. 
Your equipment is fully operational, but the next time it must roll 
versus damage it is +0 (instead of the normal +50). 
The device is fully functional but all operations are at -10. 
A sharp slap and the item begins to function normally again. No 
damage except a couple of scratches. 

MODIFIERS 
Extremely Severe - -30 
Very Severe - -20 
Severe - -10 

Moderate - +0 
Light - + 10 
Routine - +20 
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Difficulty Routine NA NA +30 +30 +30 NA +30 
Easy NA NA +20 +20 +20 NA +20 

~ ... ;'".! .... Light NA NA +10- +10 +10 NA +10 . , 
Medium NA NA 0 0 6 NA 0 
Hard NA NA -10 -10 -10 NA -10 
Very Hard NA' NA -20 -20 -20 NA -20 
Extremely Hard NA NA -30 -30. -30 NA -30 
Sheer Folly NA NA -50 -50 -50 NA -50 
Absurd NA NA -70 -70 -70 NA -70 

Shock & Pain 

• Modifications to maneuvers are applied to a roll on the Personal Maneuver Chart 
1 These lighting conditions are for normal human eyesight, creatures that can see in the dark should ignore the dark and pitch black modifica­

tions and half the shadow modifications.' 
• If the limb that is out of action is normally required to perform the action, the GM should increase the difficulty of the 'action and drastically 

increase these modifications. 
• In certain situations the maneuverer may withdraw from melee without his opponent(s) being. able to attack him If he completes a successful 

maneuver. 
• These encumbrances are absence of one of the weight categories would drop the encumbrance condition one level (e.g. a 

character with a normal one would be medium, not 
coiiditions 

;~:~~~~~~an~actiO~'I~~J ",1 11<, '-r .. "">ratt~tmDtlntJ 
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PERSONAL MANEUVER CHART 
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RoutIne 

'al down •• 2 Ifih. V ... 
.". out 3 roundw.. 

foil to oct. 

10 

30 

so 

70 

80 

90 

100 

100 

100 
100 
100 
110 
110 
120 
120 
130 
130 
140 
140 

150 

150 

Inoedible m01l'e. You 
fr~1 9' cnt. S"bt, u .... 3 
IrOln your (Uflen' 'M' 
lulol. 

Easy 
' ... Knoc ......... Vou 
ore out for 12 round, • 
"Hm. 
'aldown.l_2 
.-.• 2Hm. 

'''lOact. 

10 

30 

so 

60 

70 

80 

90 

100 
100 
100 
100 
1.10 
110 
120 
120 
130 
130 
140 

140 

tncre-d,ble move. You 
'.e1greal. Sublroc.t 3 
from .,cur cutrent hi. 
10101. 

StiltOnl. Multt" in'Pwe, 
011. YOU! ,tll,e, me at 

t 10"- to. 1,ou'".h. 

Ught 

, ............... 10 
Hilt.. V04I ON out for , 
,ounds. 

Foil down .... J Hill. You 
ore out for 4 rounck. 

'al down. .2 H;o,. '1 ... 
ore out for 2 rounc:h. 

Failta oct. 

10 

30 

so 

60 

70 

80 

90 
100 
100 
100 
100 
110 
110 
120 
120 
120 
130 

Gre-ol move. You feel 
bener. Subtracl .. hi" 
I,om cur'enl totol. 

B,ittionl. #My. inspir" 
01. You ore unstunned. 
Y~or.OI .. 10.. 
I., ~ niUncI •• 

Move .. "p ...... .,our 
olks. Add 10 ta I,wndl., 
,on, '01" 3,ounds. 

Medium 

, .... 1Stfio ....... 
"1ft. You ore out few 9 
,.....". 

fol. Breal wri", ... 10 
Kill. You ore out for 6 
rounds. 

'.1 down. Sp. ........ 10. 
Vau .... at·2S,., .• t 
Hill. 

Fol down. lose 2 
,ounds. • 3 HI's. 

Fail to oct. 

5 

10 

20 

30 

40 

so 
60 
70 
80 
90 

100 
100 
110 
120 
120 

Super move. You 'HI 
gr.ol. Subtracl .. hits 
f,om your cur,en' total. 

B,.lt.anl. Move "'spire, 
01. You Ofe um'unned. 
You, oIIte-s Oft! at .. ..10'% 
'Of ',ounds. 

Move inspirft your 
..... AcId 20 to h;.ndIy 
,OIk 'or 3 rounch. 

Move .... "'ifes .,.0Uf 
uIt.". Add 15 10 Inendl.,. 
...... ,.or J round,. 

Hard 

, ............... 20 
Hih.. You or. oue 18 
rounds. Anm "aIeIs. 

, ...... u.g .• IS 
Hit., You ore out 9 
,.....". 

Fal. Break OfM ... 10 
Hih. You ore out 6 
rounds, .tunned J 
round., 

Fa. down. Sp,aw. ankle. 
You au' a. ·1S~ •. ,s 
ttlls. 

fol down ... 5 Hits. You 
ore out 3 rounds. 

fa.a.ooct. 

5 

10 

20 

30 

40 
so 
60 
70 
80 
90 

100 
100 
110 
120 

hcdlMt move. You ore 
unstunned. Add 10 to 
oI.es· ron, 'or , round,. 

Mo .... e tnsp4te\ your 
od.e,. Add 20 to ',iendly 
roUs 'or 3 round,. 

Mo ... e in'pres your 
oIIieI. Add 25 10 friendl., 
,oils for 3 round,. 

Move tn\ptfes)'OU. 

oILtco,. AdtJ )0 to IfI~ndly 
rolls I.,.. J ,ound,. 

Very Hard 

fol. Iteak both Of"" 
ond neek ... 30 Hi ... You 
or. out 60 round •. 

fol. Breok Of"", + 20 
Hits. Voo or. out 18 
round" Arms uid.u. 

'al. 8,ea.log . • 15 
HiI" You ore out tOl 6 
rounds. 

fol ... 20 Hih. You 
·brd your w,isl. You 
OIa 01111 founc.b. Nol 
vII."fY'"lOOth. 

fa'. Sprain on.1e and 
leor ligamen •. You o,e 
01 ·30% ... 1 S Hi". 

fa. down ... 5 H"s. You 
are aul of o<Iion for 3 
rounds. 

foil,ood. 

5 

10 

20 

30 
40 
so 
60 
70 
80 
90 

100 
100 
110 
120 

Move in'pfte, your 
oUte,. Add 30'0 fnendly 
,all, '0' 1 fOund,. 

Move Imp".s you, 
alltes. Add 30 10 f,iendly 
roNs fOl 3 ,ound,. 

Mav,," ,"'p.rt~, you. 
nlln:-,. AtM :10 10 I .. t'ndly 
,,,U\ lUI .. I uunth 

. -..0:1>~ .............. , .. .. 

Fall wnck you into 0 

c:omo tOl' 3 .,..,..10 ... 30 
Hill. Btoken Ipine. 

, ....... ba<.and 
logs .• 25 H;". P.,aIy';' 
of lower body. 

fo'l. + 30 Hih.. You ore 
out 6 rounc:k. Shoner 
.nee. You Ole 01 .SO". 

Fol. + 12 Hils. Break 
a,m. You ore out 'Ot 6 
founcb. 

fo' ... 10 Hi ... Knoell 
yourwl out. You are out 
for 18 rounds. You lose. 
pal. 

, ... Sp. ... anIle and 
'1!Or muKIe. You o,e a. 
·30% ... 10 Hils. 

fob down ... 5 H,ts. You 
or. out for 3 rounds. 

foil 10 0<1. 

5 

10 

20 
30 
40 
so 
60 
70 
80 
90 

100 
100 
110 

120 

You hlJve hoilihe round 
'00<1. 

Move In'pflts yow 
lillie,. Ad..! ]0 Iv '''4·nllly 
,ull\ 'Of 61uumh 

fol break, neck. You die 
in Jrouft(l\. 

fol. You smosh your 
backbone and Ole in a 
como for 1 yeor. 

fol. Breo. both orm, 
and nee .... 30 Hits. You 
Ole out 60 rounds. 

Fa' ... 30 Hits. You ore out' rounds. ShoHw 
Imee. You UIII: 01 ao%. 

Fol ... 12 Hils. Break 
orm. You ore out for 6 
,.....". 

foil ... 20 Hils. You 
breok)'OUt wrist. You 
ore oul 1 rounds. Not 
very ""ooth. 

fol ... 5 HIh. You puI a 
leg musclP.. You ore 01 
·25". You Ofeoul 2 
,.....". 

faA down ... 1 Hils. You 
lake 3 hih per- round. 
You or. out for '2 
rounds. 

faN down ... 5 Hilt.. You 
ore ou' '01" 3 rounds. 

fall 100<1. 

5 
10 
20 
2~ 

30 
40 
so 
60 
70 
80 
90 

100 

100 

Muve "un, on '0 ... ' 
wld",,:to I.~L"I. You 'hll 
huv ... "..,1111.11' 'ouucl tu 
"'I . 

foR porotyzelo you from 
ne..:"-down. 

Fa'l. You ,moth your 
boclr.bone and OI'e in 0 

como 'Of I yf!or. 

Fa!. 8,eoL bocL and 
I~Js. t 15c H." Po,oIY\I\ 
ollo"""l' ...... },ly 

fa!. You o,e out 18 
rounds. You brea. bo.h 
arms ... 25 HIls. 

fan .• to H,I,. You 
b,eak you, leg. You 01. 

a' ·15%. You are oul6 
fOUndS. 

fol. .. 1 S HilS. Ikeok 
a,m. You o,e out for 6 
,ounds. 

fall. KnocL younel' oul. 
You Ofe oul for 30 
rounds t 10 H,ls. 

fall. Spr-oln on .. te ond 
teor ligament. You are 
at ·30"' .• IS Hlh. 

Fall do"""n ... 1 HI". Yau 
loke 3 hi" per roond. 
Yau O't! oul IOf , 
,ound,. 

F,eele- for 1,ound,. 

fOil 10 0(1 

5 
10 
20 
30 
40 
so 
60 
70 
80 

90 

100 

Mov ... "un\ 011 lot" 
wI,hn' ~() ',·c·l . 
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-26 down 

-25 -04 

05-75 

76-90 

91-110 

111-175 

176 up 

BLUNDER: If picking a lock. you haw 
your Iock-plck equipment (H mechanical 
the piCk is stuck in the lock. rendering it 
unopenable until removed -this requires 
another roll to piCk the lock by someone 
other than you). Any traps connected to it 
are set 011. If disarming a traplalarm. it is 
activated. 

ABSOLUTE FAILURE: You have developed a 
menial block on this IocltIIrap and will auto­
matically faU on any further attempts to pick/ 
disarm it. If disarming a trap (or picking a 
lock with an attached trap), there is a 50% 
chance thatlhe trap will be activated. 

FAILURE: Currently you have no further 
on how to pickldisarm this IockIIrap. After 
hours you may make a perception roll and 
it suCceeds you may make another attempt 
plctldisarm the lockllrap. 

BLUNDER: You not only faU to 
patient. you actually do damage: 75% 
you damage your equipment (make a ron of 
the equipment damage table). 25% you give 
your patient addltlonaJ wounds suc:h as you 
were trying to heal. If the laner. you are gu 
ridden and cannot practlce medicine for 1-
1(10 days. 

ABSOlUTE FAILURE: Confusion causes a 
menta/lapse. The nature of the wound 
confounds you and you spend one minute (6 
rounds) staring blankly before you can try 
again - and then you must do so at -30. 

FAILURE: You (for whatever leaSon) decide 
thaI the wound you were going to heat is not 
the one to start on; heat someone else or 
another wound before tlYing this one again. 
If no others. see ABSOLUTE FAILURE. 

PARTIAl SUCCESS: You have figured out iPARTIAL SUCCESS: You manage to heal the 
part of the Iockllrap and have an intuitive feel wound. but illakes 1wice the, time and there 
lor the rest. However, further eHort at this Win be unattractive scarring (or H bone or 
time will be counterproductive. Do sornethin cartilage. the set is not quite straight; there 
else for 10 minutes and then you can try may be a limp or other malformation). 
again. Beware of malpractice suils. 

NEAR SUCCESS: You almost had it. If you I NEAR SUCCESS: You heallhe wound 
spent two rounds thinking about your the regular amount of time, but there is 
attempt (no other activity), you may try again light scarring, and full recovery will lake SO% 
With an extra +5 bonus. longer than usual. Oh, well. 

SUCCESS: The lockllrap is picked/disarmed; I SUCCESS: You perform your duty with 
+SO on any future attempts to pick/disarm uninspired eHlciency; all goes as it should 
this Iockllrap. and the wound is scarlessly repaired. 

ABSOLUTE SUCCESS: In the luture you may 
automatically pick/disarm (takes one round) 
Ihis lockllrap or any identicallockllrap. 10 to 
attempts on similar locksllraps in the future. 

MODIFICATIONS: 
DiHiculty-
+3tHlouline +D-Medium -3D-Extremely 
Hard 
+2D-Easy -1 D-Hard -50-Sheer 
Folly 
+ lD-light ·2D-Very Hard -7D-Absurd 
+ SkUI bonus for Crime Technics OR Picking 
Locks OR Disarming Trap, 

ABSOLUTE SUCCESS: You are a medical 
marvel (al lea51 this lime). The wound is 
beautifully repaired in but half the normally 
required time. You. get a +20 on all healing 
rolls for 10 minutes (60 rounds). 

MODIFICATIONS: 
+20 II using Infirmary equipment (With 
associated backup facilities). 
-30 H no Medical Scanner Diagnosis first. 
-30 H in a combal situation, 

Rouline (+30), Easy (+20), light (+10), 
Medium (0), Hard (-10), Very Hard (-20), 
Extremely Hard (-30). Sheer Folly (-SO). 
Absurd (-70). 

BLUNDER: You not only fail to get any valid 
information but you pick up invalid 
information due to a misconception or 
improperly sensed details. You may never 
again on the same topic in the same area. If 
Scanning. 10% chance you dropped the 
equipment or jammed the console. 

ABSOLUTE FAILURE: Confusion causes a 
mentat lapse. This perception roll and any 
perception rolls made during the next 10 I 
(60 rounds) will resuR in failure (see ~75 
below). -

FAILURE: You gain no information, but you 
think that you haw learned everything 
available. You may notlly again on the 
topic in the same area for one hour. 

PARTIAl SUCCESS: You gain some of the 
inlormation on the topic that required the 
perception roll, but you are not aware that 
you missed something. You may not try 
again on the same topic in the same area for 
1 hour. 

BLUNDER: Your blatant al1empl at coercion 
alienates your audienc4. They are influenced 
to do the opposite of what you were 
attempting to get them to do. UntU a major 
change in Circumstances occurs. any 
attempts by you to influence them will fail. 

ABSOLUTE FAILURE: Your audience 
you. causing you to lose confidence 
air of authority. Any influence attempts 
during the next hour (360 rounds) will resuh 
in failure (see ~75 below). 

FAILURE: You have failed. Your audience 
nol be receptive to any of your attempts at 
influence lor at least 1 day. 

PARTIAL SUCCESS: Your audience 
listening. You can conlinue to try to 
them. 

GENERAL 

BLUNDER: You fail spectacularly. If possible. 
your static action has the opposite eHect 
from what you intended. 

ABSOLUTE FAILURE: Utter incompetence 
causes a menta/lapse. Any stalic actions 
attempted during the next 10 min (60 
rounds) will resuh in failure (see 05-75 
below). 

FAILURE: You haw failed. You may not try 
the same static action in the same place for·. 
1 day. 

PARTIAL SUCCESS: II partial success is 
possible, you accomplish 20% of your static 
action. You may not try the same static 
action in the same place for 1 hour. 

NEAR SUCCESS: Keep IaUcing, your audience I NEAR SUCCESS: If partial success is 
is becoming more friendly. Modify your next possible, you accomplish hall 01 your stalic 
roll be +20. action. You may try again after 3 rounds of 

contemplation. 

SUCCESS: You gain all 01 the information on I SUCCESS: You have influenced your 
the topic that required the perception roll. audience. 

SUCCESS: Your stalic action is successful. 

ABSOLUTE SUCCESS: You are 
everything in the area that you are 
This includes infonnation on topics other 
than the one requiring the perception roll. 
You get a +20 on all perception rolls lor 10 
minutes (60 rounds). 

MODIFICATIONS: 
DiHlculty-
+30-Rouline +G-Medium -30-
Extremely Hard 
+2G-Easy -1 D-Hard ·50-Sheer 
Folly 
+1 D-light -20-Very Hard -7D-Absurd 
+20 'if the player slates that his character is 
spending time looking for specifiC 
inlormatlon. The number of rounds spent 
aHects the diHiculty. 
+SO " Taclical Scanner. 
+Sklll bonus lor Perception OR Scanner OR 
Sensors. 

ABSOLUTE SUCCESS: Not only did you 
influence your audience, but you receive a 
+SO bonus on influencing them until you do 
something 10 cause them to lose confidence 
in you. 

MODIFICATIONS: 
Dllliculty-
+3D-Routine +D-Medium -30-
Extremely Hard 
t2lHasy -1D-Hard -5D-
Sheer Folly . 
+ lD-light -20-Very Hard -7D-
Absurd 
+50-Audience is personally loyal or devoted 
to the character. 
+20-Audience is under hire to the character. 
t Skin bonus for Influence and Interaction 
NOTE: DiHiculty and OIher modifications are 
based upon what the character is tlYing to 
get the audience to do. 

ABSOLUTE SUCCESS: Your sialic action is 
successful and you get a +20 bonus to 
lurther static aclions lor the next 10 minutes 
(60 roundS). 

MODIFICA liONS: 
DilllcuHy-
+3CHlouline +D-Medium 
Extremely Hard 
t2G-Easy -tD-Hard 
Folly 

-30-

·50-Sheer 

C) 
CO 
• 
Q.' 

_____ ----:~?;;;'~;!;~~f,:::~=-:"i< .. ;::-::::::::-~:::=~"\~::::~:::.:~..:::::~-=-=---=:=.:=.::::::;:~;:: .. _~~:-______________ ~ 



• • • • • • • • • • • • • • • • • 

VEHICULAR MANEUVERS 
All driving, steering or other maneuvering control of any vehicle, whether it be a 

;icycle, gravscooter, hover~ar, hydrofoil, airplane or starship, is done using the Vehicu· 
Jr Maneuver ~nd AstrogatlOn C~art (pp 84-8~). A few assumptions are made in this 
'>clion regarding skills. The skills of AFV Drtverand Combat Pilot refer to combat skills 
~eCifiCailY relating to piloting under enemy fire and in tense situations. 

•. ... 22.1' ------
• . USING THE CHART 
• For piloting, choose the column which 
• most accurately reflects the vehicle being 

operated. If Astrogation, choose either N-
• . Space (any orbital, in-system or intersys-
• :em sub·light plot) or Hyperspace (any 

taster·than-light course plot, to be used 
• . only outside of a system). 
• Next, the GM must determine the 
• severity of difficulty of a chosen maneu-

ver/course plot, and all other pertinent 
• factors. A roll is made and the result 
• cross·indexed. Most of the text results are 

• 
fairly self·explanatory, although some GM 
extrapolation may be necessary. If only a 

• number (%) is given, it must be inter· 

• 
preted in direct reference to a maneuver. 
Normally, one roll is made per hour in any 

• type of vehicular - including air and 
• space ship - transportation, with 

appropriate modifications. (Any special 
• maneuvers require an additional maneuver 
• roll.) No in-flight hyperspace rolls are 

made once the shunt is achieved. 
• When rOiling the hourly/daily move-
• ment roll, a result of 100% means that the 

craft has travelled the exact distance it 
• . should according to the chosen speed by 
• . ,. the PC. A lesser or greater percentage 

indicates the percentage of the supposed 
• :.-,. di~ta~ce actually travelled at that velocity 
• . (Within reason). The possible game-terms • J reasons for the fluctuations are myriad: 

headltail·winds, other weather, traffic, 
• Ij poor road conditions, etc. 
• :. When a speCial maneuver roll is called • J for and the result is a percentage, it 

. ,lJsuailY indicates the percentage of the 
• ; maneuver which has been completed in 
• ,. the given time-span (usually one ten-

• 
seCond round). More than 100% indicates 

~I that the move has been done in less than 
• .... ten seconds (200% means it took 5 

J ~econds, for instance). If less than 100% 
• ...... IS. achieved, another roll is required, and 
• .,IVit

N 
h it the additional time is consumed. 

.. ~ .... ote that Hyperspace piloting, and all • . .. J Astrogation maneuvers require an average 
.:): .• of one turn (6 rounds) - though there are 
.:. i:J eXceptions, espeCially in Astrogation . •.. ; J 
• II •. ,. 

• • 

22.11 GENERAL 
MODIFICATIONS 
Difficulty: 

Routine ....................................... (+30) 
Easy ............................................. (+20) 
Light ........................................... (+10) 
Medium ........................................ (+0) 
Hard ............................... : ............ (-10) 
Very hard ..................................... (-20) 
Extremely Hard ............................ (-30) 
Sheer Folly .................................. (-50) 
Absurd ......................................... (-70) 
Insane ..................................... (-100) . 

Driver/Pilot/Astragalar Condition: 
25-50% of Hits taken ..................... -1 0 
51-75% of Hits taken ..................... -20 
76-up Hits taken ............................. -30 
For each Hit/rnd bleeding ................. -5 
Each limb out ................................. -10 

(or more, depending) 
Stunned ......................................... -50 
Drunk/drugged .................... -1 0 to -50 

Vehicle Damage: 
Vehicle damage, other than concussion 

hits, is usually directly indicated by mal· 
functions. Any vehicle over 'max hits' is 
inoperative and helpless (ships are dead in 
the water, planes fall 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 field, it must roll 
on the Damaged col umn of the Vehicular 
Maneuver Chart. Any Piloting bonus will 
bea modifier, of course. After a roll is 
made on the Damaged column, the actual 
maneuver roll may be made, with any 
applicable modifications. Any additional 
damage indicated from the Damaged 
column ro/l is immediately applied. At 2x 
max hits any vehicle is irreparably 
destroyed. 

Random Malfunctions, as designated in 
the Random Ma(function Chart (in the 
Tech Book), are rolled as follows: first, roll 
J D~ 0 to d.etermine severity (if severity not 
indicated In the actual maneuver/critical). 
1-5: Routine, 6: Light, 7: Moderate, 8: 
Severe, 9: Very Severe, 10: Extremely 
Severe. Second, roll on RandoNI Malfunc­
tion Table, re-rolling if the result is 
inapplicable. If a malfunction severity is 
already deSignated on this table, ignore 
the first step here. 

i' 

11 



22.12 DRIVING/MARINE PILOT 
MODIFIERS 

General Modifiers are included plus 
those listed below: . 

Precipitation: , 
Raining ........ : ... : ................................ -1 0 
Sleet/snowlhail ................................. -20 
(more if heavy) 

Visibility: 
Each 50m < 1 km (fog/etc) ................. -5 

Night:, . 
If vehicle has lights ........................... -1 0 
If not ................................................. -50 

Combat: 
Vehicle under fire: ............................ -25 
(assuming driver does not have AFV ' 
Driver skill. If he does have that skill. it 
should be used instead of the regular 
driving/piloting skill). 

Land Only: 
Surface wet ...................................•.. -1 0 
Surface Snowy .............................. ; .. -30 
(-10 more for every 10cm up to 1m) 
Surface Icy .: ..... : ............................... -50 

Marine Only: " • 
Each Meter of Wave height .. : ............ -1 0 

. . Each 5 kph of wind .-.. : ..... ~~; ............ ; .... -5 
; Speed:'·>' ,'. : '. . 

Naturally this is a very important factor 
(making a hairpin turn at 120 kph is more 
dangerous than traveling in a straight line 
at 10 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 depending on the 
vehicle used and the maneuver though, 
the GM should assign danger factors 
based on the situation and vehicle, 
extrapolating from these examples: 
Example: Sanvoc is driving his late­
model sportsdar on an average pI asphalt 
highway. The car is a typical inflated-tire 
vehicle, max speed 250 kph. Sanvoc is 
being pursued by Hysterical Hostiles in a 
low-flying gravitic craft. who are firing at 
him. It is night (Sanvoc has no speCial 
vision - the car of course has head­
lights), and raining. The safe posted 
speed limit is 160 kph. 

Sanvoc has 10 skill ranks in driving a 
car and an Ag/Qu stat bonus of + 15. so 
starts with a +65. Due to the superior 
handling qualities of the car. the GM 
grants Sanvoc an additional +20. Total 
bonuses: +85. However, rain subtracts 
10. night 10, and wet road 10. He is also 
under fire and has no AFV Driver skill 

ranks, so -25. Total subtractions: -55. 
Sanvoc's general net add is 30. Driving 
along a straight highway (all else aside) 
at the speed limit is Routine, adding 
another 30, so making the maneuver of 
regular driving under these conditions 
will be at +70. Checking the Driving/ 
Marine Pilot column of the Pilotl~stroga­
tion Table, we see that Sanvoc needs to 
rol/ above a ·14 (70 + [-14J = 56) to be 
completely (if unimpressively) success­
ful. 

Sanvoc. however, fears that regular 
cruising is not evasive enough to elude 
his pursuers. He accelerates to 220 kph. 
(60 over the limit) reducing his bonus by 
30, so it is now 40. Sanvoc's adversaries 
are still closing, and their shots nearer, 
so he decides to attempt a daring 
maneuver: turn off his headlights, then 
slam on the brakes, spinning the car 
around 180 degrees, hoping to lose them 
as he heads the opposite way. No lights 
reauces his bonus by 40, and the GM 
determines his spin maneuver to be 
Extremely Hard (ignoring all the environ­
mental factors, which are already incor­
porated!) which is 60 worse than 
Routine. Sanvoc is at -60. He needs to 
rol/ an unmodified 116 or higher to be 
completely successful. Less than 
complete success (a percentage, rather 
than an unpleasant specific failure) may" 
mean he only spun partial/y, or some­
thing similar. However, this will increase 
the total duration of the maneuver (he 
needs to rol/ 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 gusts. 

Visibility: 
Every km < 10 kilometers ................. -1 0 
Night (onless special vision) ............ -20 

PreCipitation: . 
Raining ............................. :'~ .............. -1 0 
Sleet/hail ........................................... -20 
Snow ................................................ -30 

Landing: 
Area not paved ................................. -30 
Are not marked .......................... : ...... -30 
Pilot landed here before ................... +20 
Landing at night without lights: ........ -40 

Combat: 
Vehicle under fire ............................. -25 
(Pilot does not have Combat Pilot Skill) 

P-S2 

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 does not possess 
Combat Pilot Skill ........................... - 25 

Autopilot: 
Program Running ........................... +50 
Not useable in a combat or special 
maneuver situation; assumes Astroga- : 
tion plot laid in. , . 

Physical hazards: 
Variable. depending on situation. 

Piloting through a dense asteroid field 
would be a series of Sheer Folly or Absurd 
maneuvers. 

No Course PloUed: 
'Flying by the seat of your pants' ..... -50 
Note that this penalty is only applicable. '. 

for complex or involved courses, such as. 
astrogating across a star system. Also, . .' 
Astrogation is inapplicable for combat; in : 
that case the Combat Pilot skill is em·,;;' 
ployed "(if the pilot has no Combat Pilot 
skill and finds himself in combat, he is 
-25 (the usual penalty when no skill 
have been made in an area) 
Example: Jym-bob, aboard the Flying . 
Merino and trying to evade officers of 
Law after a misunderstanding, enters an . 
asteroid field, hoping they are too 
cowardly (or reasonablerto follow. Since 
a course as variable and complex as this' . 
is not plot-able by any known astrogation' -'" Ir",'''.<\( 
methods (GM decision), Jym-bob must . 
fly by the seat of his pants (·50). It is 
also Sheer Folly (-70); and he is under 
fire and does not have Combat Pilot skill 
(-25). Jym-bob is now at -145 .. He has a • 
total Piloting bonus of 90, and so 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 turns 
it will require to get through. Jym-bob ' 
must roll every turn. For each roll of 
100%, he has successfully navigated the 
field for the given distance. For a roll of 
greater than 100%, the GM adds the 
extra as bonus distance travelled. For a 
roll of below 100%, the GM decides that 
not only is the distance less than 100%, 
but for every 20% less than 100, the ship 
is struck by an asteroid (The GM should 
determine hits and if a Random Malfunc- . 
tion is appropriate; he may wish to refer 
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to the, Vehicular Encounters resolution 
rules. Section 23.0). So, if Jym-bob rolls 
a 36, he subtracts 55 and gets -19. The 
Table indicates no movement. The 
Flying Merino is hit by five asteroids and 
gets nowhere. Hope your deflectors are 
up, Jym-bob. 

As can be seen from the example, there 
are many game possibilities, and the GM 
must extrapolate from the table data given. 
One additional note regarding the example 
above: If Jym-bob had an EW rating, it 
would not be useful as a DB against 
asteroids (they're hard to fool). 

22.15 HYPERSPACE PILOTING 
MODS 

Any of the general Pilot Condition 
Factors listed above, in addition to the 
factors below: 

Attempting to Enter Hyperspace while 
in a Gravity Well will subtract from the 
Pilot Maneuver Roll. A Gravity Well is 
defined as being within 500 x the diameter 
of any sizeable celestial body, such as a 
planet or star. In the Sol system, for 
'example, outside Sol's gravity well is just 
inside the orbit of Jupiter. For every 20 
diameters within the Well, roll one 
Random Malfunction on the ship due to 
structural strain, e.g., 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 
20 Random Malfunctions. If any of the 
malfunctions indicate Translight Drive 
shutdown, the ship fails to shunt entirely 
(but still suffers the damage) . 

Piloting Maneuvers - using a Hyper­
Jump program - to enter/exit hyperspace 
(under no pressum)are Medium (+0), and 

, a percentage value means the percent of 
the way through Hyperspace shunt 
preparation the pilot is. Attempting Hyper­
jump under the same circumstances 
without a program is Vel}' Hard (-20). On 
the average it requires one turn (6 rounds) 
to time of shunt. The actual Hyperspace 
shunt does not occur until you achieve 
100% cumulative results. 

If the pilot rolls less than 100% in his 
attempt to to drop out of hyper, each turn 
of delay from the correct time (as calcu­
lated by the Astrogator) displaces the ship 
a massive (in sublight terms) distance, 
usually the equivalent of hundreds of days 
travel at full sublight velocity - more or 
less, depending on individual ship engine 
ratios. Naturally, the only reasonable thing 
to do is have the Astrogator plot a new 
(very short) 'Hyperspace course to get the 
Ship closer. This will require all the 
normal calculations and rolls. 

22.16 ASTROGATION MODS 
The base speed to plot an N-Space or 

Hyperspace course is one minute (one 
turn or six rounds), This time applies to 
course plotting difficulty up to Medium. 
Hard to 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, no matter how many rolls 
(assuming one roll equalling one minute) , 
it takes. Astrogation is only rolled at the 
beginning of each plotted journey. 
Astrogation is assumed to be Medium 
(+0), unless the appropriate preset course 
tape is used, when it is Routine (+30), or if 
star charts are available, in which case it is 
Easy (+20). If no Astrogation computer 
program is available, Astrogation becomes 
Absurd (-10). Also, any journey under 10 
L Y is unmodified, but for every 1 L Y more 
than 10 attempted in one jump,increase 
the complexity of the course plot by 
subtracting t from the roll. 

An N-space course must be plotted 
every time a 'Significant' interplanetary 
space is traversed (leaving planetary orbit 
and the solar system is 'significant'; 
changing ship orbit attitude is not) to 
prevent a severe (Sheer Folly, -50) 
detriment to pilot maneuver. Combat 
maneuvering does not require Astrogation, 
as it is done in relation only to adversary 
ships and does not relate to long-range 
courses or large, gravity-exerting bodies. 

A Hyperspace course must be plotted 
for every Translight shunt. As mentioned 
above, any Hyperspace plot made to exiV 
enter within a system or attempting to 
initiate Hyperspace piloting within a solar 
system/star gravity well is very dangerous. 
Attempting to Hyperspace shunt without a 
course is not only Insane, it is probably 
doomed to failure. If this somehow 
occurs, roll percentile dice. The number is 
how many lig,ht-years are traversed before 
the ship can return to N-Space. 
Note: some very bad Astrogation rolls 
result 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 vel}' wrong 
occurs along the route. Players theoreti­
cally are unaware,of the problem until it 
is upon them. 
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11 20 

21-30 

31 45 

46 55 

56 65 

66· 85 

86-105 

106-125 

126-145 

146-165 

166-1B5 

186-200 

201-225 

226-175 

276. 

30% 

50% 

70% 

90"10 

100% You succeed (barely). 

100% 

110% You have lime 10 sigh wilh relief 

110% 

120% 

120"1. 

130% 

150% 

150% Greal move. Add 10 to all 
crewmates' rolls for Ihe nexl 3 rounds. 

200% Artfuf maneuver displays your 
mastery of the vehicle. Add 20 10 all 
Iriendly rons for the next 4 rounds. 

200% Brillianl move. Your intuilive 
ability earns you a free 'hobby skill 
fewf' in piloting this type of vehicle. 
Your crewmates are inspired and add 
30 10 aU rolls lor the nexl 6 rounds. 

30% 30% 

50% 50% 

70% 70"1. 

90"10 90% 

100% 100% A complele, it uninspired, 
success. 

100% 100% 

110% 110% 

110% 110% 

120% 120% 

120% 120% 

130% 130% 

150% 150% Well done. 

150% Skillfully executed. Your friends 150% Your allies think you're running 
are impressed. You gel 10 add 30 10 a clinic: all shipmales get to add 20 to 
your nexl relaled roll. all rolfs for the nexl 3 rounds. 

200% Superbly done. You have half 200% You showed them! Any and all 
the round Ie" 10 act, and lhe adrenalin foes must sublracl 50 Irom lheir rolls 
rush lets you do it wilh speed (one for Ihe nexl2 rounds as lhey gape at 
filII rOllnd 01 aclivily). your 0111111 moves. Miller hrne. 

200% Siunning move -- lilerally: any 200% Adrenalin (or whalever you're 
non- friendly observers are slunned for on) is a wondertuf Ihing. You and your 
3 rounds. shipmales gel 10 add 30 to .11 rotls for 

Ihe next six rounds, and you have Ihe 
second hall 01 lhis one 10 act. 
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30% 

50% 

70"/. 

!ICr.'. 

100% No use rushing Ihings. 

100% 

110% 

110% 

120% 

120% 

130% 

150% Appartolly even Ihe ship was 
inspored 

150% You urge every joule of energy 
possible from Ihe ship. Add 20 10 your 
nexl Hyperspace Pilol roll. 

200% Add 5010 your nexl Hyperspace 
Pilol roll. 

200% Zap! " lust eulellng or leaving 
Hyperspace, any non· friendly 
observers are surprised and stunned 
for 3 rounds. 

----

may auemp, yOUf maneuver a' ·70. 

30% 30% lhe sh'p shuOdels ominous\y. and 
suHers 2 Moderate random mallunc-
hons. Your maneuver IS at -50. 

50% 50% 11 mighl go quicker if you dldn'l Structural slram causes hull breaches 
spend so much lime playing -Space on one random crew cabon, as Vlell as 
Commander- wilh Ihe console. one gun mounl and Ihe subhghl engine , 

room. Bulkhead portals seal; if on space. 
implemenl appropriale Vacuum crils 10 I 
affecled personnel. Roll your mane liver 
al·50 

I 
._1 

70', 70% I he slllV IIghls bad. I III! IIItuuMI 
bypaSSing necessary puiS you al -70. 

90% 90% Hull breach ,n Ihe cargo bay; I randori, 
Severe malfunclion. Maneuver 's al ·40. 

100% No more, no less. 100% The compuler link 10 your console (il 
not already inoperallve) IS severed and 
you muSI acl wilhoul it. Apply 
appropriale dlfhcllily modiher. 

.. 
IIlO'%. 100% fh~slllp luu;hcs; lJllllul ~.It.tl'JJcd If) 

stlUet a "B~ S\.>vell'Y tMbalace eli'ita' a~ 
you allempl your maneuver al ·50 .• 300 
hils 10 Ihe ship. 

II 0% Pilol gels 10% bonus on h,s 110% Your skilled aSlrogalion gives You push her 10 Ihe blink. 3 random 
firsl ',;;ollng roll. lhe pilol a + 1 ° 10 his rolf. Moderale malfunclions (allecled i 

syslems are al -50 unl,l repaired); your 
roll IS al -40. The ship lakes 100 hils. 

"0% As II 0% above. 110% The whole crew, impressed Your engineer holds Ihe sh,p logelher i 
wilh your skill, adds 10 10 Iheir nexl wilh a prayer and eleclro·paperclips. 
roll. Make your roll af -30 

120% Give Ihe pilol a 20 bonus. 120% Well done. The pilol gels 10 add Make Ihis maneuver wilh no modifiers, 
20 10 his roll. bul whalever drive syslem employed is 

Severely damaged aherward. 

120% Crewmembers add 2010 roilS 120% Your aUempl is al ,30: Ihe ship sullers 
lor nexl 3 rounds. 50 hilS. 
130% 130% The crippled cra" only has one 

Moderate malfunction while you aUempl 
Ihis ITklneuver al ·20 

150% II lakes you bul Iwo·lhirds Ihe 150% Aller bul Iwo·lh"ds Ihe normal You aUempl Ihe maneuver al no I 
normalltnle. lime Ihe course 's ready. sublracllon, bul Ihe console gives you 

an "A" severity Electrocution crdical jusl 
as you complele il (or fail unerly; 
whichever). 

200% Only hall Ihe normal I'me and 200% II lakes you bul half Ihe regular Grace under pressure: you aClually 
Ihe course is ploUed. The pilol gets a lime. Truly a whiz. recieve a t30 IJOnus to your maneuver; I 
30 bonus. Ihough the ship suffers 2 random Light 

maneuvers. 

400% In a flash YOll lay in Ihe correcl 300% Wilh Ifying fingers and agile A swill kick 10 Ihe console correcls one 
COllrse, requiring only a Ihird Ihe brain you lay in Ihe course ,n only a random malfunclion. YOII may aUempl 
normallime. fhird the normal lime. Ihe maneuver al no (addllional) 

~\lbUach{)n. 

600"!. You barely Ile~d Ihe computer's 600"1. Alrnoslloo lasllor Ihe Truly amallng. You need not even roll 
help: one sixlh Ihe usual lime and il is compuler, you have Ihe course ready the maneuver; it succeeds; and any 
done. The pilol may allemplto in but one rouM. Your inluil,ve sk,II random Iwo malfunctions (nol damage) 
implemenl Ihe course Ihis lurn if he is gives you a tree 'hobby skitllevel' in are miraculously repaired. 
alert and willing 10 sublractl0 lrom Hyperspace ASlrogalion. 
his r~tI. 

--

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~'0A::-=;:; &~::-=;:; bAU-=;:; __ ~~~~~~~~~~~~~~~ 
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23.0 ' 
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 most common 
encounters and actions involving vehicles in a role 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 completely compatible Space Mastertrilogy of games: 
• Star Strike, a fast-pace game of interplanetary space combat (available in the Fall of 

. 1988); 
• Armored Assault, 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 encounters or encounters that he wants to handle Quickly without the 
full-blown detail and complexity of Star Strike or Armored Assault. 

23.1 _____ _ 

TRAVELING AND 
NATURAL ENCOUNTERS 

One of the most common actions 
involving vehicles is "traveling", that is, 
getting from paint A to po~nt 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 handled 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 climb above it, a 
sailing ship could maneuver past a ' 
whirlpool,.and a space ship could dodge 
within an asteroid field. 

If a vehicular maneuver to 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 a sun, etc.) or the result can be 
damage 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 possible results include both 
an automatic result and vehicle damage, 
the severity of the maneuver roll failure 
will give a GM an idea of which occurs. 

To determine damage. the GM should 
assign a Mark # between 6 ard 50 to the 
natural "attack" and resolve the attack as 
indicated in Section 23.6; we .... present a few 
examples below: 

Natural "Attack" 
Lightening Bolt 
Boulder 
Reef 
Small Asteroid 
Medium Asteroid 
Large Asteroid . 

Mkt 
15 
6 

, 20' 
: 30 

40 
50 

23.2 _____ _ 

DETECTION AND DETeC­
TION AVOIDANCE 

Often in a role playing game the 
characters will be in a vehicle and will 
want ,to travel to a 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 _____ _ 

FLIGHT (RUNNING AWAY) 
If a vehicle wants to flee from another 

vehicle (its easy if there is no pursuing 
vehicle), pursuit should be resolved as a 
series of vehicular maneuver rolls (see 
Section 22.0). The GM should keep track 
of: 
• The distance separating the vehicles; 
• The velocity of each vehicle; 
• The direction in which each vehicle is 
heading. " 

In many cases this is all that need 
be done (e.g., one car chasing anothl 
along a highway). In other cases. it i 
good idea to use a display system to 
represent the situation (e.g .• a hex gr 
and counters. drawing the chase on ~ 
etc.). . 

ENDING THE CHASE 
Most chases end when: 

• One vehicle or the other is disabled 
tires shot out. power supply disable( 
etc.). See "Fighting" in the next sect 

• A certain location is reached {e.g .• a 
town. a friendly port. a point far enol 
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 can 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 
should give each vehicle a chance to 
"attack" another vehicle that is within 
range. Use the chart below to determir 
the range and then refer to the Range 
Modifier Chart. To determine how to 
resolve an attack see Section 23.6. 

Actual Distance to Target 

Range 
Point Blank 
Short 
Medium 
Long 
Extreme 

Atmosphere Spael 
MinIMax MinIM; 
0/100m 0/1 kIT 

1 00m/2km 1 km/1 01 
2km/Skm 10km125 
Skml1Skm 2Skm/35 
1Skm/25km 3Skm/50 

23.4 ____ _ 

FIGHTING 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
If two or more vehicles want to "fig hi 

combat takes place within a framework, 
ten-second rounds and one-minute turn 
Normally, each vehicle 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 

• • • • ... • • .... -.. ..... • •••• ~ .. ; ~ • ---'" ,. '. < ' 

• • • • • • • • • • • • • 



• • • • • TARGET PHASE 
Each combatant writes down his 

• "target" vehicle and preferred engagement 
• range (Point Blank, Short, Medium, Long, 
• or Extreme). He must also write down 
• how he will split his Combat Pilot or AFV 

Driver skill bonus between offense and 
• defense (e.g., if his Combat PilotlAFV 
• Driver skill bonus is 45, he can allocate 35 
• to offense and 10 to defense, or 25/20, 10/ 

35, etc.). In addition he must record how 
• he will split his EW (see Section 21.5). 
• Grouping Vehicles: During this phase, all 
• vehicles that are "friendly" and in commu-
• nication must state any desired "group-
• ing". If a combatant attacks a vehicle in a 

group all vehicles in the group may attack 
• that combatant. All "group" vehicles must 
• choose the same "engagement range" and 
• the same "target", but each vehicle still 

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" (Le., a direction from the ship in 
• which its weapons can not fire), a combat-
• ant may write down "blind spot" in 
• addition to .a range. The combatant will 

receive a -30 modifier to his CMN, but if 
• he has a higher CMN (by 25 or more) than 
• his target he will be in his target's blind 
• spot (Le., the target will not be able to fire 
• back at him). 

MANEUVER PHASE 

• The written targets and ranges are 
• revealed. Each combatant rolls on the 
• Combat Maneuver Table and adds any 
• ~pplicable modifiers to obtain a Combat 

Maneuver Number (CMN). 

• MANEUVER RESULT PHASE 

• The range between each attacker and 
• ts "target" vehicle is determined by the 
• ligher CMN: highest CMN attacker first, 

;econd highest CMN next, etc. 
• • The attacker's written range is used if he 
• has the higher CMN; or 
• • The target chooses Medium, Long, or 
• Extreme range if his CMN is greater than 
• or equal to the attacker's. 

All attacks between the two combatants 
• attacker and target} are resolved at this 
• ange; including any return fire from the 
• arget (even if the target's own "target" 
• 'ehicle is the attacker). 

• MISSILE F,R,NG PHASE 
Each combatant with missiles must 

• tate their target(s} if any: lowest CMN 
• rst. next lowest second, etc. The 
• lissiles are fired in this phase, but the 
• ttacks are not resolved. See Attack 

• • • • • • 

imitations in Section 23.61. 

NON-M,SS,LE WEAPON PHASE 

Each combatant states and resolves its· 
non-missile weapon attacks: highest CMN 
first, nexthighest second, etc. See. Attack 
Limitations in Section 23.61. 

MISSILE ArrACK PHASE 

Any missile jamming attempts are now 
made (see Section 21.5). The attack of 
each unjammed missile (fired in phase 4) 
is now resolved. 

DISENGAGEMENT PHASE 

Any vehicle at Extreme range may now 
begin to flee as outlined in Section 23.3 
and leaves this fight with a distance 
between it and the other vehicles equal to 
"Extreme" range; other combatants may 
either chase or remain in the fight. If a 
vehicle can not move/maneuver (e.g., it is 
drifting with its engine's out, it is stopped, 
grabbed by a tractor beam, etc.), then·an 
attacker that is at Point Blank range may 
attempt to "board" (GM discretion based 
upon the situation and abilities of the 
combatants). 
23.5 _____ _ 

ATTACK RESOLUTION 
In order to resolve an attack, the 

attacker makes an attack roll (high open­
ended) and adds his Offensive Bonus, 
subtracts the Defender's Defensive Bonus, 
and adds the Range Modif~er; this result is 
the Net Attack Roll (NAR). The NAR is 
cross-indexed on the Vehicular Attack 
Chart (pg 89) to arrive at the result of the 
attack. 
• If the 1-100 roll is 01-02, a weapon 
failure occurs and the attack resolution 
proceeds no further; resolve weapon . 
failure as is done with hand weapons 

. (see Tech BOOk). 
• A weapon's net attack foil cannot exceed 
the deSignated threshold for the 
weapon's Mark #, instead the maximum 
allowed result is used. 

• Net Attack Roll = 
0100 [open-ended] + Range Modifier 

+ Attacker's OB - Defender's DB 

23.51 ATTACK LIMITATIONS 
These are the limitations imposed on 

an attacking 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 a given round, a combatant may only 
fire at a target with weapons whose 
"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 different 
targets. 

• If a vehicle fires at a vehicle other than 
its "target" vehicle, it receives a OB mod 
of -25. 

• The vehicle to be attacked must be 
within range of the weapon, see the 
Range Modifiers Chart. 

23.52 OFFENSIVE BONUS 
The attacker's OB is the sum of the 

following modifiers: 
• The "Gunner's" skill bonus with the 
weapon (Le., the skill bonus for Heavy 
Energy Projector, Projectile Gunnery, or 
Missiles). 

• The Mk. # of the weapon. 
• The Heads Up Display (HUD) bonus. 
• The 'Predict' program bonus; 
• The portion of the Combat PiiotlAFV 
Driver skill bonus allocated to Offense in 
Phase 1 (see Section 23.5). This bonus 
is only added to the OBs of attacks 
against the "target" vehicle .. 

• -25 if firing at a vehicle 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" bonus. 
• Any EW (Electronic Warfare) allocated to 
DB (see Section 21.S). This may be 
nullified by EW activity of the attacker. 

• The 'Evade' program bonus. 
• The portion of the Combat PiiotlAFV 
Driver skill bonus allocated to Defense in 
Phase 1 (see Section 23.5). 
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23.54 THE VEHICULAR AnACK. 
CHART 

Tllis chart is intended to help the GM 
determine how much and what kind of 
damage results from an attack. He should 
use common sense to apply these results 
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. 

MALFUNCTIONS (DAMAGE) 
The "Malfunctions" indicated by the 

chart are actually damage caused by an 
attack. The letter(s) indicates the malfunc­
tion severity: 

A = Routine; 
B = Light; 
C = Moderate; 
0= Severe; 
E = Very Severe; 
F = Extremely Severe. 

A second roll (010) should be made for 
each malfunction to determine what part 
of the vehicle is affected: 

1 ........ ; .................................. Crew 
.2 ........................ : ................ Power 
3 .... ; ...................... Motive System 

4-5 .................. : ... A Control System 
6-7 ................................. A Weapon 
8 ............................... Life Support 

9-10 ................................... Random 
Crew: A crew "Malfunction" indicates that 
a crew member (GM determines ran­
domly), 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 malfunction. 
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 get an idea of the 
variety of damage that can occur. 
Random: When a "Random" malfunction 
is called for roll on the Random Malfunc­
tion Chart (Tech Book). If the result is not 
applicable to the vehicle, the GM can do 
one of four things: 
1) Roll again. 
2) Modify the result to apply to a different 

part of the vehicle. 
3) Use the closest applicable result on the 

table. 
4) Have no damage occur from that 

, "malfunction". 

COMBAT MANEUVERING CHART 

Roll 
Point 
Blank' 

Modifiers to the Result: 

Short 

~30 ..... Trying for the "Blind Spot" 
-25 ..... If part of a "Group" 

RANGE 

Medium' Long ;-

+ Appropriate Pilot skill bonus (Combat Pilot or AFV Driver) , 
+ Mk. # of vehicle's Tactics Program . 
+ Maneuver Thrust if in space, 
+ (Speed in kph + 10) if on land/water 
+ (Speed in kph + 50) if in the air 

RANGE MODIFIERS CHART 

;1. 
" ". , . RANGE, " 

Point , .. , 

Extreme; 

'Mk.' , , Blank '.,' . Short Medium· ;'; .. Long "'=:'; Extreme 

.) '" .. ",,' •• "... ' .." ..... ~ ~ .-" "':.;' ,,~ ... '"l" \~~ !." ~ I o;;,"~ r; ... r~, " "~,': '. ~ ,' .. ~ ,' ..... , ' 

• ~ .". • " ~- .,r _ ~~~~~b ...... o1~"'~..tl.i..~ 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •• 
• • • • • • • • • • • • • • • • • • • • • • • • • • • 



• • • • • • • • • • • • --• -• • • • • • • • • 

-. '. ' VEHICULAIlAlTACKCHART' , 
Net 

Attack Target's Construction Armor Type (CAT) 
Aoll 30 29 28 27 26 25 24 23 22 21 

01-02 F F . F F F - F F F F F 
03-07 0 0 0 0 0 0 0 0 {) 0 
08-13 0 0 0 0 0 0 0 0 1 1 
14-19 0 0 0 0 0 0 0 1 2 2 
20-25 0 0 0 0 0 0 1 1 3 4A 
------------------------------------------------- Max. Result for Mk. 2-3 Weapons .-----------------.-------------------------
26-31 0 0 0 1 1 1 1 2A 6A 7 A 
32-37 0 0 0 1 1 1 A 2A 5A 9A 10A 
----------.-.---------------------------.-••• ---.- Max. Result for Mk. 4·5 Weapons -•••••••••• --.-••• -.-•• ---.-------••• --.---. 
38-43 0 0 1 1 2 2A 4A 8A 12A 13A 
44-49 0 0 1 1 3A 3A 7 A 11 A 15A 16A 
50-55 0 0 1 2A . 5A 5A 10A 14A 18A 198 
56-61 0 0 1 3A 6A 6A 13A 17A 218 228 
62-67 0 0 2 4A BA 8A 16A 20A 248 258 
68-73 0 1 2 4A 9A 9A 19A 238 278 288 
74-79 0 1 3A 5A 10k 108 218 258 30B 318 
80·85 0 1 3A 5A 11A 118 228 278 338 348 
86-91 0 2 3A 6A 12A 128 248 288 348 37C 
92·97 1 2 4A 6A 12A 138 258 308 36C 40C 

• 98-103 1 2 4A 68 .138 13C 27C 31C 370 430 
.' ----------~----------------------------------•• -Max. Result for Mk. 6·10 Weapons •• -•• -•• --" ••• -•• -.-••••• ---~-.-.-----~--.-
• 104-109 2 3A 48 78 14C 140 280 330 390 46E 
• 110-115 23A 58 7C 15C 150 . 300 340 40E 49E 

-••• -.-•••• -••• -•• -•••• -••• --•• ---.-.---••• -.-- Max. Result for Mk. 11·20 Weapons······-····-··--·-·-·······-······---···-·· 
• 116-121 3 4A 58 7C 15C 160 310 360 43E 53E 
: 122·127 4A SA . 68 8C 160 16E 33E 39E 47E 57F 

••• ---.----------.-----------.------------------ Max. Result for·Mk. 21-30 Weapons--·-------------·-----···-----·--··--·-----
• 128-133 5A 68 6C 80 170 18E 37E 43E 54E 62F 
• 134-139 58 68 70 90 190 21 E 42E 50E 62F 70G 
• ----------------.------------------------------ Max. Result for Mk. 31-40 Weapons----------------------·--------------------
-140-145 8C 12C 160 180 350 50E 85E 95F 112G. 125H . 
• 146-150 100 180 25E 28F 50F 80G . 130G 140H 1651 '1751' 
• ----------------------.------------------------- Max~' Result for Mk.41-50 Weapons -•••• --••••••• --.-••••••••••••••••••••• -~ •• 

.--------------------~----------------------------------------~ 
• Key: 
• A = Routine Malfunction 
• B = Light Malfunction 
• C = Moderate Malfunction 

o = Severe Malfunction 
• E = Very Severe Malfunction 
• F = Ext. Severe Malfunction 

• 

2nd Roll Malfunction 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 equlvaient of a spell in a Fantasy milieu. One of the basic aspects of this system is the 
use of Psion lists and experience levels (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 list 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. Psi~n 
lists are learned in stages as the character progresses in experience, knowledge?and power. Quite often a character learns a list only 
to a certain level. In such' a case, the character would know, and potentially be able to cast, a Psion when his experience level is 
greater than or equal to the level of that Psion. 

If there is no Psion on a list at a given level, it signifies thatno new Psion ability is gained from knowledge of that list at that level. 
Psion lists are grouped into four Fields: ViSions, Alteration, Control, 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 process-see Section 25.0) immediately acqUires the 
ability to use the Psions he now knows (of his level or below). 

24.0 
TELEPATH TYPES 

There are three types of Telepath: the True Telepath, the Semi-Telepath, and the Non 
Telepath. True Telepaths may learn Psion lists from more than one Field of Psions. 
Semi-Telepaths are normally allowed to learn lists from only one Field, their Base Field. 
Non-Telepaths are restricted to only one Field and only limited portions of those lists. 
Refer to the Character Development Chart (pp. 8-9) for the development costs for ' 
"learning" Usts~ '~ , _ ,,: 

24.-1 
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; each 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 (11*, 2/*, 3/*,4/*). These 
represent the costs for learning lists in 
each of the four Fields, and may be 
aSSigned to the Fields as the Telepath 
wishes. 

The Field chosen to have a 11* 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 only 
learn Psion lists in the other Fields to 20th 
level. 

24.2 _____ _ 

SEMI-TELEPATHS. ~,.,:~' 
Semi-Telepaths are a profession which 

combines the attributes of the Telepath 
with those of one of the other professions. 
Semi-Telepaths are normally allowed to 
learn lists from only one Field, their Base 
Field (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 to learn lists in one 
additional Field. This option is reflected 
in the 5/* pick cost on the Character , 
Development Chart. Semi-Telepaths 
allowed to learn lists from this second 
Reid may only learn Psions up to 10th 
level in that Field(see Section 26.0}. 

When he begins character develop­
ment, a Semi-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 some of his skill development costs 

. will be the same as those of an Armsman. 
There are 10 Skill Development Cost 

Categories: Weapons Skills, Astronautic 
Skills, General Skills, Scientific Skills, etc. 

P·,90 
" 4 

(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-Telepath has 
decided to "follow" the profession of 
Armsman and become an Armsman­
Telepath. He looks over the Character ~ , i Development Chart on pages 8-9 and , 
decides on uArmsman" skill development 

._ costs for the Categories of Weapons ; 
Skills and Combat Skills and "Semi­
Telepath n costs for the other Categories. : 
When Kevyk fills out the skill develop- . 
ment costs on his character development. 
worksheet, all of the development costs . 
will come from the Semi-Telepath row, 
except for his Weapons and Combat 
skills, which will come from the Arms­
man row. Kevyk decides to choose 
Alteration as the Field of Telepathy he 
wishes to concentrate in. Again checking 
the table, his cost is 2/* for all the Psion' 
lists in that Field. If the GM allows Semi­
Telepaths to choose lists from a second 
Field, Kevyk's cost for learning Psion lists 
in his other Field would be 5/* 

24.3 _____ _ 

NON-TELEPATHS 
Non-Telepaths are characters of other 
professions that desire to pay the high DP 
cost to gain limited Telepathic Powers. 
Non-Telepaths are only allowed 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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• • • • 25.0 '. . 
: LEARNING LISTS 
• Psion users learn lists up to and including certain levels by developing skill ranks, as 

is true with all other skills in space Master. However,' this area diverges from the 
• standard skill and bonus rules: a character who is trying to learn Psions (Le., has 
• allocated development points to learning part of a Psion list) makes a Psion Gain Roll 
• (PGR) upon reaching each new experience level. This is a 1-100 roll (NOT open~ended) 

• with a roll of 101 + required to successfully "learn" a portion of a list. .' 

• 25.1 _____ _ 

• DEVELOPING SKILL 
• RANKS FOR PSION LISTS 
• When a character expends develop-
• ment pOints to acquire skill ranks, he may 
• attempt to study one 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' and count on the luck of 
• the dice to give them Psion abilities. A 

• 
character must develop only one "list" of 
Psions at a time. . 

• Once he has "learned" a portion of that 
• list (Le., made a successful Psion Gain 
• Roll), hisskill 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 level portion of the same list. 
• The cost for developing a skill rank for 
• a list varies depending on the chosen . 
• fields of concentration of th~ Telepa}h (see 

Section 3.4 and the Character Oe).telop-
• ment Chart for details on determining 
• costs). Dependin.g on cost, a Telepath 
• may acquire several skill ranks for a list at 

one time. These skill ranks represent the 
• amount of the character's development 
• devoted to discovering the basic concepts 

involved in the use of those Psions, 
• through meditation, practice, etc. The GM 
• must be the judge of the availability and 
• cost of that information to the character. 
• Notethat apoition of a Psion list may 
• be "learned" (see Section 25.3) only if the 

Telepath has already learned the lower 
• level Psions on that list. 
• • If a character is able to allocate develop-
• ment pOints for a total of 20 skill ranks 
• with a list (insuring its gain at the next 

level of experience without the use of a 
• stat bonus), he learns the the first level 
• Psion on that list (if any) immediately 
• (before reaching the next level of experi-

ence) and may begin to develop skill 
• ranks for of a second Psion list. When he 
• gains the next level of experience, he will 
• "learn" the appropriate portion of the first 

• 
list and be entitled to make a Psion Gain 
Roll forthe second. 

• • • • • • • • 

• If a character, after making an unsuc­
cessful Psion Gain Roll, wishes to begin 
the study of another list, he may do so, 
but he forfeits all skill ranks developed 
for the first Psion Jist. Such skill'ranks 
may be neither transferred nor retained if 

. the character wishes to switch his efforts 
to some other Psion list. He rnay, if he 
has enQugh Jevelopment pOints, allocate 
development pOints to bring the skill rank 
total with -the first list to 20 and then 
begin to develop skill ranks for the 
second as ·described above. . . 

25.2 
THE PSION GAIN ROLL 

When making a Psion Gain RoU, the 
character rolls 1·1 00 (not open-ended) 
and adds his applicable stat bonus and 5 x 
his skill ranks in·the 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 lev~ 
(see.~ection 25.3).' . . 
Modification 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 list. 
Stat Bonus Modification: True Telepaths 
always use th'eir Self Discipline stat' bonus, 
The stat bonus used by Semi-Telepaths 
varies depending on which field they 
choose to concentrate in: 

Field Stat Bonus 
Visions Intuition 
Alteration Empathy 
Control Presence 
Self-Mastery Self Discipline 

An Unsuccessful Roll: If the PGR is not 
successful (Le .. less than 100). the skill 
ranks are not lost, 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 
"understandi:1g of his universe" (Le., when 
his experience level increases). he may 
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make anqther Psion Ga~n Roll, gaining the 
full benefit of his skill ranks in the list 
(which he may increase by further . 
development in the meantime). Eventually 
the character will learn of part of the Psion 
list (assuming he survives and continues 
to advance in experience levels). 
A Successful Roll: Once a successful 
Psion Gain Roll is made, the character is 
considered to have learned the use of the 
Psions on the portion of the list that he 
was studying and may use them as long 
as such use complies with other rules for 
their use (Psion power pOints, time 
requirements, etc.): The number of skill 
ranks in that list is reduced to zero. The 
character may develop more skill ranks for 
that list, but they apply,to learning a higher 
level portion of the list. . 

Psions, once learned, may be cast at 
any time by the expenditure of power 
pOints (see Section 26.1). The Psion Gain 
roll. successfully made, means the· 
character is generally capable of casting 
the Psions on the I.ist up to a certain level . 
(see Section 25.3). To -cast the Psion, the 
character states he isdoing"so and 
expends power pOints, The minimum 
number of power points to cast the Psion 
is equal to the level of the Psion. Thus to 
cast a third level Psicin, the character rhust ' 
expend three Rower pOints. 

25.3 
LEARNING A "PORTION'" 
OF A PSION LIST 

When a PSion Gain'RolI for a Psion list 
is successfully made'(see Section 25,2}, 
the character may learn some of the 
PSions.on that list (called a Portion of that 
list). The Telepath may Jearn from one to 
ten new PSionsfor each successful Psion 
Gain RolI.·The numberand levels of the 
Psions learned are dependent upon: 
• The profession of the Psion user. 
• His Base Field (see Section 24.1). 
• 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 equals or exceeds its 
level; even then he must abide by all the 
normal restrictions for casting Psions. 

THE LEARNABLE PORTIONS 

There are five Portions of Psion lists 
that may be learned. Generally a True 
Telepath or Semi-Telepath will be re­
stricted to learning only certain Portions of 
certain lists (reflecting the relative 
difficulty of learning these lists). 



"A" Portion: An "A" Portion includes all 
Psions on the list up to and including level 
5 (1-5th level). 
"B" Portion: A "B" Portion includes all 
Psions on the list up to and including level 
10 (1-1 Oth level). 
"e" Portion: A "C" Portion can only be 
learned if an "A" Portion has already been 
learned for the Psion list and the Telepath 
is level 5 or higher. (In effect, he can 
already cast the Psions of lower level than 
the ones he is attempting to learn). A "C" 
Portion includes all Psions on the list up to 
and including level 1 0 (5-1Oth level). 
"0" Portion: A "0" Portion can only be 
learned if a "B" Portion has already been 
learned for the Psion list and the Telepath 
is level 1 0 or higher. A "0" Portion 
includes all Psions on the list through level 
20 (10-2Oth 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 "0" Portion previously 
learned). This Portion includes a single 
25th, 30th or SOth level Psion. All Psions 
of lower level on this list must have· 
already been learned. In addition, the' 
Telepath must be at least the same level as 
that of the Psion being learned. 

.. 25.4 _____ _ 

RESTRI.,CTIONS 
Telepaths, 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 Field of the list they 
wish to learn. These restrictions are 
summarized in the following chart: 

Base Field Other Fields 
True Telepaths B,O,E B,O 
Semi-Telepaths B,O,E A,C· 
Non-Telepaths A 
* If option chosen. 
Example: Suppose a Telepath reaches 
26th level, and knows one of his Base 
Field lists to level 20, one Outside Field 
lists to level 20 and another to level 1 O. 
With one pick he could (a) learn a new 
Psion list up to and including 10th level, 
a "B" Poriion; (b) learn the 25th level 
Psion on the Base Field list he already 
knows to 20th level, an "E" Poriion; or (c) 
learn the 11th-20th level Psions on the 
second Outside Field list (the one he 
already knOws to 10th level), a "0" 
Pori ion. Note that because the other 
Outside Field list is not a Base Field list, 
he could not learn its 25th level Psion as 

. of an "E" POriion. 

26.0 ' . 
CASTING PSIONS 

Once a list is known (i.e., learned) to a given level, a Telepath can cast those Psions 
he knows at his level or lower. Normally, however, a Telepath is restricted in how long it 
takes to cast a Psion and how mallY Psions can be cast without rest. ... 

26.1 
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 to cast a Psion is equal to the 
level of the Psion (e.g., a 5th level Psion 
costs 5 power pOints to cast). Power 
points, once used, can be regained by a 
period of sleep or meditation (usually 
around 8 hours for most humanoids). 

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 Chari, pg. 45). For a character of 
extraordinary faculties it could be as high 
as three or four power points for each 
experience level. .... . . ,.". 
• True Telepaths base their PPs on Self. 
Discipline regardless of their Base Field. 

• Semi-Telepaths and Non~Telepaths base 
their power point on a statistic based . 
upon their Base Field (see Section 4-6). 
If a GM allows Semi-Telepaths to learn 
Psions from a second Field, 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 
. Vision 

Alteration 
Control 
Self-Mastery . 

PP Stat 
In~uition 

Empathy 
Preser.ce 
Self Discipline 

Example: Suppose a 15th level True 
Telepath had a Self Discipline of 92 (1 PP 
per level), then the Telepath would have 
15 power points each day (1flevel x 15th 
level). "his SO were 95, then he would 
have 30 (2 x 15) power points per day, 
and if his SO 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 level 
Psions and a 5th level Psion, or any 
combination of Psion levels totaling 45. 

Under certain circumstances,the GM 
may find it desirable to allow both Psion 
using professions a minimum of one PP 
per level. Psion using characters may be' 

severely handicapped if their prime . 
requisite is not high enough to allow them 
any inherent power points .. 
. Power pOints are "regenerated only after 
a proper rest period, usually involving 8 
hours of sleep (o~ uninterrupted medita-· 
tion, or whatever is standard for the race). 

21.12 BONUS ITEMS 
Certain items can enable characters to 

throw more Psions per day. The most 
"common" of these (though all such items 
are extremely rare) are called Focus 
Crystals or sometimes Psion Prisms. 
These gems are imbued with a psi-power 
of their own, which can be tapped by 

" Telepaths and used to enhance their own 
Pslon casting abilities; Focus crystals ' 
must be worn (usually set into a piece of 
jewelry) to be used. They should rarely 
exceed. +3 or x2. in power (see below). 

There also may exist artifacts of the 
Ancient races which predate the current ',; 
spacefaring civilizations. Though even 
more rare than focus crystals, these items 
might be even more powerful and interest­
ing, perhaps fashioned into ornamental 
-jewelry, crowns, bracelets, etc. 
Pslon Multipliers: The inherent power 
points of a Telepath with a Psion multiplier 
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. 
Pslon Adders: Each +1 on a Psion adder 
means that the owning Telepath may 
throw (once) anyone Psion which can 
nor!11ally be cast and not expend any 
power pOints. These Psion items can 
generally be used repeatedly, (after the 
same rest and/or meditation that enables a 
character to regain his own Psion points). 
Example:Suppose a 15th level Telepath 
in the example above had a Self Disciplin­
eof 92 (15 power points) and a +2 Psion 
edder. 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 tile purposes of calculat­
ing the power pOints he had expended). 
If the same Telepath had a "x2" Psion 
multiplier, he would have 30 power 
points to expend in the normal manner. 
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Restrictions: GMs must be very careful in 
handing out Psion bonus items as they 
can distort the balance of the system. Any 
type of power point enhancer should be 
relatively rare and expensive. Only one 
item should be usable by anyone charac­
ter between periods of rest (possession of 
two x2 Psion items does not multiply your 
psion pOints by 4), and items should be 
usable by only one character per day. 
psion items are required to be held (or at 
least worn) when used (e.g., a Telepath 
would have to wear his +4 Focus crystal 
on a 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 situation or 
game. For example, proximity to a 
Telepa~hic 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. 

• 26.2 _____ _ 

• CASTING TIME REQUIRED 
• The time required to cast a Psion will 
• be described 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 to cast. Most Psions become 
• easier to cast as the caster becomes more 
• familiar 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 normal activity or movement 
• allowed). On the·round 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 Psion is 

cancelled but no power points are 
• expended. 
• Note that certain Psions are instanta-
• neous in effect and do not require prepara-

tion. Treat these as Class I Psions 
• regardless of the level of the caster. 
• . Instantaneous Psions are marked as such 
• on the Psion lists and in the descriptions. 
• Class III Psions: Class III·Psions require 3 

rounds to cast; two rounds of preparation 
• and one round for effect. Class III Psions 
• have a level equal to the caster, one level 
• less, or two levels less (a Tel~path of level 
• 7 would have all of his 5th, 6th and 7th 

• • • • • • • 

level Psions as class III Psions). 

Class IIPsions: Class II Psions require 
two rounds to cast; one round of prepara­
tion and one round for effect. Class II 
PSions have a level of three less than the 
caster, four less than the caster, or five 
less than the caster (a Telepath of level 7 
would have all of his 2nd, 3rd, and 4th as 
class II Psions). ,. . 

Class I Psions: Class I Psions require one 
round to cast: zero rounds to prepare and 
one round for effect. Class I Psions have a 
level of at least 6 less than the caster (our 
hypothetical level 7 Psion user would have 
all his 1 st level Psions as Class I Psions, 
when he advanced to 8th lvi, his 2nd Ivl 
Psions would become Class I, etc.). 

27.0 . , - . , "".' '. o· 

RESOLVING PSION EFFECT 
Once a Psion is cast, the effect of the Psion must be resolved. In many cases the 

results are automatic, but when the target is a living creature or unusual object, various 
results can occur. These results range from the Psion failing to operate correctly to the 
Psion being ove:whelmingly successful. 
27.1 _____ _ 

NON-ATTACK PSIONS 
Non-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 roll. If the roll is 03-00, the Psion 
succeeds, but if the roll is 01-02 the Psion 
fails. In the case of a failure, another roll 
is made (NOt open-ended), the roll is 
modified by -10 and applied to the Psion 
Failure Chart; then the result is immedi­
ately applied to the Psion or caster. 
27.2 _____ _ 

DIRECTED ATTACK 
PSIONS 

Directed attack PSions (DAPs) manipu­
I.ate elemental forces to directly attack a 
target, and thus do not involved a resis­
tance roll (see Section 27.32). Direct 
attack psions are resolved by making an 
attack roll (high open-ended), modifying it, 
and then applying the result to the 
appropriate Weapon Attack Table (see 
Tech Book). For example, Energy Bolt is a 
direct attack Psion that concentrates 
energy into an attack that is resolved on 
the Laser Attack Table. Normal OB and DB 
modifications (except for the caster's skill 
bonus) apply and are based upon the 
Weapon Attack Table used for the Psion 
(e.g., OB and DB modifications that apply 
to laser attacks also apply to Energy Belt 
attacks). 
Skill Bonus: The skill br.nus for a directed 
attack Psion is based upon the attacker's 
skill in "Directed Psions" not hIs skill for 
the corresponding weapon. Directed Psion 
skill must be developed separately for 
each type of directed attack Psion (e.g., 
skill for Energy Bolt must be developed 
separately from skill for Hurling). 

Psion Failure: Psion failure is based upon 
the Psion itself and not the corresponding 
Weapon Attack. If the directed Psion 
attack roll is 03-00, the Psion succeeds 
and the attack proceeds normally. But if 
the roll is 01-02 the Psion fails. In the 
case of a failure, another roll is made (NOT 
open-ended), the roll is modifie/j by +20 
and applied to the Psion Failure Chart ; 
then the result is immediately applied to 
the Psion or caster (whichever is indicated 
by the table). 
27.3 _____ _ 

. BASE ATTACK PSIONS 
Base attack Psions (BAPs) include all 

PSions which are not non-attack Psions 
(hOW surprising) and whivh are not 
"Directed Attack Psions". Base attack 
Psions are resolved by the caster making 
an attack roll (NOT open-ended) and then 
applying the results to a resistance roll 
(open-ended) made by the target (or GM). 
This net resistance 'roll will indicate if the 
Psion has affected the target. 

27.31 PSION ATTACK ROLL 
The Psion Attack Roll (PAR) is NOT 

open-ended and iepresents the effective­
ness of the caster's Psion. 

UNMODIFIED ROLLS 

An unmodified roll of 01-02 indicates 
automatic Psion failure, while a roll of 96-
00 indicates a higher than normal resis­
tance roll modification (none of the 
modifications below apply ta such rolls). 
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MODIFICATIONS TO THE PAR 
The following modifications are 

additkms or subtractions to the base 
attack roll tha t apply if the original roll 
was not 01-02 or 96-00. If the Psion 
Attack roll thus modified is less than 03 
then the net base attack roll is 03, if the 
modified roll is greater than 95 ,then the 
net base attack roll is 95. 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 
target can modify the PAR. The modifica- . 
tions are printed on the Psion Attack . 
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 or Unusual Material: Certain 
creatures and races are especially hard to 
affect. These creatures should be given a 

. modificatio~ by the GM based upon his 
world system'. Similar modifications 
should be gIven to certain unusual " 
materials; :. 
Shl,elds: Certain shields may modify PARs 

, the Psion Attack Roll Modifiers Chart .. 
EFFECTS PF THE PAR 

The net PAR is used on the Psion 
Attack Chart to obtain a result. 
Psion Failure: 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 
Failure 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 
resistance roll. 

27.32 RESISTANCE ROLL 
The target of a base attack Psion MUST 

make ~ 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 factors. This roll is open-ended and 
thus always represents a chance that the 
target may not be affected by a very 

. powerful Psion or may fail to resist a very 
, weak Psion. 

MODIFICATIONS TO THE RR 
Modifications to the RR are additions 

or subtractions to the RR which result in a 
net RR. 
Modification from the PAR: The modifica­
tion indicated by applying the PAR to the 
Psion Attack Chart. 
Statistic Bonus: The target may add his 
Self Discipline stat bonus to his RR. . 
Items and Pslons: Certain items or PSioris 
may give a target a modification to his RR. 
These modifications depend upon the item 
or specific Psion. 
Race: Certain races are unusually resistant 
to Telepathic power and may be given a 
modification by the GM based upon his 
galactiC system. These modifications for 
the standard Space Maste; races are 
given in the Racial Statistics Chart, p.31. 
~illing Ta~1Jets: Certain targets may 
submit themselves as willing participants 
ina Psion, in such. a case, tlie RR should 
be modified by -50, and the level of the 
target should be one for the RR. 
Special AUack 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 
Ventriloquism on the Illusions jist is 
subjected to a special-3Q.::f1~q") .. 

, RESISTANCE ROLL TABLE' (" 

To use the Resistance Roll Chart, . 
cross-index the attack level (usually to the 
level of the caster) With the level of the 
target. If the net resistance roll is greater 
than or equal to the result of this Cross­
indexing, the target has successfully ~ 
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 Tect: Book). In these 
cases, the PAR and Resistance Rolls are 
made as' usual, and if the Ta'rget fails their 
RR, the Telepath casting the'Psion then 
makes an unmodi.fied roll on the appropri­
ate column of the chart indicated. 
result I #failure: Certain Psions will 
indicate a total result based upon the 
difference between the net RRand the 
result from the resistance table. This 
difference divided by the I (round off) 
indicates how many increments of the 
result are applied 
, Example: If a target·fails his RR by 47 
, againsy Paralyze 011 the Mind Assault list 

he will Be paralyzed for 5 rounds becaus~ 
the Duration is "1 rnd /10 failure" (47:r 
10 = 4.7 which rounds to 5). . 

27.4 _____ iI 
PSION CHARTS 

PSION FAILURE CHART 

(-19)-05 - Lose Concentration due to strain. Psion 
lost, but not Powef Points. 

06-20 - You have second thoughts. Psion lost, 
but not Powef Points. 

21-35 - Indecision, mild mental lapse. Delayed 
1 md; but may be cast next md. 

36-50 - Serious mental lapse. Psion lost; not PPs. 
-30% activity fOf 3 mds. 

51-65 - Modefate but serious strain, Psion and 
PPs lost Stunned for 1 rod. 

66-79 -Subconscious fear. Psion and PPs lost. 
Stunned 2 mds. Psion intemalized. +15 
hits. Stunned 3-300 rnds. 

80 - Caster internalizes Psion. +15 hits. Knocked 
down. Stunned for 1 hour. 

81-86 - Serious strain./Psion lost, but not Power 
Points. Stunned 3 mds. 

87-89 -- Internalization; sense overload. +20. 
Blinded & deaf for 60 rnds. 

90 - Strain causes mild stroke. +20 hits. Knocked 
out for 12 hours. 

91-96 - Severe strain causes misfire. +5 hits. 
.Stunned for 3 rods. 

97-99 - Target's powerful mind causes Psion to 
backfire. Reverse roles of target and 
caster in PS,ion eff~ts. 

100 -Identity.crisis. Lose Pslon casting 
capabilities for 2 weeks. 

101-106 - Extreme mental pressure causes. 
misfire: Knocked down. +10 hits.: 
Stunned for 6 mds. 

107-109 - Caster intemalizes.Psion. Lose all 
Psion casting abilities for 3 wks. +25 
hits. Unconscious for 3 hrs. 

110 - Strain causes severe stroke. Paralyzed from 
the waist down. . 

111-116 - Psion strays; travels to a point 5m right 
of target All In line takes an unmodi­
fied attack. Stunned 3 mds. 

117-119- Psion strays; travels to a polnt'Sm left 
of target. Allin line takes an unmodi­
fied attack. Stunned 3 mds. 

120 - Mental Collapse. Pslon is cast in direction 
opposite to Intended line. Lose all 
Psion casting ability for 100 days. 

Modifications *: 
-20 Non-attack Psions that affect only the 

caster 
-10 Non~attack Psions that involve matterl 

energy only 
o Non-attack Psions that involve another 

living creature 
+ 10 Base Attack Psions 
+20 Directed Attack Psions 
.. Use only largest applicable modifier. 
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PSION ATTACK CHART 

RR 
Roll Modifier 

- UM 01-02 F 
03-04 +80 
05-08 +70 
09-12 +65 
13-16 +60 
17-20 +50 

• 21-24 +45 
25-28 +35 
29-32 +30 
33-36 +20 
37-40 +15 

... { 

41-44 +5 
45·48 0 
49-52 0 
53-56 -5 
57-60 -10 

,. 
61-64 -15 

, 65-68 -20 , 
69-72 -25 
73-76 -30 

"t.i., 77-80 -35 
81-84 -40 
85-88 -45 
89-92 -50 
93-95 -55 

1'UM 96-97 -75 

, PSION ATTACK ROLL MODIFIER£ ' 

Category Effect Note 

Level of Caster . +1 per level True Telepaths only . 
RacelUnusual Material+l- (variable) GM determination. 
Cover and Situation: 

Full Cover -20 Detected, but not Sighted. 
Partial Cover -10 Less than 1/2 of target Sighted. 
Static Target +10 Applies only if no cover. 

Shields: 
Velocity Shield 0 
Absorption Shield -5 
Deflector Shield -10 
Barrier Shield -15 

Range: 
Touching +30 ' Target or what he is wearing. 
From Om up to 3m +10 -: . ~ . 

From 3m up to 15m 0 
From 15m up to 30m -10 
From 30m up to 100m -20 
More than 100m -30 - .. 

o "BASE ATTACK' ROLL MODIFICATIONS 

Category Effect Note 

PAR Modification -125 to +80 Apply result from Psion Attack Chart. 
Target's SO Bonus -25 to +35 Self Discipline Stat Bonus, See page 45. 
Race +1- (variable) See page 31. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 

'.:;~'~ 

UM 98-99 -100 PSion Modification +1- (variable) Depends on Psion, "Mod" in Psion description. 

~"UM 100 -125 
!~ 

Items +1- (variable) 
,. -~ 

. " 
."" ';"-; 

Willing Target -50 Target wants psion cast aVon him 

RESISTANCE ROLL CHART 

Attack Level t 
arget 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 > 15 * Target 
.evel Lavel 
L1 50 55 60 65 70 73 76 79 82 85 .87 89 91 93 95 * 1 
2 45 50 55 60 65 68 71 74 77 80 82 84 86 88 90 * 2 . 
3 40 45 50 55 60 63 66 69 72 75 77 79 81 83 85 * 3 
4 35 40 45 50 55 58 61 64 £'1 70 72 74 76 78 80 * 4 
5 30 35 40 45 50 53 56 59 62 65 67 69 71 73 75 * 5 
6 27 32 37 42 47 50 53 56 59 62 64 66 68 70 72 * 6 
7 24 29 34, .... 39 44 47 50 53 56 59 61 63 65 67 69 * 7 

,. 

8 21 26 31 36 41 44 47 50 53 56 58 60 62 64 66 * 8 
9 18 23 28 33 38 41 44 47 50 53 55 57 59 61 63 * 9 

, .. 

10 15 20 25 30 35 38 41 44 47 50 52 54 56 58 60 * 10 
11 13 18 23 28 33 36 39 42 45 48 50 52 54 56 58 * 11 
12 11 16 21 26 31 34 37 40 43 46 48 50 52 54 56 * 12 
13 9 14 19 24 ' 29 32 35 38 41 44 46 48 50 52 54 * 13 .. -. 

14 7 12 17 22 27 30 33 36 39 42 44 46 48 50 52 * 14 
15 5 10 

.. 
15 20 25 28 31 34 37 :',040 .~' ····42 44 46 '48 50 * -'~ 

1~.~:. ,. "-.. -, - '-' " . 
15 * * * * * * * * * * * * * * * * * >15 

:or each level over 15, the attack level raises the result by 1; the target level lowers it by 1 .. ' . " ~ .; 

'he Attack Level is the level of the psion caster. . ",'. 
H "_".; •• ,~. ~ 

' ! 



THE FIELD OF VISIONS 

EMPATH' 
1) Transfer I * 
2) Clotting III * s 
3) Cut Repair I * s 
4) Pain Relief True * s 
5) Tissue Repair * s 
6) Clotting True * s 
7) Fracture Repair * s 
8) Mask Pain * s 
9) Cut Repair True * s 

10) Transfer 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 TRUTH 
1) Emotion Touch 
2) ", 
3),~ . . . 
4) Thought Scan " 
5) TJuth I • 
6) Thought Analysis. 
7) 
8) Truth III * 
9) 

10) Far Thought Scan (100mllvl) 
11) Truth V· 
12) Mind Scan 
13) 
14) Truthtrance I 
15) Far Mind Scan (100mllvl) 

20) Truthtrance III 
25) Mind Probe 
30) Truth True • 
50) Truthsaying 

MIND'S EYE 
1) 
2) Intuition I 
3) 
4) Death's Vision 
5) Forewarning I s 
6) 
7) 
8) Fate's Vision 
9) 

10) Empathic Warning s 
11) Forewarning III s 
12) 
13) Empathic Vision s 
14) Death's Vision True 
15) Far Empathic Warning s 

20) Forewarning True s 
25) Fate's Vision True 
30) Far Empathic Vision s 
50) Far Empathy True s 

INTERFACE' 
1) Configuration Scan 
2) Interface I .' "', ," . 
3) Utilize Language' 
4) Locate Data 
5) D~ta Copy 

6) Override Security I 
7) Enhance I c 
8) Data Search I c 
9) Override Security III 

10) Interface True 

11) Enhance V c 
12) Add Data c 
13) Delete Data c , .. 
14) Override Security V 
15) Enhance True c 
20) Alter Data c 
25) Purge Data 
30) Alter Data True c 
50) Interface Master 

MIND DETECTION 
........ , 

1) Presence • c -
2) '., ','C,.I""". 
3) Mind Pattern • c,~ 'r·,. .. 
4)' "~-:. " "'~"'" 

5) Pattern Store • 

6) PatterJ.I Analysis • ":, r 
7) Mind Location (30mllvl) c 
8) Mind Compass (300mllvl) c 
9) Presence True * c 

10) Awareness * c 
11) 
12) Proximity Warning • s 
13) Mind Tracking 
14) Mass Patterning • c 
1S) Awareness True • c 
20) Proximity Warning True • s 
2S) Mind Location (10 kmllvl) c 
30) Mind Compass True c 
50) Mind Location True c 

MIND IN THE PAST 
1) Origins 
2) Flash Behind (1 dayllvl) 
3) 
4) 
5) Item Purpose 

6) Past Sight (1 dayllvl) c 
7) 
8) Flash Behind (1 yrllvl) 
9) Delving 

10) Past Patterning 

11) Past Sight (1 yrllvl) c 
12) Past Compass 
13) Flash Behind True 
14) Past Location 
1S) Past Sight(10 yrs/lvl) c 

20) Event Lock 
25) Past Analysis 
30) Past Sight (1000 yrsllvl) c 
SO) Past Sight True c 

THE FIELD OF ALTERATION 

: TELEKINETICS 
1) Manipulate Ie' 
2) Levitation 1-
3) Mind's Hand I c 
4) Deflection I • ,.'i 
5) Levitation (15m/rnd) 

6) Manipulate True c 
7) Flight ' ' 
8) Mind's Hand (10 kllllvl) c 
9) Deflections II • .' 

10) Hurling I 
11) Levitation (100 kgllvl) ~ 
12) Deflections III • ( 
13) Landing True ~ 
14) Mind's Hand (100 kgllvl) c 
15) Deflections V·. : 
20) Deflections True • 
25) Hurling III 
30) Reaiming • 
50) Mind's Hand (1000 kgllvl) c 

MIND OVER MATTER 
1) Warm Matter 

,2) Cool Mattet.. _ 
3) Portal Jam' -:;\. ,.; 

. 4) Heat Matter '.' ,0., .• "" 
5) Chill Matter., ~ ~' ... ': ~ 

. 6) Psion Shield • c ., ;';t'~; 
7) Refresh Atmosphere ~. .. 
8) Vacuum' . , 
9) Shatter 

10) Disintegration 
, . 

11) Psion Armor • "\ 
12) Heat Matter (10 cumetllvl) 
13) Chill Matter (10 cumetllvl) 
14) Undoor 
15) Great Vacuum 

20) Unstone 
"' 25) Mold Matter c 

30) Eyes of Disintegration 
50) Transmutation 

TELEPATHY 
1) Phrase • 
2) Speak (T) • 
3) Phrase (10mllvl) * 
4) Speak (3mllvl) * 
5) Phrase (10 kmllvl) • 

6) Listen (T) ·c 
7) Speak (10 kmllvl) • 
8) Mass Speech • c 
9) Speech True (10mllvl) • 

10) Telepath (10mllvl) • c 
11) Master of Speech (10mllvl) * 
12) Mass Speech True • 
13) Far Phrase (1 LMllvl) • 
14) Telepath True (10mllvl) .. 
15} Distant Phrase • 
20) Lord Telepath .. 
25) Far Speak· c 
30) Far Telepath T~ue .. 
50) Distant Telepath True .. 

P -96 

MIND INTO ENERGY 
1) Energy Perception c 
2) Drain Energy " I 

. 3) Radiation Shield 
4) Electric Charge 
5) Human Battery c 
6) Energy Dispersal I .' 
7) Drain Energy (10mllvl) 
8) Radiation Armor 
9) Cloaking .. 

10) Energy Dispersal III • 
11) Charge Power Supply c 
12) Power Surge . 
13) Energy Dispersal V • 
14) Energy Retaliation • 
15) Human Battery True 

20) Energy Dispersal True • 
25) Power Enhancing c 
30) Power Routing c -
50) Power Enhancing True c 

ARMOR 
1) 
2) Radiation Shield • 
3) Shield I ~ 
4) Armor (AT4) ", 
5) , 
6) Radiation Armor L~;:(· 
7) Armor (AT8) .. :': 
8) Shield II . , 
9) 

10) Armor (AT12) 

11) Radiation Armor III • 
12) Shield III 
13) Radiation Armor 3m R • c 
14) Armor (AT16) 
15) Shield V 

20) Lord Armorlng.(AT20) 
25) Radiation Armor V • 
30) Hull Armoring I c 
50) Hull Screen c 

, CONCEALMENT 
1) Overlook I c 
2) Chameleon 
3) Cloaking I 
4) 
5) Hiding c 
6) Overlook III c 
7) Cloaking III 
8) Hiding True c 
9) . 

10) Invisibility 

11) Overlook V c 
12) Cloaking V 
13) 
14) 
15) Cloaking X 

20) Cloaking True 
25) Invisibility True 
30) Cloaking True c 
50) Invisibility True 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • .' • • • • • • • • • • • • • • • • • • • • • • • • • • • 



.~----------------............ .. • • • • • 
• 1) Detect Tampering 
• 2) ForgeQl min) 
• 3) ConfuSion 

4) Lapse 
• 5) Mind Blank 
• 6) Forget (10 min) 
• 7) Mind Restoration 

8) Unlearning (1 min) 
• 9) Forget (1 hour) 
• 10) Implant Thought 

• 1) Unminding 
2) Forget True 

• 3) Unlearning (1 day) 
.4) Amnesia 
• 5) Implant Memory 

• 0) Cruel Un minding 
5) Unlearning True 

• J) Mind Break 
• )) ImplantThought Pattern 

• VOICE 
.) 
• ~) Question . :) 
•

) Befriend 
) Command 

.) Fear 

• ) Suggestion 
) Beguile 

• ) Holding Word c 
.) Control 

• I Sow Suspicion 
I Seduce " 

• True Command 
• Mass Suggestion 
• Control II 

• 
Lord Control 
Control True 

• Great Control 
• Mass Control 

• ·HOUGHT INTO PAIN 
• Numbing c 
• Pain c 
• ChokeJ: 

Unbalance 
• Touch of Disruption 

• Agony c 
• Pain III c 
• Choke True 

• :nergy Channel c 

• • ~gony III c 
)isruption 

• -rue Agony 
• "ass Pain c 
• ~nergy Channel True c 

orment c 
• Jisruption True 
• "hought Into Pain c 

• • • • • • 

1) 
2) View 
3) Pattern Store • 
4) 
5) Sense c 
6) Metempsiori • 
7) Transferral 
8) Far View c 
9) Far Sense c 

10) Knowing Transferral 

11) 
12) Ready Metempsion • s 
13) Distant View c 
14) Distant Sense c 
15) Metempsion True • s 
20) Lord Metempsion • s 
25) Transferral True 
30) Transferral Mastery 
50) Psionic Body 

MIND ASSAULT 
1) Distraction c 
2) Touch of Unconsciousness 
3) Disorientation 
4) Firenerves 
5) Blinding 

6) 
7) Paralyze 
8) Unconsciousness 
9) Firenerves True 

10) Mind Shout (10mR) • 

11) Transferral 
12) Coma 
13) 
14) Sensory Deprivation 
15) Mind Shout (20mR) • 

20) Lord Paralyze 
25) Great Shout (30mR) * 
30) Transferral True 
50) Great Shout True (30mR) * 

ILLUSION 
1) Refraction 
2) Ventriloquism c 
3) Audio Impersonation 
4) Deafness I 
5) Visual Impersonation 

6) Facade 
7) Displacement I 
8) Visual Illusion I 
9) Phantasm I 

10) Silent Fence 
11) Audio Impersonation True 
12) Visual Impersonation True 
13) Visual Illusion III 
14) Phantasm II I 
15) Displacement II 

20) Displacement III 
25) Facade True 
30) Mirage 
50) Mirage True 

THE FIELD OF SELF-MASTERY 
MIND'S DEFENSE MIND DISCIPLINE 

1) Inkling * s 1) Detect Probe • • 
2) 2) Concentration I * 
3) Psion Shield I 3) 
4) Mind Alert * s 4) Recall 
5) Psion Armor I 5) Memory Trance 

6) Psion Shield III 6) Observation 
7) 7) Concentration III • 
8) Mind Block • c 8) False Pattern· • 
9) Psion Armor II 9) Unpresence c 

10) Ready Block • c s 10) Mind Block 

11) Psion Shield 11) Concentration V 
12) Retaliation 12) False Presence True * • 
13) 13) Correlation 
14) Psion Armor III 14) Sensitivity 
15) Mind Block True· s 15) Total Recall 

20) Lord Retaliation 20) Observation True 
"25) Psionic Defense • s 25) Sensitivity True 
30) Retaliation True· s 30) Correlation True 
50) Psionic Citadel • s 50) Mind Master 

TELEPORTATION BODY DISCIPLINE 
1) 1) Touch I • 
2) Blink 2) Leaping· 
3) 3) Speed III • 
4) Phasing (1 min/lvl) 4) Dodging I • 
5) Leaving (30m) 5) Flip I • 

6) Merge 6) Hold Breath· 
7) Long Door (30m) 7) Great Leap· 
8) Leaving (100m) 8) Dodging III • 
9) Phasing True 9) Touch III • 

10) Teleport 10) Haste III • 

11) Passing 11)Fliplll· 
12) Long Door (100m) 12) Speed V· 
13) 13) Landing True· 
14) Merging True 14) Haste V· 
15) Mind's Portal 15) Wallrunning • 

20) Long Door (300m) 20) Dodging True • 
25) Passing True 25) Haste X • 
30) Mind's Portal True 30) Ceilingrunning * 
50) Teleport True 50) Master of Self • 

CHANGING METABOLIC CONTROL 
1) Contortions 1) Clotting I·e 
2) Study • 2) Pain Relief I·e 
3) Mask 3) Unstun I • s 
4) Merge 4) Mask Pain (25%) • s 
5) Shape-shift c 5) Cut Repair I c 

6) Mask True 6) Tissue Repair c 
7) Passing 7) Fracture Repair c 
8) Great Merge 8) Unstun III * s 
9) Shape-shift True 9) Vessel Repair c 

10) Metamorph 10) Resist Poison • c s 

11) 11) Mask Pain (50%) • s 
12) Merge True 12) Tissue Repair True 
13) 13) Pain Relief True· s 
14) Metamorph True 14) Fracture Repair True 
15) Passing True c 15) Neutralize Poison" c s 
20) Lord Metamorph 20) Regeneration * 
25) Shifting 25) Resist Stun * s 
30) True Change 30) Trance • s 
50) Master Metamorph 50) Renewal True * s 



28.0 
PSION' LISTS,· 
28.1 _____ _ 

FIELD OF VISIONS' 
EMPATH , , 

Nole: The Empathy list differs from the 
Metabolic Control list primarily in that it 
can be used to heal wounds on other 
beings, Some of these Psions act more 
quickly than those in the Metabolic 
Control list, It should be noted that 
Empaths are rare individuals. An E(11path 
may consciously keep a subconscIous 
healing Psion from activating. 

1) Transfer I (H*) 0: P R: T The Telepath 
'need only touch the injured party, and the 
wound 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 general 
an area or critical type could be consid­
ered one wound, e.g.;' a 25-hit wound" 
bleeding 3 hits/rnd is all one injury. This 
designation bears no resemblance to the 
process needed to healthe injury from 
the'Telepath.) Even a 1st-lvl Telepath 
could transfer any injury - though he 
might not survi~e long afterwards. Once 
transferred, the injuries are as if the 
Telepath had actually received them (e.g. 
they bleed, etc.), and can be healed using 
the PSions below. Most of the Psions are 
Subconscious - triggered automatically 
by the Telepath's uncons,cious mind. In 
this way the lelepath might Tra,nsfer 
wounds, pass ouUrom the pain/hits/etc., 
and his body will automatically heal until 
he ha!;O PPs. Empaths have an intuitive 
understanding of how much they can 
take before assuming a fatal burden and 
normally their instinct for self-preserva­
tion would prevent a fatal Transferral. 

2) Clotting III (HS*) 0: P R: S Will close a 
wound of up to 3 hits bleeding severity/ 
rnd Patient cannot move appreciably or 
the wound will reopen. 

3) Cut Repair I (HS*) 0: P R: S As 
Clotting except one hit of bleeding is 
permanently stopped every round. 
Wound is fully healed. 

4) Pain Relief True (HS*) 0: P R: S 1 hiV 
rnd of concussion damage is relieved, 
this Psion's effects will continue until the 
caster has 0 hits. If he is conscious, 
caster may keep this Psion from "Sub­
consciously" activating. 

5) Tissue Repair (HS*) 0: P R: S Caster 
is able to repair one damaged (but not 
"destroyed") muscle or tendon (or 
similar tissue), This requires 10 minutes. 

-

6) Clotting True (HS*) 0: P R: S Anyone 
bleeding wound is instantly closed. Cut 
Repairis necessary to completely heal 
the wound, however. 

7) Fracture Repair (HS*) 0: P R: S This 
Psion will repair bone or cartilage which 
is broken but not shattered or destroyed. 
The process takes ten minutes. 

8) Mask Pain (HS*) 0: P R: S Allows the 
caster to absorb an additional 50% of the 
hits he or she ,cQuld normally before 
losing consciousness. 

9) Cut Repair True (HS*) 0: P R: S As 
Clotting True except bleeding wound is 
completely closed and healed. 

, 10) Transfer True (H*) 0: 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) Neutralize Polson (HS*) 0: P R: 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 minu~e. 

12) Tissue Repair True (HS*) 0: P R: S 
Caster is able to repair one damaged 
muscle or tendon (or similar tissue) in 
but 1 minute. A destroyed tissue may be 
regenerated in 10 minutes (though the 
caster must remain immobile). 

13) Mask Pain True (HS*) 0: P R: S 
Allows the caster to absorb twice the hits 
he or she could normally before lOSing 
consciousness. Note that hits may never 
exceed hit capacity plus Constitution. -

14) Fracture Repair True (HS*) 0: P R: S 
Caster is able to repair one damaged 
(including shattered) bone or cartilage in 
1 minute. A destroyed bone may be 
regenerated in 10 minutes (though the 
caster must remain immobile). 

15) Regeneration (HS*) 0: 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
less the repair is completed before he 
'dies'. Time required varies: - 5-100 
days for a limb (finger to leg); - 10 days 
for a damaged organ; - 50 days for a de­
stroyed organ. If the heart, liver, etc is 
destroyed or damaged, the caster will die 
unless he is in a Medstasis unlt or other-' 
wise kept artificially alive. If the organ.is 

----a kidney, eye, etc., he will likely hold out. _, 
20) Lord Empath (H*) 0: P R: 30m With 
this PSion the Empath may "reach out" -
Psionically and take upon himlherself a -
wound from up to 30 meters away. ' _ 
Because of the strain and complexity, _ 
,only one wound may be taken and healed • 
ala time in this way. 

25) Regeneration True (HS*) 0: P R: T _ 
Caster is able to regenerate lost limbs, _ 
damaged or destroyed organs (not the _, 
brain) while in a trance. Because of the 
nature of such injuries, the wound is not -, 
actually "transferred" (though a ._, 
Transferral Psion must be cast in order t( _, 
link 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 equal minutes of healing required: __ , 
while he recovers. ' 

30) Empathic Trance (HS*) 0: V R: S ,_ , 
Allows the Empath the unique ability to • 
cast more than one healing Psion on , _I 
themselves simultaneously. The normal: _, 
limit is one per 10 levels at a time, but,:;; _, 
more are possible if the Empath's life is, ( : 1 
endangered otherwise. The Empath may, 
also draw on as many as 3x per 10 levels 
their normal daily allotment of Psion ,j~~ • 

'POints,but is incapable of casting any:: __ ,' 
Psion until they "catch up" (e.g., if the ,j 
next three days worth of Psions ar used,;' , 
they are unable to cast any for the next 3, _ 
days). He is in a Trance for the duration; _I 
of regeneration. . 

50) Empath (H*) 0: V R: S Once this .-, 
Psion is cast, the Empath has free use of 
any of the Psions below. The only, ': ., 
limitation is that a new Empath Psion 1 
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 I (I) 0: - R: S Caster gains, _ 
vision of what probably will happen to, , 
him if he takes a specified action within' -., 
the next minute. 

4) Death's Vision (I) 0: - R: S Caster .' ., 
gets a vision of the events surrounding ., 
the death of any 1 dead being through thl _, 
eyes of the deceased. He also gets a 
view of the killer (if any). Caster must be ., 
within 3m of the corpse, who must have _I 
died within a number of years equal to , 
the caster's level. : , 

:1 
. " . . . . .. ' ". . ~. . ~ . 

~4 • \ 

:1 
!l ~~~~==============~====~~~~~~~~~ I 



• • • • .. ~ EM PATH ~ MIND'S EYE, MIND'S TRUTH 
• 1) Transfer I * 
• 2) Clotting III * s 

3) Cut Repair I * s 
• 4) Pain Relief True * s 
• 5) Tissue Repair * s 
• 6) Clotting True * s 
• 7) Fracture Repair * s 
• 8) Mask Pain * s 

9) Cut Repair True * s 
• 10) Transfer 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 

• 5) Forewarning I (IS) D: 1 h9ur~: 1 ml!vl 
• Caster 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. 
• 8) Fate's Vision (I) D: - R: 3m If target 
• of Psion is likely ~ as determined by the 

GM - to meet a violent death or near-
• death (assassination, heart attaCk, etc.) 
• within 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 
• km/lvl Caster can key this Psion to one 
• being previously Pattern 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 
• than one Empathic Warning active at one 

time, but can cancel and cast a new one. 
• 11) Forewarning III (IS) As Forewarning I 
• except duration and range are tripled. 

•• 3) Empathic Vision (IS) As Empathic 
• Warning, except caster gets a vision of 
• target's death as in Oeath's Vision. 

4) Death's Vision True (I) 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 
• Nho.was ultimately responsible (if • 
• inyone). 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. 

• • • • • • • • 

1) 
2) Intuition I 
3) 
4) Death's Vision 
5) Forewarning I s 
6) 
7) 
8) Fate's Vision 
9) 

10) Empathic Warning s 
11 ) Forewarning III s 
12) 
13) Empathic Vision s 
14) Death's Vision True 
15) Far Empathic Warning s 

.. ~ ',' 

20) Forewarning True s" 
25) Fate's Vision True 
30) Far Empathic Vision s; 
50) Far Empathy True s 

lS) Far EmpathiC Warning (IS) As 
Empathic Warning, except range is 1 
light-year/lvl 

20) Forewarning True (IS) As Forewarn­
ing, except that duration is until triggered 
and range is up to 10m/lvl 

2S) Fate's Vision True (I) As Fate's Vision, 
except caster has a vision of the (most 
likely) ultimate fate of target, no matter 
how far in the future. 

30) Far EmpathiC Vision (IS) As EmpathiC 
Vision, except caster's range is 10 L Y /Ivl 

SO) Far Empathy True (IS) Allows caster 
to have as many Far EmpathiC Visions (or 
lesser Empathic ViSions or Warnings) 
simultaneously keyed as he desires. 

MIND'S TRUTH 
1) Emotion Touch (I) D: 1 rnd R: T Caster 
receives detailed information about . _ 
target's current emotional state (e.g., 
depressed, angry, happy, frightened), 

4) Thought Scan (IM)D: 1 rnd/lvl R: 20m 
Caster receives surface thoughts from 
target. If target makes his RR by 25 or 
more he realizes what is happening. 

S) Truth I (1*) 0: - R: 5m Caster is able 
to tell whether a specific statement is a 
deliberate 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, caster is 
uncertain, but is not fooled into believing 
that a lie is truth. Caster must have at 
least 5 skill ranks in language being used. 

6) Thought AnalysiS (1M) As Thought 
Scan, except caster also gets reasoning 
and patterns behind surface thoughts. 

p.gg 

1) Emotion Touch 
2) 
3) 
4) Thought Scan 
5) Truth 1* 
6) Thought Analysis 
7) 
8) Truth III * 
9) 

10) Far Thought Scan (100mllvl) 
11 ) Truth V * 
12) Mind Scan 
13) 
14) Truthtrance I 
15) Far Mind Scan (1 OOm/lvl) 
20) Truthtrance iii 
25) Mind Probe 
30) Truth True * 
50) Truthsaying 

8) Truth 1/1 (I *) 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 (1M) As Thought 
Scan, but the range is 100m/lvl Target 
must have been Pattern Stored previ­
ously if out of sight. 

11) Truth V (I *) As Truth 11/ except Psion 
holds for 5 minutes or five statements. 

12) Mind Scan (1M) As in Thought 
AnalysiS, except caster can also scan 
target's conscious memories. 

14) Truthtrance i (I) 0: 1 hour R: 10m 
More powerful than the Truth Psions, all 
deliberate lies within range and duration 
are detected. Unlike the Truth Psions 
above, caster is immobile and unable to 
speak except to declare 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 called. 

lS) Far Mind Scan (1M) As Mind Scan, 
except caster's range is 100m/lvl Target 
must have been Pattern Stored previ­
ously if out of sight. 

20) Truthtrance III (I) As Truthtrance I, 
except duration is 3 hours. 

2S) Mind Probe (1M) As in Mind Scan 
except caster can probe target's subcon­
scious memories (Le., all experiences). 

30) Truth True (I) As Truth I, e;,ccept 
duration is 1 statement or 1 min per Ivl. 

50) Truthsaying (I) As Truthtranee I, 
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). 

I 
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I 
I 
I 
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~NTERFACE' 
Note: The Interface list deals with a 
Telepath's ability to tap into electronic 
data storage systems. The computer 
being scanned/affected receives a RR 
based on it's Mk. I (Mk I equals level). 
" 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 
terminal. Telepaths may use their 
Computer Technics skill as a direct 
bonus versus computer resistance rolls 
(not useable against Androids). 

1) Configuration Sca~ (U) 0:- R: T 
Telepath gains a basIc understandmg of 
the computer's nature: Mk. #, programs 
in memory, languages utilized. It also 

, will provide the level and profession of an 
, Android. It normally needs to be cast 

," before ttie Telepath is able to utilize most 
'of the PSions below. ' 

'2) Interface I (U) 0: 1 minute/lvl R: T 
Allows the Telepath to directly link his ': 

, nervous system with the circuits of a 
computer. It miist be cast before the 
Telepath can employ the Data accesS and 
other Psions below.' " .'" 

3) Utilize language (UrD: V R: TAllows 
,the Telepath to understand any.one ' 
, language used by the computer currently 
Interfaced with. This might be necessary 
in order to gain access to certain data, 
attempt a security override, etc. 

4) locate Data (U) 0: - R: T Caster may 
'scan the database for specific (unre- ' 
:stricted) information related to one key 
'term (such as a name) and read one file 
related to that term. This is not as 
sophisticated as Data Search, which 
allows the caster to quickly scan through 
all records related to a topic and select 
the one(s) desired. It is not very useful 

, when dealing with large ship or planetary 
databases, being more appropriate for 
small equipment memory. 

5) Data Copy (U) 0: - R: T Allows the 
caster to copy into his own memory one 
file located via Data scan (or called up 

, ; using normal methods). 
6) Override Security I (F) 0: - R: T 

~, Using this Psion, a Telepath may attempt 
'cA,: to bypass a Levell security system. The 

, security system resists at 10th level. 
, Should the Telepath fail, he may try again 

, 25 hours. Once the Telepath has 
a certain security program, a 

operator may then 
files (until log-off). 

7) Enhance I (F) 0: C R: T By using this 
Psion, an Interfaced Telepath can 
enhance any computer prqcessor by one 
Mki. Normally the Telepath cannot 
perform in this manner for more than 1 
minute per level per day. ':,':' '. ' , 

8) Data Search I (U) 0: C R: T Caster may 
search a large database for any informa­
tion which relates to a given topic, and 
quickly scan such for what is desir~d. 
Concentration is required, and the time 
may vary with complexity of the search. 

9) Override Security III (F) As Override 
Security I, except that caster may attempt 
to defeat Level II (20th Ivl) or 11/ (30th Ivl) 
security programs. ,-": J ': " " 

10) Interface True (F) 0: 10 min/lvl R: T 
This Psion bypasses the need to cast 
Configuration Scan and Utilize language, 
and also has a longer duration." 'i'i' 

11) Enhance V(F) Similar to Enhance I, 
except caster may increase a computer's 
processing capacity by five , M~ #'s;, :: 

12)" Add Data (F) 0: C R: T Caster may 
add information to any memory storage 
system. He cannot add information to 
existing files (that is considere~,.':alte~a-
tion"). ," ,':'" ,; ,':"" ,,, . .',;; ~,i' 

13} Delete Data (F) 0: C R:.T . Caster ,m~y 
delete part 'or;ill of on~ dataflle: j,.~r()~~ , 
grams, command files and ~~S!C system' 
files carinQt be delet~d. , .. ,:; ii' \,:,,' , 

14) Override Security V. (F) As Override. 
'Securlty I except caster may attempt to 
defeat level IV (40th Ivl) andlevel V (50th 
Ivl) security. 

15) Enhance True (F) As Enhance I, but 
allows the caster to enha~ce a computer 
by Mk. "s equivalent to his level. !n . 
cases where a computer's processing IS 
crippled or destroyed, the Telepath can 
even act as the processor (up to their j 
level in processing capacity). Normally 
the Telepath cannot perform in this . 
manner for more than 10 minutes per 
level per day. 

20) Alter Data {F) 0: CN R: TAllows 
caster to alter the information .on one 
datafile. 

25) Purge Data (F) 0: - R: T Allows the 
caster to purge any datafile, group of 
datafiles related to a key term (e.g.; a 
name) or any command, program or 
system file. 

30) Alter Data True (F) 0: C R: TAllows 
caster to alter certain data every,time it 
occurs, even in very large datafiles. Also 
allows the caster to alter a program. 

50) Interface Master (F) 0: 10 minllvl R: T 

I 
After casting this Psion, the Telepath may 
freely cast any other Psions on the Ii~t. 

. '. 

P·100 

MIND DETECTION 
1) Presence (p*.) 0: C R: 3m/1vl, CastE 
aware of the presence of all sentient! 
thinking beings within his range,\ 

3) Mind PaUem (P*) 0: C R: 3mllvl 
Caster gets general idea of the race an 
level of one entity being scanned; entil 

, must first (if not in Sight) be located v 
Presence. " 

5) Pattern Store (P*) 0: - R: 3mllvl. " 
Caster stores mental pattern of target; 
can be later used to locate that specifil 
sentient through Mind Pattern, Mind 
Location, or Mind Compass. 

6) PaUern Analysis (1*) 0: - R: 3mllvl 
Caster gets race, profeSSion, and level 
target. '" :; t, 

7) Mind location (I) 0: C R: 30mllvl ;;:i 
Caster gets direction and distance to al 
one unshielded mind which he has );~ 
Pattern Stored. ' , ',}) 

8) Mind Compass (I) 0: C R: 300mllvl1 
Caster gets direction to any unshlelde~ 

, Pattern Stored mind he desires. :.; ~~~ 
9) Presence True (P*) D: C R: ~o~Yii 
Caster can discern presences In one fC 
meter radius up to 50 meters " 

10) Awareness (I *) 0: CR: 3m11vI .. 
" Presence, plus a general knOIWle:1l0e 
,; the actio'ns of each being iii ' 

being is firing a weapon. but no~ 
" kind of weapon; or at Whom);" £; .' 

12) Proximity Warning - . 0: 1 
3mllvl Caster is im 
~ even awakened from slee 
Presence enters the range. 
presences can be 'filtered' to not 
the Psion, if Pattern Stored. 

13) .Mlnd Tracking (I) 0: 1 hrllvl R: 
Ivl As Mind Location except caster 
constantly aware of the location of 
target in relation to himself. ,. 

14) Mass PaUerning (i) As Mind 
except caster may 'pattern' one 
round. \,-> 

15) Awareness True (I) As , 
except that caster is aware of more 
specific information (e.g., someone 
firing a laser at target x). ., 

20) Proximity Warning True (S*) As . 
Proximity Warning, except caster . 
immediately gains data from the 
ing presence(s) as If Pattern "~"I<"~;". 
Pattern Store had been cast. 

25) Mind location (I) As above, t:"'''ljl'~ 
range is 1 0 kmllvl 

30) Mind Compass True (I) As 
except range is unlimited. 

50) Mind location True (I) As 
, except,range is unlimited, and 

have Awareness 20mR around the 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 



• • • • INTERFACE MIND DETECTION MIND IN THE PAST 

• • • • • • • • • • • • • • • • 

1) Configuration Scan 
2) Interface I 
3) Utilize Language 
4) Locate Data 
5) Data Copy 

11) Enhance V c 
12) Add Data c 
13) Delete Data c 
14) Override Security V 
15) Enhance True c 

.'. ' . • MIND IN THE PAST 
•

1) Origins (I) 0: ~ R: TGives the area of . 
l,~rigin of the item (a planet, if the item is 

.I.~ra-terrestrial), the race of the being 
• ~ who made it, and when it was made 
• :Jwithin 10% of total actual age). . 

2) Flash Behind (1 day/lvl) '(1) 0: one 
• (second R: r Caster gets a 'flash'sil.ent 
• ~mage of an event associated With a giVen 
• ~. em or place, up to 1 day in the past per 

i evel of caster . .Image is of a random, but 
• relatively significant event. Flash is too 
• ~uick for caster to make out more than 
•. ; ,~st pro~lnent persoqs o.~.near~y ,:~;;~~ 
• ~bJects. ,. . ". :.;" J' \ .," ~ < ' · ..... , .. 

.. ,,: <; '. \ -'.. '. 
• lllf!;' .... -, •.. " ...... '.' , \ ... ' '. 

• :;'::ifJ·~'.';.'~·~G~ . 
• /. • . t# to,. ~ .. 

• -"" r' '. . '. 1 
• ;. oJ .' '.' '.' . . . . , 

• • • 
• .::':2; · ., . .':.' 
• • • • • • • .--------------------~ 
• • • • • • 

1 

1 } Presence' *. c· 
2) 
3)' Mind Pattern * c 
4) 
5) Pattern Store * 

1 Proximity Warning * s 
13) MindTracking 
14) Mass Patterning * c 

. 15) Awareness True * c 

5) Item Purpose (I) 0: - R: T .Caster 
gains detailed understanding of a· given 
item or place'S origjnal intended purpose. 

6) Past Sight (1 day/lvl) (I) 0: C R:T As 
Flash Behind, exc'ept the view of ·the past 
lasts.as Igng 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 

" norm~1 time speed. 'TIme range' of Psi on 
is 1 day/lvi of caster, ." .. 

8) Fiash,Behlnd (1 yr/lvl) (I) As' Flash~. . 
: Bqhi(1d (1 day/lvl) , except time range is 1 
yeafj)erlevel.' .' .":; ": ~ . '.':-'-" .. 
'. I'" ." - : . '.' '. "! j •.. :)! c' .': .:'. 

9) Delving (I) 0: -,-: R: T Combines the . 
abilities o~ Origins and Item Purpose, .' 
also'providing the name of the creator, 
the exact date and location of construc­
tion, and the mat,erial makeup if an item. 

10) Past'PatterlJlng.(I*) D:-R: SCaster 
may cast this 'Psion while In a Past Sight; 
it saves the image/mental pattern of a 
person that can later be used with . . 
another Past Sight to key in on the saved 
image in another place or time, This 
Psion may be cast even though Past .... 
Sight requires concentration.' . : .. ;~,; 

11) Past Sight (1 yr/lvl) (I) As Past Sight 
(1 day/lvl) above, except time range is 1 
year per level..' ;. . . 

12) Past Compass (I) 0: V R: 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 (I) As Flash' 
Behind, except time range is unlimited. 
Image.is usually of most significant event 
in item's past (e,g., death of a ring's, . 
wearer while it was worn), 

1) Origins· 
2) Flash Behind (1day/lvl} 
3) 
4) 
5) 

11) Past Sight (1 
12) Past Compass 
13) Flash Behind True 
14) Past Location 
15) Past Sight (10 yrs/lvl) c . 

14) Past Location (I) 0: - R: S If caster 
has a 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 t{) the event or place in' 
time most closely matching the descrip-
tion. . '. . '. ". 

15) Past Sight (10 yrsilvl) (I) As Past . 
Sight above, except)ime ·range.lS 10 yrsl 
Ivl. . :.' ". , .' 

20) Event Lock (1*) 0: 1 min/JvIR: S . 
Allows caster to stop concentration while 
using Past Sight. He is, in essence, .•• . 
locked in the past time and place: . ,-' . 
Though he has not physical/ytravelled 
there, he is able to cast Psions froiTi the 
Mind Detection and Mind's Eye lists for 
the Psion duration, Note: A GM may ~.' . 
wish to associate an erement of danger, . . 
with this Psion: lor eve.ry.1 0 yrs in the . 
past, there is a chance (.1% x 1 minute 
stayed, ro.und dowri) howqver, thatthe 
caster is unable to re1urrr;his body a . 
mindless vegetable in the'present while 
his mind is caught up in the past. 

25) Past Analysis (1*) 0: - R: 3m Allows 
the caster, while using a Past Sight 
Psion, to perform a Pattern Analysis (6th 
Ivl Mind Detection) 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 Past 
Sight above, except time range is 1000 
yrs/lvl ' .\ .'. 

50) Past Sight True (I) As Past Sight 
above, except time range is unlimited. 
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FIELD OF ALTERATION ; with sufficient force to deliver an Impact 

Critical Hit. The attack is made on the 
TELEKINETICS Melee Weapon Attack Table (see Tech 
1) Manipulate I (F) D: C R: 3m/lvl Caster Book) as a normal"Thrown Weapon" 
is able to operate one control switch, attack. The caster may modify the attack 
button, lever, etc., for the duration. Only roll by his Em/SO (~verag~) stat bonus 
one control may be manipulated per and his Directed PSlon skill rank bonus 
Psion, and it must be of a type operable and a range modifier (+~O -1/meter). 
by one finger (e.g., not a huge lever). 11) levitation (F) D: 10 minutes/lvl R: 3m/ 

2) levitation I (F) D: 1 min/lvl R: SAllows Ivl Note that this levitation allows the 
. caster to move up and down verticall~ caster to lift other objects than himself, 

3m/rnd, horizontal movement is pOSSible but allows no lateral movement. Mass 
' only through normal means.,'" ~ limit is 100 kg/lvl, and object can be 

3) Mind's Hand (F) D: C R: 30m Cas.ter moved as quickly as 3m/rnd in the . 
. can move one object, up to 1 kg/lvl In vertical plane - as long as object does 

mass, .5m/second with no accelera~ion. not pass out of range.. . 
Living beings or items in contact WIth a 12) Deflections III (F*) A$,lJeflections /I 
living being get normal RR based o~ the except caster may use two of the . . 
being's level. Items moved about With additional options with the DeflectIon I 

. Mind's Hand do not have enough kine!ic . Psion (the same option may be selected 
force foran effective attack. See Hurlmg. twice). Example: "Deflect" 3 attacks o~ 

4) Deflection I (F*) ~: - R: 30m De!lects "deflect" one attack within 90m or. 
one missile attack (Includes thrown i' "deflect" one "burst" attack with a -60 
weapons) or prOjectile attack (up to Mark . mod or etc; : . ; ... ;; \. ' 
V or equivalent; not an energy attack}. A 13) landing True (F*) Caster can land . 
"Burst" attack from a projectile weap~n.. safely from a fall of any height, in any 
receives a -20 modification or one mlsslle""- gravity field (up ~01 Ox Terran normal) 
or projectile ( Mark I-~ or equivalent; no~ 99% of the time,".:' ~>L ~.: c' '. 

an energy attack) receIVes a::1 00 mod.; 14) 'Mind':s'~'ii/ld V (F) A.S above, except 
In order for the caster to ·deflec( an': caster may-move an object up to 100 kg/ 
attack, it must be in the his field of vision Ivl or a number of objects equal to his 
and must pass within 30m (it need not be le~el, each massing 100 kg, or any .. 
directed at him) combination between. Caster can control 

5) levitation (F) As above, except rate is and move the objects simultaneou~ly and 
15m/rnd. independently as long as the remain .. 

6) Manipulate True (F) D: C R: 3mllvl As within range~ . 
Manipulate above, except Caster may 15) Deflections V (F*) As Deflections /I 
operate the number of controls equal to except caster may use four of th~ 
his level each round. . additional options (the same option may 

7) Flight (F) D: 1 min/lvl R: S Caster can be selected more than once). 
fly at a rate of 5m/rnd (or.1.B kph). 20) Deflections True (F*) A"~issil~/ 

8) Mind's Hand (F) As above, except projectile attacks (up to and Includrng 
object of upto 10 kg/lvl may be moved. Mark V attacks) made against caster 

9) Deflect/ons II (F*) As Deflection.' with during the round of Psion effect are at -
one of the following additional options: a) 100 or one missile/projectile attack up 
"deflect" one additional attack; or b) to and including Mark X is a~ -100. 
increase the "deflect" mod. of one 25) Hurling III (F) As Hurling I, except 
missile/projectile attack by .-100 (not a caster may hurl. up to three objects, each 
"burst" attaCk) or c) increase the of 1 kg/level in mass, at one target. The 
"deflect" mod. of one "burst" attack by - ~ caster must divide his stat bonus and 
20 or d) "deflect" a second attack in the Directed Psion skill bonus between the 
next Fire Phase (e.g., one in Fire Phase A attacks, but each attack receives the mod. 
and one in Fire Phase B); or e) increase for range anda +2 bonus/kg of mass. 
the range to the "deflected" attack by 30) Reaiming (F*) D:- R: ~ All missile/ 
30m. Example: This Psion can a) projectile attacks made against caster are 
"deflect" two attacks; or b) "deflect" one reversed towards their source with a +10 
missile/projectile attack with a -200 mod. ( i.e., make the normal attack for 
modification; ore) "deflect" (-40 mod) the "reaimed" missile with a +10 mod.). 
one "burst" attack; or d) "deflect" two 50) Mind's Hand (F) As below, except 
attacks in sequence (e.g., one in Fire range is 1 Oml/vl and caster may move an 
Phase A and one in Fire Phase 8); or e) 1000 k /1 I' mass 
"deflect" one attack passing within 60 m. . object up to . g v rn . 

P-102 
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MIND OVER MATTER • . 
1) Warm Matter (F) D: 25 hrs R: T Ca • . 
can warm up to 1 cubic meter/level 0 • . 
solid material to 40° Centigrade. . • . 

2) Cool Matter (F) D: 25 hrs R: Td Cas1 • . 
can cool up to 1 m3 /level of soli mat • 
to 0° Centigrade. If trying to affect a 
hot object (such as an overheating • 
reactor) caster can reduce the tempel • 
ture by 30° (but never lower than 0). .' 

3) Portal Jam (F) D: 25 hrs R: T CastE • . 
can cause any portal (as large as 3m •. 
3m x 5cm) to jam by manipulating 
temperature and/or humidity. Door c. • . 
only be opened by breaking through, •. 
by casting another Portal Jam to reve • . 
the first - which receives a RR. 000 
can be jammed open or shut. • . 

4) Heat Matter (F) D: 1 minllvl R: T As • 
Warm Matter, except temperature can • 
raised to 200° C. at the rate of 50° pel • 
round. Caster is immune to this heat . 

5) Chili Matter (F) D: 1 min/lvl R: T As • . 
Cool Matter, except caster can lower' • 
temperature to -50° C. or cool someth • 
as much as ~ O~o =-- but never lower tl • . 
-50. Caster IS Immune to the cold ... ' . 

6) Pslon Shield (0*) D: C R: S Crea~es • . 
shimmering, transparent energy shlel( • 
front of the caster, which subtracts 20 • . 
from all frontal Psion Attack Rolls. If 1 • . 
Caster performs no other actions durh 
the round, he can 'parry' one Psion''" • . 
attack. Parry consists of dive'rting his •. 
own normal Psion attack bonus (nor- • 
mally + 1/1vl)to defense (in addition to 1 •. 
+20), therefore subtracting it fro.m the . 
attack roll being made against him: •. 

7) Refresh Atmosphere (F) D: P R: T • 
Caster can convert up to 1 0 cu~ic !lIetf • . 
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 "8" 
Impact critical as the air leaves, then • 
returns implosively. • . 

9) Shatter (F) D: - R: 3m/lvl Causes al • . 
one non-metallic object of up to 1000 • 
cm3 (1 Ox1 Ox1 0) to shatter. Target mu I 
be a Single piece of material, not a mu~ • I 
part object. Those nearby may suffer • I 
damage: a Mark I or " Shrapnel Grenac • I 
attack (GM: base the Mark # on size an, • i 
composition of object). I 

10) Disintegration (F) D: P R: T C~ster ., 
can cause an object of up to 1 kg In .ma ., 
or 100cm in volume to disintegrate m~~ • I 
dust. This could include an entire 'unit • ',. 
(such as a small gun or other assemble ,. 
device). ., ., ., 

:1 
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• :-' 11) Pslon Armor (0*) 0: - R: S All Psion 
.: Attack Rolls made against the caster this . 
.; round are modified by -50. 
• 112) Heat.Matter (F) As above, except that 
• t volum~ is 10 cubic meters~vl and caster 

:. can raIse temperature as hIgh as 5000 (or 
• { . until maferial melts). 
• ~~ 13) Chili Matter (F) As above, exceptthat 
• ~:~volume is,tO cubic metersllvl, and caster 
• ~{~n cool. o~jects by as!:"uch ~s ~200~G. 

1':,14) Undoor (F) .0: P ~: 3m. Gaus~s any,. " 
• . ~single door or portal (as large as 3~ ,x 
• ~~; 3m x Scm) to vaporize~ot~lIy.. '.' ,::.', . . 
• ~,15) Great Vacuum (F) 0: -::; R: 30m As .-: 
• ~. " Vacuum, except that the target radius is 

•
:- 10 m, and a "0" severity Impact critical is 
7 delivered to all within the radius. . 

• [ 20) Unstone (F) 0: P R: 1Dm Caster can 
•• disintegrate as much as 100. cubic meters 
• ." of rock or earth per level. . Metal, living . 
• flesh and artificial substances are . 

. unaffected. . , 
• 25) Mold Matter (F) 0: 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 . 
•. form immediately afterwards. .;. ,'~' 
• 30) Eyes of Disintegration (F) 0: 1 rndllvl 
• R: 3mllvl Caster can use anyone of the 

following Psions once per round for the 
• duration and at the range of this Psion: 
• Shatter, Disintegration, Undoor, and 
• Unstone. Caster need only look at the 
• target and will the Psion to be cast. 

50) Transmutation (F) 0: P R: 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. 

• • • 

1) Warm Matter 
2) Cool Matter 
3) Portal Jam 
4) HeatMatter 

Chill Matter 

TELEPATHY 
No.te: all Telepathic communication is 
instantaneou$ • 

1) Phrase (1*) D:.3 wordslimages; 1 rnd 
R: T.The Caster may mentally 'speak'to 
anyone other sentient being .. Unless the 
other being perceives reality in a radically 
different way, communication should be 
fairly clear, as Telepathy translates into' 
thought-images rather than words. Note 
that caster can speak with this Psion, but 
cannotgetcireply (unless he. casts Hear. 
or the other is also a Telepath anti casts 
Phrase or Speak.)··'" ,'.' ,'U, 

2) Speak (1*) D: Cft: T As Phrase, except 
caster may 'speak' a:s long as he wishes 
to concentrate.·'· . ';' ,', . ' 

3) Phrase (1*) As above, except~~ri.~e}~_ 
10 meters/lvl. " ,. i _ '. ' ,. ';, ...., -: 

4) Speak (1*) As above, except range is 3 
metersllvl., ;..' . '. 

5) Phrase (1*) As above, except range is 
10 kilometers/lvl. ... 

6) Listen (1*) D:'C R: T Caster is able to , 
'hear' communication produced in the . 
mind of another sentient. Sentient must 
understand what he/it is to 'do (can be . 
told 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 (1*) As above, except range is 10 
kmllvl. ,. . . ... 

8) Mass Speech (1*) D: C R: 30m Caster 
may mentally speak to a number of 

, individuals equal to Ilis level withir. range. I All 'hear' everything the caster 'says'. . 
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1) Phrase * 
2) Speak (T) * 
3). Phrase (1 Om/lvl) * 
4) Speak (3m/lvl) * 
5) Phrase{10 

9) Speech True (1*) D: 1 rnd/lvl R: 10mllvl 
As above, except caster need not 
concentrate. Note that caster can only 
speak to one target at a time; to change 
focus he must re-cast the Psion .. ' 

10) Telepath W) D: CR: 10mllvl' Caster 
may mentally Speak and Listen to one.' , 
other sentient for as long ashe concen- " 
trates. . . .: .... :.::.;.. .. 

11) Master of Speecli'O *)' D': l' roci/lvl R: 
.10rpllvl Caster can interch~ngE(the"~~:~: .. 
'powers of Spe,ak and Mass Speech at will 
for the duration of the,Psion' . '.""'i~v.' ~ .• ,: ... ~ A.'~:':! .; 

12) Mass Speech True (1*) D: 1 minu~.e~vl 
R: 10mllvl As Mass Speech, except' . 
caster need not concentrate. ',.!~ 

13) Far Phrase (1*) D: - R: 1 Light-,J) 
minutellvl As above, except range is .: 

. interplanetary in scope, .' " 
14) Telepath True (I*)D: 1 minute,1vl R:. 
10mllvl As Telepath,' except caster need 
not concentrate. " ' .. 

15) Distant Phrase (1*) D: - R: 10 Light­
yearsllvl As above, except range is :i~. J 
interstellar. " '. 

20) Lord Telepath (1*) As Telepath True, 
except caster may speak and listen to as 
many as 20 people over the duration of 
the Psion. .' ~,. 

25) Far Speak (1*) D: C R: 1 Light-minute/ 
Ivl As Speak, except range is interplane-
tary in scope. . . '. 

30) Far Telepath True (1*) As Telepath .~ 
True, except range is 1 Light-minute/ 
level. .' '. 

50) Distant Telepath True (1*) As Telepath 
True, except range is 10 Light-years/ 
level. 
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MIND INTO ENERGY ; 
1) En'e'rgy Perception (P) 0: C R: 3mllvl 

Caster is able to trace and perceive 
energy potentials and flows (such as in 
power supplies and circuits). Adds +10 
to all repair rolls on such devices, 

2) Drain Energy (F) 0: - R: TAllows 
caster to totally drain the power from one 
personal 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 Shield (0) 0: l' min/lvl R: S 
Caster's radiation protection level is 
raised by 1 factor (Radiation criticals are 
reduced in severity by 1). 

4) EI~ctrlc Charge (F) 0: - R: T Caster 
delivers an "A" Electricity critical to target 
that fails to resist. 

5) Human Battery (F) 0: C R: T Caster is 
able to power any piece of equipment 
which normally requires one non-flamer 
"cell". If 10 power pOints are used, the -
caster can provide power in place~f a 
"cartridge". If 15 power points are :Jsed, 
the caster can provide power in place of a 
"pack"" " ", ',: , . 

6) Energy Dispe..sall'(F;) 0: - R:S 
Caster can absorb part of the effects of 
one energy attack (e.g., laser, blaster 
plasma rifle) directed against him. Attack 
is at -100. (attacker must be in caster's 
field of vision). 

7) Drain Energy (10m/lvl) (F) As above, 
except caster can drain a personal 
equipment power supply (non-flamer) up 
to 101Tlllvi away. Power supply maybe in 
a weapon or device, and can be in 
operation. Items on a person's living 
body, however, receive a RR based on 
the person's level. 

8) Radiation Armor (0) As Radiation 
Shield, except caster's radiation protec­
tion factor is raised by 2 factors. 

9) Cloaking (F) 0: C R: S 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 level. 

10) Energy Dispersal III (F*) As Energy 
Dispe;sall, 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) 0: C,V R: T 
~~~ter draws energy from ntout him to 
":;-..rge a personal eqJipn':m~ power 

, ~uppl~1 (non-flamer).. If there is a reacto; 
~r Similar high-energy source nearby 

(within 10m), caster requires: 1 min. for, 
an cell, 10 min. for a cartridge, and 15. " 
minutes for a pack. A GM may allow 
larger power supplies to be recharged 
(e,g., 2 hrs for a vehicular energy cell' 
cluster). .f no high-energy source near 
charge times are multiplied x10. ' 

12) Power Surge (F) 0: - R: T Caster is 
able to cause a damaging power surge in 
a device or system; item whiro must be 
already activated or charged. Level of 
,damage is dependant upon °P's ex­
pended: 1 x (12PP) grants a Routine 
malfunction. 2x (24PP~ causes a Light 
malfunction; etc. (See tr.e Malfunction/ 
Repa~r Table in the Tecl' Book Dr make a 
percentile roll and treat as minutes x -
multiplier for time to repair.) The system 
invariably ceases functioning, ·then the­
GM should make the roll on' the table to 
determine severity., 0' ," 

13) Energy Dispersal 'v (F*) As Energy 
,DispersallJl, except caster can subtract 
100 from any five attacks made against 
him or form an energy burst attack from 
one weapon. Attacker(s) must be in " 
caster's field of vision. T " . 

14) Energy Retaliation (F'*) 0: ...: 'R:S ' ; , 
Caster can,reverse anyone energy attack 
made against him. The original attacker 
must receive the energy attack with a +10 
bonus. . " ' ". .'" 

15) Human Battery T~~'e '(F)O:,l rnd/lvl R: 
1 m 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 ,DisperSal True (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 see'the attacker(s). 

25) Power Enhancing (F) 0: C (max 15 
hours/day) R: T Caster is able to 
increas~ the power output of any system 
by one mcrement. Telepath must, in this 
case, stay in the engine room with hands 
on the drives. Nbte:ln Star ~trike and 
Armored Assault this would translate 
into Mark Number, Function Rating or 
Disp~acement Rati~g (e.g" a starship with 
?ub~/ght ~cceleratlon Rating (SAR) of 6, 
if thiS Ps~on was used on it, would have 
an effectIVe SAR of 7). 

30) Power Routing, (F) 0: C R:30m 
Caster is able to actas a hUman power 
conduit and transformer. He can tap ;nto 
reactoras far as 30m away and c~.arge a ' 
power slJPply 30m in the other direction 

"''- t:!-' I as !'I'l, _ .rrge r. we: ':":>;,r.'y ,':: t~~e 
re"":"~~' ." ~h'ere 'IS" ,': , ,: •.•• ' 
•• _,,'01,,; .• •.••• 1 . C".~l,~ ....... I""40f . 

!:-G:cat!:1(; "severed power condui .... "he­
can an:1ul it by ,_cting as !:le conc'!i!. 

.' • -• 
50) Power Enhancing True (F) As Power -
- Enhancing except caster can double a: -, 

system's function rating. Note: In star -

nSetr.ciekean~ Armorethd ASShaUIt this does nOl •• ', 
ssa,,:y mean . at tenet output (DB, 

Acceleration, etc.) IS doubled. Consult 
the declining return ratios detailed in the ., 
construction rules.' ' . . -.. • , 

CONCEALME'NT': '<.:': < ,: ,"':: . -, 
Note: Cbncealment allows the Telepath " -, 
to hicf~ hi.'TlSSlf frQm visual and electronic ., 
detactlJn. , .' ., 

.. : 3verlookl (M) 0: C R: 30 m Mod: -20 I Caster is able to cause one person to' - , 
"overlook" him. Caster cannot move and _., 

I 
an~' stimu:us target receives other than; 
vi~.ual regarding caster will annul the, ,; • 
Ps:r. Example: Burk~ Carter, Interstel-: • 
13rspy·an'f TeJepath, is searching a room' 
when he f:ea "S someon~ coining. As the: -
target enters, Burke casts Overlook I. ,J. • 
The target fails and does not see Burke J 
stand.1ng.:/:,the corner. However, poor ' • 
Burke cannot control a sneeze. Irrimedi-', • 
ately the target looks in Burke's direction: _ 
and sees him. ' . ';'" ' .,"!;" 

2) Chameleon (U) 0: 1 minllvl R: S'" t~· 
Caster (including all garments and':"::" -I 
equipment) will change color to match":';' - I 
the ~eare~t sUf(oundirigs~ This'adds+601 _, 
to H!din(" +30 to Stalking;.0~Wfl)!l;;;;,"\:,~ _, 

3) Cloaking I (P) 0: 1 minllvl R: S 'ta'stet~ 
gains + 10 vs detection by electronic ':. "~ - I 
means (scanners, sensors, radar)~ It is'f:; -,' 
not cumulative with electronic or ' , ., 
me~hanical,EW equipment. ' ,~ 

5) Hiding (M)D: C R: S Mod: -20 Similar; :, 
to Overlook I except caster is "Invisible"' _, 
to all (~ach target may still make a " 
Resistance Roll). Caster must remain _ 
immobile; any movement or noise will " • 
cancel the Psion. 

6) O'/eriook III (M) As Overlook I, except • 
,~aster may affect 3 types of sensory • 
mput of one ~rget (Sight, hearing, touch, _ 
taste, sme!l) or up to 3 separate targets. ~: • 
No.le: because this Psion affects areas of • 
' the ,brain rather than actual senses, it can' 
'be used to inhibit Kashmerian ability to • 
detect Replicants . . • 

7) CI.oa~ing III (P) As Cloaking I except _ 
C(lS ,er IS 3ble to modify detection , 
atte:n::ts by -30. -_ , 

8) Hiding T.·ue (M) 0: C R: S As Hiding, _ , 
~~c~p~ no, RRs are made; caster is truly 
mVlslole'. He must remain immobile. _, 

~O) Invisit~~~!y (U) 0: 1 minIM R: S ., 
Cas~er c~nnot be seen by normal visual 
rr:s:>.:1~, ?,f'lct is able to move freely. Any -, 

, c;~ :~;;: '. :ctic., {firing a weapon, strikin~ .-,' 
someone, ac:ivating a personal energy 
shield) w:1I cancel the Psion. :1 

:1 
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1) Energy Perception c 
2) Drain Energy 
3) Radiation Shield 
4) Electric Charge 
5) Human Battery c 

••. 11) Overlook V (M) As Overlook 11/ except 
• . one sense of 5 targets or all five senses 

of one target may be affected. 
• . 12) Cloaking V (P) As Cloaking I, except 
• caster is able to reduce detection 
• . attempts by 50. ;":' .:' " ., 
• 15) Cloaking X (P) As Cloaking I, except 

detl~cti(m attempts are modified by -100. 
• Cloaking True (P) 0: '1 :mlnhvl R: 3m ' 
• As Cloaking. I except caster may "",..,,-, 
• '. all within 3 meters; subtracting 1 
• 'per level from' electronic detection -ho ~:i 

attempts '(e.g-:;at 25th level, all scanner -
• . and sensor'rolls are-at -25):''i'J.,\:;;;,~~::',' 
• . 25) Invisibility True (P) 0: ~' minllvl R: -. 
• 3mllvl R Allows the caster to'cause up to 

one individual per five levels to become, -
• invisible (thus, five - including himself 
• -at 25th level). Each person's invisibil­
•. ity is treated as a separate Psion for _ 
•. cancelling effects. _ , : -.: ' _, 
.' 30) Cloaking True (F) 0: C R: 3mllvl R 

This very powerful Psion enables the 
• ;'-' caster to 'cloak' an area up to 3 meters 
.; per level around him (a 180 meter 
• ;', diameter sphere at this level) from 

. Electronic detection, subtracting 1 per 
• ; level from such attempts (+30 to cloaking 
• at this level). The Psion must be applied 
• to one object (such as a vehicle or 

• 
spacecraft). It is not cumulative with 
electronic EW/Stealth equipment. 

• 50) Invisibility True (F) 0: 1 hourllvl R: 
• 3mllvl R The ultimate stealth Psion, 
• Invisibility True not only subtracts 100 

from 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 shields. 

• • • • • 

" 1) Overlook I c 
2) Chameleon 
3) Cloaking I 
4) 
5) 

ARMOR' 
Note: Armor deals with the manipulation 
of energy to protect the Telepath from 
physical attacks and radiation, . 

2) Radiation Shield (F*) 0: 1 minllvl R: S 
The cast creates a frontal radiation 
barrier, reducing any radiation critical by 
one severity level. (e.g., a "CIt radiation 
critical becomes a _"B:\etc.) -- ,:, -,' , 

3) Sht~ld I (D) 0: 1 "mln))yl, II: S ,Caster , _, 
projects a shimmering force barrier'), < 

which subtraCts'10 from all frontal ,:.~., , 
attacks. He may also parryatlacks- using 
his Directed Psion skill bonus developed ' 
for this purpose. ' ,-' ',~: ' ,,,'.'~ ',_ _ 

4) ArmCir (AT4) (D) 0: 1 rninl!vl R: S for 
the duration of the Psion, caster is , 
enveloped in an energy field which acts 
as ArniorType 4. ,.-

6) Radiation Armor I (F*) 0: 1 mlnllvl R: S 
As Radiation Shield, except caster is 
protected from all directions. 

7) Armor (ATS) (D) 0: l' minI/vi R: S 
Caster is enveloped in an energy field 
which acts as ,Armor Type 8. _ '" \ . 

8) Shield" (D) 0: 1 mlnllvl R: sAs 
Shield/ except frontal DB bonus is 20. 

10) Armor (AT12) (D) 0: C R: S Caster is 
enveloped in an energy field which acts 
as Armor Type 12..; - .. 

11) Radiation Armor III (F*) 0: 1 minI/vi 
R: S As radiation Armor I, except 
severity of radiation is reduced by 3 
levels (a "0" becomes a "A", a "C" or 
below is ignored, etc.). 

12) Shield III (D) 0: '1 minllvl R: S As 
Shield I except, frontaWB bonus is 30. 
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1 ) 
2) Radiation Shield * 
3) Shield I 
4) Armor (AT4) • 
5) 

13) Radiation Armor 3m R. (F*) 0: C R: S 
As Radiation Armor I, except caster is 
able to protect everyone in a 3 meter 
radius (provided the radiation source is 
not within the radius as well). 

14) Armor (AT16) (D) 0: 1 minI/vi R: S 
Caster is enveloped in an energy field 
which acts as Armor Type 16. -",:. 

15) Shield V (D) 0: 1 'minI/vi R: S 'As .. -r\ 
-Shield I except frontal DB bonus is 50.'" 
20) Lord Armorlng (AT20) (D) 0: l' minllvl 
R: S Caster iseoveloped in an energy"' : r -
field which acts as Armor Type 20. ,>" 

25) Radiation Armor V (D) 0: 1 minllvl R: 
S Caster is immune to all Radiation-" ' 
criticals (not including Heat and E/~ctric- , 
itycritical). -'; - ,--

3D) Hull Armorlng I (D) 0: C R: T This 
Psion allows the caster to increase the 
hull strength of any Construct Armor : 
Type vehicle he is in contact with by one 
level (to a maximum of 28). Caster is ' 
limited in that he cannot reinforce the hull 
of a craft maSSing more than 1000 tons x 
his level (e.g., a 30th levei 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) Hull'Screen (D) 0: C R: T Allows the 
caster to create or augment an energy 'J' 

screen around a craft he is in contact 
with. Same mass restrictions as Hull -
Armoring I apply. The screen defensive 
bonus is 1 per level, so a 50th level 
would add 50 to a ship's DB. Note: for 
any critical delivered which indicates that 
screens are down or damaged, caster 
must make a Psion Failure Roll. 
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28.3 ____ ... 
FIELD OF CONTROL· " 
VOICE 

Nole: All Psions on this list (which 
specifically mention that the caster 
speaks) are ineffective unless the target 
has at least two skill ranks in the lan­
guage used. Regarding Psions with 

, extended durations, once the target has 
failed the initial attack, the caster can 
continue to control him via vocal 
communicatio.n, though with each such 
command there is a 10% chance the 
target will snap out of the contr.ol. ' 

2) Question (M) 0: - R: 3m, Target must 
answer one, single-concept question " 
truthfully. " 

4) Befriend (M) 0:1-minJIvl R: 10m , 
Tamet believes that caster is his, friend .• 
(but will not necessarily obey an order' 
from caster). Caster must spea~ to target 
at least once per round, though this does 
not require concentration..',',,'" ;~,"'; : " 

5) Command (M) 0: - R: 10m Target ';', 
will obey a single command (up to 3.,i,' 
words) from caster, e.g., "drop your ' ' 
gun!~. If the'command is for inaction .. 'j 
(such as,~don't move!"), the target is at ! 

25% of activity and technically 'static~ for 
, the remainder of the round." ,;; ..• ,';'i f 

6) Fear (M) 0: 1 min/10% failure R: 30m,; 
Target fears caster and will attempt to 
flee from his sight., " , f , . 

7) Suggestion (M) 0: 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) 0: V R: 3m Caster may 
speak one lie to the target, who will 
believe it to be absolute truth until " 
presented with irrefutable evidence to the 
contrary. 

9) Holding Word (M)D: C R: 10m Caster 
speaks the word "Hold!" Target is forced 
to meet the caster's eyes and is paralyzed 
until caster breaks eye contact (stops 
concentrating). 

10) Control (M) 0: 10 minllvl R: 3m Target 
must obey the caster as specified in 

, Suggestion,but for the duration of the 
Psion. 

11) Sow Suspicion (M) 0: 1 minllvl R: 
10m Caster can use this Psion to turn 
opponents against each other by making 
insinuating statements. Targets failing to 
resist forget the caster and argue 
amongst themselves. 

12) Seduce (M) 0: 1 hourllvl R: 10m Mod: 
-30 If target of appropriate sexual -"""~ 
preference and same race, caster is able 
to emotionally, sensually, or sexually, 
seduce the target, who will also obey him 
as in Contro/for the duration. There is a 
20% chance that the target is perma-;: 
nent{yemotionallytied to the caster " 
afterwards. ' 

13) True Command (M) 0:"':"" R: 30m 
Mod: -50 As Command, except for range 
and modifier (to target's detriment) and if 
target ordered to freeze, he is paralyzed 
for 1 rnd/10 failure. 

14),Mass Suggestion (M) 0: V R: 10m R 
As Suggestion, 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) Control II (M) As Control, except '~' 
caster may simultaneously control two~" 
targets. 

20) Lord Control (M) 0: 1 hourllvl R: 30m 
Mod: -20 As Control, but with increased 
effectiveness:: ' :, .' ' :,", 

" : ••.••• 1:: . '. •• • •. " ( 

25) Control True (M) AS Lord Control, ' , 
except target will obey caster iriall."':', ' 
things, including murder, sUiciOe,' etc: 

30) Great CO,ntrol'(M) D:, P'R:V" A{'i '.::' 
Control True, except Psion'is'permanent, 
until caster dies or.annuls it.~':',' , 

, , .... , .. "", 
50) Mass Control (M) As Lord Control, ' 
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) 0: C R: 30m Target feels pain, 
and operates at -30. 

3) 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) 0: - R: 30m Target is 
unbalanced. If he is moving he trips and 
falls (1-4 rnds to re~over); if performing a 
maneuver he must attempt it at -100. 

5) TOUch of Disruption (F) 0: P R: T 
Bones and tissues of target's body are 
disrupted as if he had fallen a long 
distance. If target fails his RR, by (1-10) 
he takes an "A" Impact critical; (11-20) = 
"8"; (21-30) = "C"; (31-40) = "0"; (41+) 
liE". 
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6) Agony (F) As Pain, except target 
operates at -60 . }'. 

7) Pain III (F) Caster may cause pain'to 
three individuals." . ',,-

, " .. ; ,: \ 

8) Choke True (F) As Choke, except caster 
need not concentrate for the Psion to 
"choke" the target until, he is unconsciou~ 
(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 Channel (F) 0: C R: 3m' Mo'd:-
30 A destructive channeling of raw Psion 
power. Caster extends hands and bolts 
of energy lance out to strike the target, 
who is immediately at -50 and receives 
one "B" severity Electricity critical per,' 
round. Caster must expend 10 PP's 
every round Psion is in effect. (Target 
only receives the one initial RR.) _ 

12) Agony III (F) Caster may Cause Agony" 
to three individuals:'" \,' " 

13) Disruption (F) As Touch of Disruption, 
except range is 30m', " ': .~, : _,,' ," ' 

14) True 'Agony (F) As AgOny,'except " 
, dura~ion,isJrndl10fai!urei': t,,~ -:;I";"i il3.t 
15) Mass Pain (F) Caster may affect a ~" 
number of targets equal to his level with· 
Pain. ',';" ": :~', '::: ,: ", :,.,':. ,"," 

20) Energy' Channel True (F) 0: C R: 10111 
Mod: -50 As Energy Channel, except,r' 
target is at -90 and receives a "E" 
Electricity critical every round; 

25) Torment (F) As Pain, except target is .'; 
at -90 due to intensity of the discomfort. 

,30) Disruption True (F) Mod: -20 R: SOm 
As Touch of Disruption, except for 
modifier and range, and target takes an 
"E" Impact if he fails to resist. 

50) Thought Into Pain (F) 0: C R: 100m 
Caster may use anyone of the Psions on 
this list at the rate of one per round as 
long as he concentrates. ' 

.. ,... *4.. ~ "~.' .• ' .. ~. ",., ~~: .... .. .'. 
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, VOICE , THOUGHT INTO PAIN THOUGHT MASTER 
1) 
2) Question 
3) 
4) Befriend 
5) Command 

• . : 1) Detect Tampering (M) 0: - R: 3m 
• '. ;- Allows caster to detect whether the 
• i. target's mind has been telepathically 
• . . tampered with (as with the Psions on this 

.·/ist and Mind Assault especially). 
• .Original'tampering' Psion may resist 
• '. detection at the level of the original , 

• FOrgetC~~\e~: 'p 'R;1 O~· 'Target forgets 
• '1 miry.·block of time from ,his memory; 
• time lost is the caster's choice. ';~'?' -
• Confusion (M) 0: 1 rnd/S failure R: 30m . 
• is incapable of making decisions 

• 
. or taking 'Offensive action. He may··..:'· 
• continue to fight a current foe or act in 

• . self-defense.,' .;hd .;.. . 

• . 4) Lapse (M) 0: 1 rnd R: 30m Target 
.' , momentarily ~orgets 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 -2S modification for 
• :< :: ?ne hour to whatever a~tivity/skill Yias 

.. ' Involved. A target makIng a superior 
• orientation roll might be able to act upon 
• another option that round. " .• ~, _ 
• 5) Mind Blank (M) 0: 1 rnd R: 30m 
• Target's mind is temporarily blank and he 

can do nothing.. . 
• 6) Forget (M) As Forget, except duration 
• of lost memory is ten minutes. ' " 
• 7) Mind Restoration (M) 0: P R: T This 
• Psion acts to reverse the effects of other 

Mind Control and Mind Assault 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 

• • • • • • 

1) Numbing c 
2) Pain c 
3) Choke c 
4) Unbalance 
5) Touch of 

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) Unlearning (M) 0: 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 -2S mod. for one hour 
after that. Caster must know that target 
has the skill before he can make the ' 
target Unlearn'it.(though seeing a ., 
blaster in the target's hand is'enough for 
the caster to assume that the target has 

',skill with a blaster .:.).·I£?' ~~(;f~: .' 
9) Forget (M) As Forget, except lost period 
of memory is one hour.' . ,: .. ,~l , , 

10) Implant Thought (M) 0:' P R:"30m -
Caste~ is able to implant one slngle­
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 +SO for his RR. If target 
resists by more than 2S, he perceives 
what is being attempted.>'" : 

11) Unminding (M) 0: 1 rod/S failure R: 
30m Targ~t's mind is completely blank 
for the duration. He cannot perceive 
events, 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. hourllevel. 

13) Unlearning (M) As above;' except 
duration is one standard day .. 

14) Amnesia (M) 0: 1 day/S 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 k,nowledge (if any). 

.. - , ..... ,.. ;;". 
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1) Detect Tampering 
2) Forget (1 min) 
3) Confusion 
4) Lapse 

Mind Blank 

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 Implant Thought ':. 
above. 

20) Cruel Unmlnding (M) 0: 1 rnd/S 
failure R: 30m Similar to Unlearning,' 
except target "forgets" al/ skills, and is 
unaware that he has forgotten each one 
until he tries to use it. Each attempt to 
cast a Psion inevitably ends in failure; any 
maneuver or attack is resolved with a . 
skill rank bonus of -25.' ;1::1 :'l:,: $:': :' 

25) Unlearning True (M) As Unlearning, 
except effect of Psion is permanent. ' 
Target is allowed to learn the skill again 
as if he had never known it. ..:',.' 

30) Mind Break (M) 0: 1 dayllv" 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 buffoon and 
useless. He can take no independent .. 
action.'" , ': 

50) Implant Thought Pattern (M) 0: V R: 
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 memories'are . 
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.,:, ~ ::,; ;:;. 

...... : 



MIND ASSAULT 
1) Distraction (M) D: C R: 30m Target is 
at -30 for all actions., 

2) Touch of Unconsciousness (M) D: -
R: T Target falls into a state resembling 
natural sleep. He can be awakened, but 
is at -25 for the first two rounds after­
wards. 

3) Disorientation (M) D: 1 day/5 failure R: 
30m Target must subtract 25 from all 
orientation and initiative rolls. " ' 

4) Flrenerves (M) D: 1 minllvl 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 
"total hit points" in the meantime, in ' 
which case they become real. 

5) Blinding (M) D: C R: 30m Target is 
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 30 m. 

9) Fireneives True (NI) AS' Firenerves, ' 
except target's "hits taken~ total is ' 
increased to 10 less than his "total hit 

. t " ' porn ~ ~ n . ',; :;.~: " .. ".' .. "', '! ' 

10) Mind Shout (M*) D: 1 rnd/1 iifailure 
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 a +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 cancel 
the Psion at any time (takes 1 rnd); the 
target can only cancel the Psion if he 
makes a successful RR(which he gets to 
attempt every hour). If either body is 
destroyed (I.e., killed), the Psion is 
broken and the dead body's original mind 
is also destroyed. The other mind is 
returned to its original body, but he is in 
a coma for one day. 

12) Coma (M) D: 1 hour/10 failure R: 30m 
Target is in a coma (unconscious and 
unwakeable). 

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 above, 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 all failing their 
RR by more than 50 are unconscious and 
at max hits. 

30) Transferral True (M) As Transferral, 
except caster can operate at -10 effective­
ness in target's body, and target may 
only make RRs once per day. 'j 

50) Great Shout True (M*) D: V R: 30m R 
Mod: -20 to all Telepaths Those 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 allow a Telepath 
to alter the way that the target(s) senses 
things and so a RR is involved for the 
target(s). Normally, a RR may be made 
each rnd to "disbelieve" a Illusion; after 
the first successful RR for a given target, 
all following RRsagainst the same 
Illusion by that target are modified by .~ 
+30. ~,GM may give special mods for . 
RRs against Illusions that a target has a 
reason to believe is unreal (e.g., if you 
put your hand into an illusionary wall, , 
you will findit ~asier to ,"disbelieve" it). 

1) Refraction (P) D: 10 niinllvl R: 30m ,,' 
Makes all inanimate'object'(up to 100 :,l 
,cubic feet) appear to be 10' to one side of 

.' its actual location.;)}' " ,~. \.. ""'oJ·. 
, " , '" " :'.~,: I"" ,c "..I, ,.",., 

2) Ventriloquism (P) ll:, C R: 30m Caster 
can speak and his voice will appear to 
come from a paint within 100'. (Point 
must be in his field of vision.), ' 

3) Audio Impersonation (M) D: l' minllvl 
R: 5 Caster is able to (seemingly) imitate 
the voice of anyone person he has heard 
in the last 25 hours - to all who fail their 
resistance rolls. Those Resisting by 01-
50 simply hear the caster as he normally 
is; while those resisting by 51 + realize 
what the caster is trying to do. 

4) Deafness I (M) D: 1 minl10 failure R: 
30m By suppressing certain brain 
patterns the Telepath can cause deafness. 

5) Visual Impersonation (M) D: 1 min/lvl 
R: 5 As Audio Impersonation except 
caster can appear to be any person he 
has seen within 25 hours. 5ame RR 
rules apply. 

6) Facade (M) D: 1 min/lvl R: 5 Mod: -30 
Creates a visual warping of a two 
dimensional area of up to 100 square 
meters. Caster can create whatever 
images he desires on the Facade. No RR. 

7) Displacement I (M) D: 1 minllvl R: 5 
Mod: -100 Caster appears to be off-set 
from where he really is; all attacks have 
no effect 1 0% of the time. Each time a 
foe misses him, the chance of that foe' 
rryissing again goes down 5%. 
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8) Visuailliusion I (M) D:1 minllvl 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). No RR.' ';:, ,; 

9) Phantasm I (M) D: 1 minllv! 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 immobile (the 
caster can resume concentration later 
and move the phantasm again). The, •• 
phantasm may be of any size to fit in'a ; 
1 m radius sphere.:' ".' , :'. I 

10) Silent Fence (F) 0: 1 minllvl R: 30m ~' 
Enables caster to create a sonic barrier ; 
either flat up to 100 square meters or a' 
hemisphere of 5 meter radius. Sounds ,I 
cannot pass through the barrier in either 
direction. ' ' 

1'1) Au'dlo Ir~personation 'True (M) D: 1 ,,' 
hr/lvl ~: S Mod: ~30 As Audio Imper':{i , 
~onatlon except for ,duration and modi: rl 
fler, and caster may also impersonate ~ " 
someone he has Pattern Stored. .. .~,:"" .. ,. ," ' f 

12) Visual Impersonation True (M)D:);J 
hr/lvl .R: S Mod: -30 As Audio Imper;,,,H ) 
sonatlon!ru~~xcep, yi,S~~1 stim~lu~ !SJ,,~ 

1~~~~:~I'lil~SI~~'II;I;('M):~/1~ ~;A~tA~~l~ 
300m Mod: -30 As Visual Illusion J,.-.:; is:!! 
except for range and duration, and caster ,! 

may triple the size or subtract 30 from all" 
RRs ,"; . . . : ';. .., i 

14) Phantasm III (M) D: 10 min/lvl R: 30m' 
Mod: -30 As Phantasm I, except caster 
has three images. 

15) Displacement II (P) D: 1 minllvl R: 5 
Mod: -100 As Displacement I, except , 
chance of missing is 20% 

20) Displacement III (P) D: 1 minllvl R: 5 
Mod: -100 As Displacement I, except 
chance of miSSing is 30% 

25) Facade True (M) D: 1 day/lvl R: 300m 
Mod: -50 As Facade I except image is as 
large as 10,000 square meters. 

30) Mirage (M) D: 1 dayllvl R: 1 kmllvl 
Mod: -50 Caster is able to create a three-' 
dimensional illusion Of great complexity, 
up to 10 km in radius (town, spaceship, ' 
etc). It can be made to move if the caster 
concentrates. 

50) Mirage True (M) D: Until dispelled R: 
10,000 km/lvl Mod: -50 As Mirage,' 
except caster can create a 100 km/lvl 
radius illusion (an illusory planet, even!). 
Of course, even the most basic sensor 
scan will reveal that there is nothing 
there. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •• • • • • • • • • • • 
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• • • • MIND ASSAULT ILLUSION POSSESSION 

• • 1) Distraction c 
2) Touch of Unconsciousness 

• 3) Disorientation 

• 4) Firenerves 

• ••• 
• -ff .t 

5) Blinding 

• t 
-} .. .r-

• ~f .: .-; . -, 
• ':1 

11) Transferral 
12) Coma 
13) 
14) Sensory Deprivation 
15) Mind Shout * 

.:; ~ 

: ~ pOSSESSION .. 
tf': Nots; ThePosssssion list IS devoted 

• ~. mainly to the concept of the Telepath 
• ~f, .. controlling or 'inhabiting' the body of 
• ti. ~nother being. 
• ':;2) View (I) 0: C'R: 3m/lvl Mod: -20 

~: Allows Gaster to "view" a scene t~r~ugh 
.~(;' another's eyes; target must be wIthin . 
• "'.range and sight, or within range and h~ve 
• .. been Psion1c Locked. r..-.... 

• 3) Panern Store (p.~) 0: - R: 3m11vl 
Caster records a mental panern of the·. 

.tari(et for future reference (in~luding 

..:ca~ing of other Psions on thIs list).' :, 
• :5) Sense (M) 0: C R: 3'!1/JvI Mod: -20 

·Uke View, except allows caster to . 
·-experience all senses of the target; caster 
• is in a trance and Extremely Hard (-30) to 
• ) awaken while using this Psion. . 
• (6) Metempslon (M*) 0:' P R: 3m/lvl 

8r Caster, on the threshold of death (to be 
• [~fdetermined by the GM) is able to transfer 
• J; his "soul" to another living body within 
• .• trange. Psion may only be attempted 
.': once (per death-threshold expe~len~e). 

'. , Caster's spirit (assuming the PSlon 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 skills. Should the caster attempt 
• to inhabit an animal, he will gain all 
•. instincts (GM may wish to devise rules 
• governing the control of such instinct as 

well). The Psion is permanent, and 
• Caster can live out a life in the body -
•. even Metempsioning to a new body when 
• . that one Is exhausted. Caster may even . 

transfer to a plant - but of course will 
• be immobile ... • • • • • • • 

1) Refraction 
-2) Ventriloquism c 
3). Audio Impersonation 
4) Deafness I . 
5) Visual Impersonation 

11) Audio Impersonation True 
12) Visual Impersonation True 
13) Visuallllusion'lII 
14) Phantasm III 
15) Displacement II 

7) Transferral (M) 0: 10 minllvl R: 30m A 
temporary (and less drastic) version of 
Metempsion. Caster and target's . 
consciousnesses are exchanged; the 
caster is able to 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 cancel 
at any time. If either body is destroyed. 
(i.e.; -killed), the Pslonis broken and the 
dead body's original mind is destroyed. 
The other mind returns to Its original :.' 
body, but is I~ acoma for 1-10days.· .. 

8) Far View -(M) 0: C R: 30mllvl As View 
except with the aid of Pattern Store, _. 
caster may see through target's eyes to a 
greater range .. : ~' .. ':.: .. .... .. ~ 

9) Far Sense (M) 0: C R: 30mllvl As .~. 
Sense except, with the aid of Pattern : 
Store, caster may experience tar.get's 
senses to a greater range. 

10) Knowing Transferral (M) 0: 10 min/lvl 
R: 30mllvl liKe Transferral, except target 
consciousness remains in his own body, 
so 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 
could very well incapacitate t.he b.od.y, 
however. Bodies must remaIn WIthin 
range or the Psion is cancelled. 

12) Ready Metempslon (MS*) 0: P . 
R: 300m/lvl Mod: -30 As Metempslon, 
except caster may p"reset target (using . 
Pattern Store). Jargetmust be in range 
at time 'of death or' caster fails. 

13) Distant View (M) 0: C R: 10 kmllvl As 
Far View, except for range. 
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1) 
2} View 
3) Pattern Store * 
4} 
5) Sense c 

Ready Metempsion * s 
Distant View c 
Distant Sense c 
Metempsion True * s 

14) Distant Sense (M) 0: C R: 10 kmllvl 
As Far Sense, except for range. . 

15) Metempsion True (MS*) 0: P 
R: 10 LYllvl Mod:-70 This Psion is 
designed for use with a willing target (the 

. Mod. includes the bonus). The caster's 
soul may travel up to the Psioo's range to. 
unite with a predetermined, willing "ca- , 
host". The two will share consciousness 
until death of the body, or Transferral.9f : 
one of the CO~S~!ous~esse;.~ .. }.;;;, .'J ~~~;;'i& 

20) lord Metempslon.(MS .} D~.~" .~: 'W};:: 
R: 10 LYllvl Mod: -20 ,As'Metempslol? " 
True, exc'apt Caster may' attempt to seiz~ 
the bodyofan unwilling host. .' _ ... :::~ .'. 

25) Transferral True (M) 0: 1 dayitvl --:-. 
R: 30m to cast, then 10 km/lvl Mod: -20 
As Transferral, except caster has 1 00% ~. 
control of body, and targ'et cannot .~...~ 
attempt to cancel the psion.ln fact, .,,.; 
when target .returns to Ilis bo~y, he has . 
no sense of time passage .. ,;.. '. 

30) Transferral Mastery (M,) 0: P .'; 
R: Unlimited after touching (to cast) :. 
Caster may exchange consciousnesses of 
two targets, move a consciousness from 
one target to another, etc. It takes 30 " 
rnds to cast because of its complexity. 

50) Psionic Body (M) 0: 1 hourllvl.or P: . 
R: S Caster is able to function without . 
his body. -It his body is destroyed, he" 
maintains an invisible, noncorporeal. : 
existence, able to cast Psions as no~mal 
(including inhabiting ariothe~ body). r~.e 
body is invulnerable to phYSIcal and . -._ 
energy attacks, and is at -100 to Psionic 
attacks. Should the caster utilize this .. 
Psion while his body is intact, he must .... 
return to it before the duration is over or 
it will die.· . , . 
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28.4 1IIIIIIi_ ........ 
FIELD OF SELF-MASTERY 
MIND'S DEFENSE 
. Note: By utilizing Mind's DefensB, the 

Telepath is able to better defend himself 
against Psionic attacks. . . 

1) Inkling (PS*) 0: - R: 30m Caster (if 
conscious and generally alert) is warned 
one round before someone is about to 
Psionically attack him (assuming the 
attacking Psion requires preparation). If 
attacker succeeds in a RR, this Psion is . 
nottriggered.... i, 

3) Psion Shield I (D) 0: 1 miniM R: S 
Provides +10 to casters RR (or DB if a 
physical attack Psion sl!~h as Energy' 
Channels) vs all frontal Psion attacks.' ", 

4) Mind Alert (PS*) 0: ~ R: S Mod: -20 . 
Similar to Inkling except caster can be 
in~tantly awakened; is aware of the 
nature of the impending attack and its 
direction;: '.' ' 

5) Pslon Armor,1 (D) 0: 1 min/lvl R: S As 
Psion shield I, except provides +10 to', ~ :- r 
caster's RR (or DB) vs all frontal Psion :; 
attacks in any direction. Not Cumulative 
with Psion Shi~/d.~;~:··'· :. (:';;..,:1,;:,,; : ~:,; 

6) Psio~ S.hleidlfl (0) 0: l' m'lnilvl R: S .:? 

" As, p,sion shield I, e~cept provides +30 to 
casters R,R (or DB) vs all frontal,Psion" 
attacks.s,}"",: <.'~:.~' .: . ";"~' ':,:i.l 

8) Mind Block (O*) 0: C R: S Caster is 
able to shield 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 II (D) D: 1 minllvl R: S As 
Psion Armor I, except provides +20 to 
caster's RR (or DB) vs all frontal Psion 
attacks in any direction. 

10) Ready Block (OS*) D: C R: S 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 automatically by 
the Telepath's subconscious. 

11) Psion Shield V (D) 0: 1 min/lvl R: S 
As Psion shield I, except the bonus is 
+50. 

12) Retaliation (M) 0: 1 minJIvl R: 30m 
Caster not only gains +20 to his RR vs 
one Psion, should he resist successfully, 
the attacking Psion is reversed on the 
original caster. Psion must be recast 
after a successful Retaliation; other 
Psions cannot be cast while this one is 
active. 

14) Pslon Armor III (D) D: 1 minllvl R: S 
As Psion Armor I, except provides +30 to 
caster's RR (or DB) vs all frontal Psion 

. . attacks in any direction. 

15) Mind Block True (O,S*<) D: 1 minJIvl 
R: S As Ready Block but Telepath resists 
probes as if he were five times (5x) his 
actual level, and does not need to 
concentrate. He cannot cast any other 
Psions while blocking, however., 

20) Lord Retaliation' (M) 0: 1 min/lvl R: 
100m As Retaliation, except caster is 
able to retaliate one Psion/rnd up to 
twenty (or he fails a RR). . 

25) Psionic Defense (OS*) D: 1 minllvl R: 
S As Mind Block True, except caster, . 
resists al/ Psion attacks as indicated .. 

30) Retaliation True (OS*) 0: 1 min/lvl R: 
S As Lord Retaliation, except caster has 
+ ll1vl 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 (OS*) 0: 1 minllvl R: 
S As Mind Block True except caster may 
cast Psions while using the Citadel is 
immune to all Psions below 20th lvi, and 
has ~.+1/M RR bonus vs all attacks. ' 

TELEPORTATION ;.., ~l" -\, 

2) Blink (F)' 0: '1 rndllvl'R: S Casterls'able 
to 'blin,k'(M of ~or,mal space-time for up 
to a number ,of rounds equal to his leveL 
Caster must decide 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 minutellevel R: S ' 
Allows caster to put himself and his 
personal equipment 'out of phase;: 
Caster's perception while out of phase is 
at -50, and he can~ot be hit by any 
weapon, nor can he attack or cast Psions. 
Caster is visible as three images of 
himself overlapping imperfectly: one 
blue, one red, one yellow. He may move 
at a rate of 10m/rnd, but at a risk of 
'dissembling'. For each meter (or . 
fraction) moved, caster has a 1 % chance 
of "dissembling'" in a colorful display 
(takes 1 ~1 0 "E" ElectriCity criticals). Roll 
is made when Psion is terminated. 

5) Leaving (F) 0: - R: S Caster teleports 
himself to a point 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) 0: 1 min/lvl R: SAllows 
caster to merge (body + 10cm depth) 
into any normal material. Caster cannot 
move or see while merged . 

• ~~ - I 

• • • 
7) Long Door (F) As Leaving; except caste • 
can pass through barriers by specifying • 
exact distances. An attempted Long, • 
Doorwhich 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) Leaving (F) As above, except range is • 
100m :.' "; '.' • 

9) Phasing True (F) 0: 1 minJIvl 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.' • 

1 0) Teleport (F) As Long Door, except -
movement range is 10 kilometers/lvl Thi! • 
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 case of teleport· • 
failure, first determine direction of end-', • 
pOint error, then distance (open-ended, 
roll for number of meters). In case of J • 
regular Psion Failure, caster never leaves • 
departure point. ,'. ·i. .::: . ! \- .... i • 

11) Passing (F) 0: 1 minJIvl R: S Caster ii 
able to ~hJft his molecules and so pass:il • 
through any normal material of thicknes~ • 
up to 10 centimetersllvl. If the caster';;( • 
attempts to pass through an activated :~ I • 
energy shield of any type (he will sense ~ •. 
the. proximity of energy shields), he muS1 
resist versus a 1 st level attack or his • 
molecules will be hopelessly scrambled! • 
(he is dead). A successful RR cancels· ' 
the Psion an'd bounces him back safely: • 
intota normal\~tate.: • 

12) L:ong Door (F) 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 Teleport, except • 
there is no additional failure danger if • 
caster is in mental 'communication • 
(TelepathtJ with a friendly entity at the • 
destination point. • 

20) Long Door (F) As above, except range • 
is 300. meters. \ : 

25) .Passlng True (F) As PaSSing, except' • 
caster may pass through up to 1 meter 0 • 
material per level. • 

30) Mind's Portal True (F) As Mind's • 
Portal, except caster's travel range is 
unlimited - even to interstellar dis- • 

. tances. • 
50) Teleport True (F) As Teleport, except • 
caster's travel range is unlimited. • 

• • • • 
j ~.. "" _ '-J/ '" .l~ ,.l -' ........ ~. ~' •• :.J/:"'. ..~ ~" ...... ~' ....... ! .. , """, .. - ~~."'.ti .. · . . • • 



• • • • • MIND'S DEFENSE TELEPORTATION . CHANGING 
.1) Inkling * s 

.~: Psion Shield I ' 
• ,4) Mi~d Alert * s 
• .5) PSlon Armor I ., 
• .. ; .' 

, '7) Passing '(P) 0: -- R: 5, Caster may 
• f Nole: With the Changing list,the TeJepath pass through any 'm~terial up'to 1 meter 
• tJeamsto control the molecular bonding thick (Psion ~implydoes not activate 
• rofhis body. By shifting the bonds ",wben attempting to.pass through thicker 

• 
Without actually-affecting the structures, material. -,' " ',,' 
tlieyskilled Telepath canas.sume , ' 8) Great ~erOe,W) .0: 10 min/ivl R: 5As 

• 'different forms - or even learn to-pass , 'Merge e,~ceptcaster may turn w~ile ' 
• through 'solid: objects.'Nofe that .,', merge~ and. view the Qutside from within 

eassingls leamed much earlier o.n ,this, ",' _~the object. '. , ' 
.Ii§tthanon Tsleportallon.fheconcepts, 9) ShaJl8-shJftTru~,(P)'D: 10 minlli,{R: 5 
• ot'pass1ng are more related, ~o ~ molecu7, , ,As Sflape-shift,except caster need not' 
• Ia~shift thanto a spontaneou,smafterl" concentrate~'andjsabte to appear exactly 
• energy !,ransfer. "':':'~' 7:" ' ',<".;.: the same as as,pecific Individual." " 

I) CO,ntcJrtJona (P) D: V R: S ',Atlo,ws the .,', 10) Metamorph (p) D: 10 mlnllvl R: S As 
• tcaster to slightly alter his muscles, limbs, - ' Shape-shift,' except caster may adopt ahy 
• :arid triJnk; ~his facilitates esca'pingfrom ,lifeform within 20% of his normal mass. 
• J!onds and small .places.' ' ,":' _', 'Caster musttak~ on a form similar to his' 
.~) Study' W),D:,~R: tOOl ,Caster .studies own,(a human Gould b.ecome a Transhu-

and me.morize$ the ~p'pearance and ' , m~n. V pr;~ven pn .Idonan, but n9~ a , 
• mannensl11sof. a being, for later use In I' Tnlopt~r or Aoemaran. 
• other Psiooson this li.st. 
.) Mask, (P)Q: 10 min/ivl R: 5 Allows, ' 
• caster to alter the form of his face; if he 

Studied a being he can take on the exact ., , ' " " 

orm.~, ' , 
.) Merge (P) D: 1min/lvl R: SAllows 
• caster to merge (body +25 cm depth) 
• into any solid material. Caster cannot 

nove while merged., Caster is also " 
• mabie to pass through force barriers 
• :shields). 
.' Shape-shift (P) D: C R: S Caster can 
• liter his body to the form of another 

lumanoid race (no increase In massk -
• ibis cannot be a specifiC person: -' -, ' 
• ' Mask True (P) D: Until cancelled R: S 
• \s Face Shifting except for extended 
.'uration. ' ,~ 

• • • • • • • 

P,-111 
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1) Contortions 
2) Study * 
3) Mask 
4) Merge' 
5) Shape-shift c 

12) Merge True ,(P) 0: 10 minllvl R: 5 As 
Great Merging, except caster may cast' 
Psions on himself while merged., , ' 

,14) Metamorph True (P)'D:' 1 OmllVl R': 5.' 
Caster is able to assume any form within 
50% of his OWn' mass' a:ndeven assume" 
fairly different physi(!alshapes (such as 'a 
5nee or a TriloRter ~,but not a Wihr- , .' 
Kohl or a Aoemaran, ': " 

15) Passing True (P) D: C'R: 5 Caster is " 
, able to pass through as much as 1 meter!",; 

Ivl of solid material: ; ,: , ' " ,"," 
20) Lord Metam(lrph, (P) 0:' 1'h~~vl R:~S, "~ . 

, , 
As Metamorph Tru'e, but caster also , 
gains theabiliti,es as well as the oU,tWard 

, form he has as§ui11ed (the;Snee Armor 
, Type and strength, tlie Trilopter trinary, 

brain capabilities,'8tc.)~ ~ ':', ' ' ' , , 
25) Shifting (P) D:,l h(/Ivl R: 5 As Shape­
shift True,except ca~ter may change' 
form at will without casting 'another Psion 
(1 rnd is required per change). 

30) True Change (P) 0: 10'minllvl R: 5 
Caster is able to assume the form of any 
fairly solid object (no more liquid than a , 
very viscou$ fluid) of between 50 and ,,', 
200% of his actual mass',' Caster can "~i, 
even assume the form of an inanimate 
object, such as a chair or door. , ," " 

50) Master Metamorph (P) 0: Until 
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 rnd is 
required per change). 



MIND DISCIPLINE 
1) Detect Probe (I*e) D:':"" R: S Psion is 
triggered whenevercaste('s mind is . 

~
being probed, attacked or monitored, and 
probing Psion failS a RR modified by -2S. 
) Concentration I (U*) D: - R: S Adds 
10 to any maneuver (not combat). 

4) Recall (U) D: - R: S Caster gets a 
2S% chance of recalling some key fact or 
occurrence from his subconscious, 
which could relate to the current situation 
(could be from his background or 
something he has forgotten). 

5) Memory Trance (P) D: P R: S Caster 
enters a trance-like state where he is 
unable move or talk, and is in fact not 
consciously aware of his surroundings. 
He is able, however, to absorb and 
flawlessly memorize audio or visual 
information at 10x normal speed. The 
session can last up to S hours, and the 
caster can pre-arrange the ending time, 
or have the computer (or whatever is ~ . 
feeding the1nformation) give a Signal 
which terminates the trance. Otherwise 
the trance is difficult to come out of, and 
the caster is groggy for 2-20 rounds if 
disturbed or wakened by someone ' 1· 

unaware of the 'trigger'. Useable once 
per day only:. .' ". .' 

6) Observation (U) D:~ R: S Caster;, 
gains inSight or facts by observing a .. 
person or thing (as far away as 30m or' 
'equivalent with high-quality equipment) 
with intense concentration. 

7) Concentration III (U*) As Concentra­
tion, except bonus is 30. 

8) False-Pattern (p*e) D: -:"R: S This 
Psion is triggered any time someone 
attempts to Mind Pattern or Pattern Store 
the caster and fails to resist detection 
'(with a 50 modification to the Patternerl 
Storer's detriment). It generates a false 
Mental pattern, different every time. 
PatternerlStoreris unaware that he has 
taken a false pattern. 

9) Unpresence (P) D: C R: S' Caster is 
undetectable by Presence, Mind Pattern 
and similar Psicils. 

10) Mind Block (P) D: 1 min/lvl R: S 
Caster gains a +20 to his RR vs all 
Psionic Attacks (I.e., attacks involving a 
Psionic Attack Roll, PAR). 

11) Concentration V (U*) As Concentra­
tion except caster has a +SO bonus, " 

12) Fa/sePresence True (p*.) D: 1 dayllvl 
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 
based on a roll). 

14) Sensitivity (P) D: - R: S Similar to 
Observation, 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 bonus. 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. 

20) Observation True (P) D: 1 min/ivl R: S 
As Observation except virtually nothing 
escapes the notice of the caster. There is 
a duration, which implies that the caster 
is constantly receiving input - including 
from other persons in the room: nervous 
gestures, significant 'glances, body 
language, etc. The GM should be' aware 
of the enormous amount of information 
which the truly observant can gain. 

25) Sensitivity True (P) D: 1 min/lvl R: S 
As Sensitivity, but with the added 
potential as discussed in ObServation 
True above multiplied by all senses. 

30) Correlation True (P)As Correlation, 
except no roll is involved and conclusions 
are obtained automatically, based even . 
on scant information. "," ..... 

50) Mind Master (P) D: 10 minllvl R: S· 
Caster is able to freely use Total Recal}, . 
Sensitivity True, and Correlation True at 
wi" for the duration of thePsion. 

BODY DISCIPLINE 
1) Touch / (U*) D: one maneuver R: S 
Caster gains superior tactile sensitivity, 
enabling him to perform small maneu­
vers (repairs, picking a lock, a surgical 
procedure) at + 10. Can be cumulatiye 
with Concentration. 

P -112 

• • • 
2) leaping (F*) D:'1 rnd R: SAllows • 
caster to leap 20m laterally or Sm . • 
vertically (on Terran-normal gravity) in' • 
the round that the Psion is cast. • 

3) Speed III (F*) D: 3 rnds R: S Caster • 
may act at twice his normal movement 
rate, but must spend a number of rounds' • 
equal to the rounds 'Speeded' at half-rate ~ • 
(immediately afterwards). Caster must . .' • 
still act within the round sequence. . :; 

4) Dodging I (F*) D: 1 rnd R: S Allows,~ • 
caster to dodge (-SO to attack roll) one .!~ • 

nonenergy.attack (missile, projectile or;] • 
melee). The attack must be in caster's ,.: • 
field of vision. .. ~.~ 

5) Flip I (F*) D: 1 rnd R: S Allows caster) •• 
to somersault in midair, landing up to 3m " 
away, fully oriented and facing any ,~'. 

',-.t: 

direction. +30 to DB while 'flipping'. ,;;i. 
6) Hold Breath (U*) D: 1 rnd/lvl + 6 rnd '~{l • 

base R:S Caster is able to hold his .,:~ 
breath for an extended period by con-... ;hi • 

• I ~ • serving oxygen., '. ".' .... ~ . .. ,;t~ 
.7) Great leap (F*) As Leaping, except '. \ • 

limit is 3m/lvllaterally and 2m/lvl , .. t1 
vertically (on Terran-normal gravity). 1 .. .'~\~ • 

8) Dodging III (F*) As Dodging I except 3;~ • 
attacks can be dodged.,,,~., .:". "I'.~ J • 

9) Touch III (U*) As Touch except 30 is :-:.. • 
added to the man.euvet·~.( ,,'- ~. ;~.,.;:\'.,,~~s; • 

10) Haste III (F*) As Speed 1/1 exceptn9,I'. • 
half-rate rounds are assessed;.:;:.' :: ':;\\ 

11) FlIp III (F*) As Flip, except 3 rapid·,.,\1':' • 
'flips' may be executed in quick succes-~:~,. • 
sion. . , ,/,.tM • 

12) Speed V (F*) As Speed 11/ except :'3~. 
caster is 'Speeded' for five rounds.·~ • 

13) landing True (F*) D: until landing R:·~:;$ 
S Allows the caster to land safely in a fall ;'1 • 
of up to 1Sm/lvl 10,1 • 

14) Haste V (F*) As Haste 1/1 except casterf • 
is 'hasted' for five rounds. ::1, • 

15) Wa~~runnlng (F*) D: 1 min/lvl R: S . ':~ • 
Caster ;s able to walk or run on any SOlid,': • 
surface up to 91)0 from the gravity source' : 
as if he were on 'flat ground'. 'ii~ • 

20) Dodging True (F*) As Dodging except :~' • 
all (including energy) attacks against .' ~o • 
caster are at -SO. . . : .. :,~ • 

2~) Haste X (F*) As Haste 1/1 except caster,:; • 
IS 'hasted' for ten rounds. ' ... 1, 

30) Celllngrunriing (F*) D: 1 min/lvl R: S '<"Z • 
Caster can walk or run on anysolid ··'s,. 
surface as if he were acting against his . ;;'1 • 
homeworld gravity. This includes 
surfaces on which no gravity field is~li • 
operating (e.g., the outside of a space- '; i • 
.ship) as well as 'ceilings'. ';1: • 
50) Master of Self (F*) D: 1 rnd/lvl R: S ::.\ • 
Caster may utilize anyone of the non· .'>­

Speed/Haste Psions on this list every rnd. '" • • • • • ,-:.'t .... '*'.- af~'t;l'. "' ;~, :;.· .. 1:+~ ' •• g.. ~ .\,' .. .., lrZ.,·~·1-is 'l<~ ", "Ilk-' ..... !. ~ .' t •• •• :,,~ ......... " .. : : ... .. 
• '''~ ,- ' ..., : ,. ~ ~ ,~~ ~ ~ • '> ~~ -, ~ ~," '- -

• • 



• • • • 
MIND DISCIPLIN~': .:\ '~." ; >BODV OISCIA(fNE ' METASdt'IC 'CONTROl:' 

• " l, '. ~. • I • ..; •• 

• • • 1) Touch 1*. 

• .: 1 ) Detect Probe * • 
2) Concentration I * 
3) 
4) Recall 

2) Leaping * 
3) Speed III • 

, 4) Dodging I * 
5) Flip I ~ . • • • • • • • • • .:; 

5; Memory Trance 

.:;;: 

.~ . . ~} ... " .. " 
.,( 

: I METABOLIC CONTROL 12) Tissue Repair True (H) As Tissue 

• 
~t 1) Clotting I (H*) D: C R: S Reduces hitsl Repair except caster need not concen-
~i:;: rnd by 1, and atter one minute of trate. Wounded area must be kept 

• ii· t t' th t . t immobtle, however. Will repair a 
. 
:: concen ra IOn e s oppage IS permanen. --!destroyed' muscle or tendon (or similar 

• ~ 2) Pain Relief I (HS*) 0: C R: S Takes off., ~ssue) in 25 hours while caster is in a 
• ~ one concussion hit/minute. trance ... 

:3) Unstun I (HS*) 0: - R: ~ Casteris R 
• ...• relieved of one round of accumulated 13) Pain Relief True (HS*) As Pain elief 
• .. ' I except 1 hit/round is relieved, and , 

J stun. -~c. .,' .,' - caster need not concentrate":~lffle is 
• <4) Mask Pain (HS*) 0:1 min/lvl R:. S. < ~ - conscious, caster may keep this Psion 
• ;. Caster is able to sustain an additional ' from "Subconsciously" activating: 
• ;:; 25~o of his total concuss!on hits ~efore 14) F~cture Repair. True (H) As Tissue " . 

;' losIng consciousness. Hits are stIli taken Repair True, except will repair bones and • r~ and remain when the Psion lapses. cartilage. .,:. ,j_ 

.[ 5) Cut Repair I (H) As. Clotting I, except 1.. 15) Ne'utrallze Poison (HS*) D: CN R: S 

.:- hit of bleeding is permanently s!opped The !foison is the target and must make a 
~ every round. . ' . RR h k b hi P' F") 

• 6) Tissue Repair (H) D'.' PIC R.· S Caster is . vs t eattac y t s slon.· al ure means that the poison is permanently 
• able to repair one damaged (but not·. rendered harmless. Caster must 
• 'destroyed') muscle or tendon (~r similar concentrate for 1 hour to completely . 
• tissue). This requires one hour of destroj the poison, and the effect is 

concentration. delayed for as long as the caster concen-
• 7) Fracture Repair (H) As nssue Repairtrates in any case. 
• except this Psion will repair'bone or 20) Regeneration (HS*) 0: V R: S Caster 
• cartilage which is broken, cut or torn (but is able to regenerate lost limbs, damaged 
• not 'shattered' or 'destroyed'). or des!royed organs (not the brain) while 

8) Unstun '" (HS *) As Unstun I except in a trance. Notll that, if caster is 
• three rounds of stun are immediately SCprJ::lf,G ~o C:ie f~om such a wound in a 
• relieved. ' ' give~ per:od, this Psion will not save him 
.9) Vessel Repair (H) As Tissue Repair, unless it complete3 the repair before that 
• except repairs one vein or artery. ~ time. Time required varies: 5-100 days 
.10) Resist Poison (HS*) 0: C R: S Delays for a limb ~fir.ger to leg}; 10 days for 

• 
the effect of a pOison as Icng as the damaged organ; 50 days for destroyed 
caster concentrates. organ. Na!iJral!y, if the heart, liver,' etc is 

.,1) Mask Pain (HS*) As Mask Pain, destroyed or damaged, the caster will die 
unless he is in a Medstasis uni~ or 

• except additional 50% hits can be taken. ctherwis.:: kept artifi-=ially alive. If the 
• organ is a kidney, eye, etc., he will be 
• able to hold O!Jt. 

P .•. ~13 
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1) Clotting I·e 
2) Pain Relief I * c 
3) Unstun I * s 
4) Mask Pain (25%) * s 
5) Cut Repair I c 

25) Resist Stun (HS*) 0: - R: S Any 
stun delivered to caster is immediately 
annulled. 

30) Trance (HS*) 0: V.R: S If caster is . 
struck a death-blow, this Psion places . 
him in a trance-like state. He does not 
die, but is in suspended animation. If 
caster is able to subconsciously utilize 
the repair PSions above (or, Ideally, ' .. ',. 
Renewal True, oelow) the trance will last 
until he is able to regain consciousness 
- even if it requires days. 

. ", ··B 

B 

) 

50) Renewal True (HS*) 0: V R: S If .. 
caster is forced to revert to Trance 
(above) or otherwise rendered uncon­
scious, this Psion is triggered, arid it 
utilizes all Psions necessary to repair the 
caster, at a total cost of only 50 PP's. 

• • • • • 
, • , 'c' :'. • 

I. • ~ : ";'::'r 

I 



28.5· _____ _ 

PSION DEFINITIONS AND 
NOTATION 

PSION ABBREVIATIONS 

0: = Duration: 
R: = Range: 
Mod: = special modification to a RR 
rnd or rd = round (a battle round of 

approximately 10 seconds) 
Ivl = level (normally of caster) 
min' = minute(s) 
hr:: hour(s) 
R or Rad = radius 
km = kilometer(s} 
m = meter(c} 
kp.h = kilometers per hour 
RR ::: Resistance Roll ' 
PP = Power Points . 
pt,~ point.", ',."'. ,_c, 

. PSION CLASSIACATIONS 

G = free; Psion does not require Power . . 
Points to cast, 

-\ = :nstantaneous; psion does not require 
preparation: '>Ji;;~ >',: . ',. : , . 

;:;: lJ = Utility PSion; a genera! use Psion that 
';~ doesn't physically affect anyone of ," . ~ 
~: anything but the caster.· , t,' , 

? s = 8ubconsci6'u~ Psion; a Psion that is' , 
. triggered by the subconscious. Most do 

not require the conscious casting of the 
caster. . 

I = Informational Psion; a Psi on which 
gathers !nformation. 

P = Passive Psion; a general use Psion 
tr.a~ u~ually involves another person or 
thin~, ~ut not actively. 

o = Defensive Psion; allows caster to 
!r;lsist of withstand the effects of a PSion, 
the elements, etc. 

F = Force Psion; involves the manipulation 
'of matter, energy, the elements, etc. 
tt:rough the use of a Psionic force. 

M =r':lental attack Psion; an attack Psion 
affecting the target's mind. 

PSION RANGE 

S = 8elf; Psion can only be cast on the 
caster himself. 

T = Touch; the caster must touch the 
target (or what he is wearing) in o'rdSr to 
cast the Psion. 

Distance 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. 

Distance / Ivl = Psion can take effect 
anywhere within: [Distance] x [level of 
the caster]. 

PSION DURATION 

- = Instantaneous (or negligible time);· '. 
Psion's effect is instantaneously 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 no longer 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 creates a 
"permanent" ice cube, it will melt and 
evaporate normally after the Psion is cast 
(or its duration expires). 

29.0 
ADDITIONAL PSIONS 

I V = '!ariable; depends on the Psion. 
C = Concentration required; caster can! 

perform 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 flvl = Duration is the Time multi­

plied by the caster's level.' 
Time f # failure = Duration of the effect is: . 

[the amount that the target's RR is below ~ 
the minimum needed to resist the Psion] . 
+ [the #] x [the Time]. :;, 

· ' • • • .' .' .1 
.1 
.1 
·1 
·1 
·1 :1 
.1 
.1 
.1 
.1 
.1 

... 1 
" .1 
';: .1 

This s.eCtiori'pres'ents a·nuinber of PSions which conceptually fit within the PSion list''';' • I 
structu re; ,but areeit~ef "High-Powered" Psiar,s (i,bove 50th levei) or supplemental ' ~'::' f\ • 1 
additional Psions bel.o'll :~~I~\';'" ,"'sio::s ar~ O,~?3.~:~e:bY .~i~ld ~np"list! . ': : ' , :', "; ,:; i I' 

Both ~pes. are optlClna, c~., .eo; ts. to ~e us~c. at .~: ~~M s dlscretlon~. ,In some cases a:.rn : ' 
new PSIOr.. w.11I hav~ a level and list deslgnat.lon which ?laceS it at the same spot as an .'\;1 1 
alreadyeXlstmg PSlo.n: The GM has the option of makmg the player choosewhich-: .1' 
Psio~ their ch.aracter has learned or al~Jwingknowled.ge of both Psions althat levei. If' ~ • ' 
the first case IS chosen, t:1e .lM ma~' allow the playe:-to Jearn that section ofthe list a ',lj • 1 
secor.d ti~et~ :obtain the use of both sets :1f PSions::',,:;:,:;:':', ',,' ~';' i/~ ,,:>,: ,:, :i('~:J5~ .1 

29 1 ' ; " Ja • 1 
• 12) Fog 50m R (F) 0: 10 minllvlR: 100m!, I I' 

FIELD OF ALTERATION ,Ivl As Fog above, except for extensions. 'J • ' 
.r\ 25) Clouds (F) O~ 10 minllvl.R: 1 kmllvl :~~. 1 TElEKINETICS 

1) Landing (F*) 0: Varies R: 8 'Caster can 
land safely in a fall/jump of up to 20'IIvl, 
and can take that distance off the severity 
of any longer fall. 

60) Telekinetic Tow (F) 0: C,.R: 10,000 c 

kmllVl Allows the Telepathto hold or pull 
an object up to 100 kgllvlmass as a Mk. 
10 Tractor Beam (see Star Strike). 

90) TelekinelicTow True (F) 0: 1 hrllvl R: 
1 CO,O~Ok!.1l1vl As Telekinetic Tow, 
exr;ept mass !s 1000 kgllv:, caster neec 
not r:oncent;ate, and t:a's Towing powe~ 
equal to half his IvI (Tractor Beam Mk. I). 

MIND OVER MAlTER 
6) Fog 5m R(f) 0: 1 minllvl R: 10mllvl 
Allows caster to create, a den~e fog up to 
5 mR, with the center up to 1 em a Ivl 
away. Fog can only be created where it, 
could oCGur naturally (fog need not be 
water based; a methane fog couJd be 

, created in such an environment). Fog 
disperses naturally after Psion duration. 

9) Unfog (F) 0: 10 minllvl Po: 8 Caster is 
the center of a clear zone up to 10m in 
radius where any fog, smoke. or vision­
restricting gas is completely dispersed. 
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Cas~e~ is able to summon (or disperse) 1 .1 
clouds. This Psion has the same '3,' 
envi:onmental restrictions asFog.i: • , 

40) Treinors (F) 0: 1 rod R: 30 meters/lvl ! • 1 
, 'Caster is able to create a ve,ry minor • 1 

eartt!quake- approximately 5.5 on the ..., 
Rtchter scale., It is string enough to makE .' 
loose ob;ects rattle, but most structures 

, wou!j remain undamaged. On unstable • 
planets, there is a small chance that it • 
'co~l~ !:-igce.-a more serious earthquake. • 

,60: l~!kc5 :;:)0: V R: T (extent varies) • 
Erables cast~r to trigger an earthquake, 
which can be delayed up to 1min/ Ivl. • 
Severity of quake is determined by'a roll: • ' 
(01-,20) ,;; 5.5, (21-45) =6, (46-65) = 6.5. • 
(66-8e) =.7.0, (81':89) = 7.5, (91-95) = I' 
8.0, (96-9B) = 8.5, (99-100) = 9.0. Note •• " 
that the Richter progression is exponen-
tial not linear, so that the upp'er numbers .1 
are many,times more severe than lower 1 
ones. Saver quakes can be felt decak- .- I' 
licks ,(tens of kilometers) away, have ! 

sev~ral ~ftershocks, and even trigger a .1 
natural series of Quakes If near natural _I' 
fault lines. ' ' _ ' 

_I 
.1 
.1 

, .~ ... '. " r' • '. • ~ .... ~ ~ ~" t 

, :1 
.,,~ .J. L .•. TC, 
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~ .:." .~ ..... "to .t~:'" :.,. 
·r .! 
• TELEPATHY 

60) Telepalh (1*) 0: 10 minI/vI R: V As 
• Telepath True except range is unlimited. 

: MIND INTO ENERGY 
1) Energy Boll Mk I (F) 0: - R: V Caster 

• is able to channel raw Psionic energy into 
e a concentrated bolt. Treat as a"Mini 
• " Laser" attack for ranges, Mark #, and 
• -, attack table (MasteriNeapons Charts, 

", Tech Book). Skill bonus is the caster's 
• - Energy Bolt Directed Psion skill bonus. 
• 5) Energy Boll Mk II (F) As Energy Bolt I 
.'. except attack is a "Laser Pistol" attack. 
• J" 1 0) Energy Boll Mk /II (F) As Energy Bolt I 

40) Mind's Portal True II (F) 0: - R: 
unlimited As Mind's Portal" except· 

.' there is theoretically no range limitation, 
60) Teleport True II (F) 0: - R: unlimited 
As Teleport" except for unlimited range. 

70) Teleport True'" (F) 0: - R: unlimited 
As Teleport True" except caster may 
take along two entities. 

CHANGING 
90) Metamorphosis (P) 0: 1 hrllvl R: S As 
Master Metamorph except caster is able 
to assume any form he wishes (liquid, 
gaseous) and is subject to full benefits 
(and penalties) of the form. 

BODY DISCIPLINE • ; except attack is an "Assault Laser" attack. 
, 15) Energy Boll Mk IV (F) As Energy Bolt I 1) landing (F*) 0: V R: S Caster can land 

e ~-~, except attack is a "Laser Rifle" attack. safely in a fallljump up'to 20'l/vl, and can 
• ":: 20) lord Energy Boll (Mk V) (F) As Energy reduce the severity of any longer fall, 
e" Bolt I except attack is as a "Heavy Laser". 5) Slrenglh(U*) 0: 1 rndl/vl R:S Caster 
• 3, 25) Energy Drain (F) 0: 1 minI/vI R: 100 gains great strength for ~ short period of 
.', m/lv! For the duration of the Psion, time, adding +20 and doubling hits 

caster is able to reduce the power output delivered by melee and thrown weapon 
• ~ of any reactor by 20%. attacks. Caster is also able to perform 
• C 30) Energy Absorplion (F)D:C R: T feats of great strength, exact limits of 
• t Enable caster to absorb energy from a _ which to be determined by the GM (they 

t: reactor and convert it to PPs. Conversion' :ishould not exceed what is theoretically 
• (, rate is 1 point per round, and caster's ' possible by a humanoid, hOwever). 
• (.,' total number of Points cannot exceed 10) WaUwalking (F*) 0: 1 minI/vI R: S 
.~: what he is normally allotted for Ihe day. Caster is able to walk on any solid 
• :35) lord Energy Drain (F) 0: 10 min/lvl R: Surface up to 90° from the gravity source 

';, .10 kmllvl As Energy Drain except for , as if he were on 'flat ground'.:' :. " ' 
• ,'range, duration, and reactor:output is 11) Sirength True (U*) 0: 1 minI/vI R: S 
- J: decre~sed to half normaL ,,-,,: _ ':." As Strength, except caster has +30 and 
• 'Z:~ 60) Energy Bolt True (F) 0: '- R: V As triples all strength-related hits delivered 
_ ~' , Lord Energy Bolt except that it is treated by melee and thrown weapon attacks. 

. ': , as an "Ordnance Energy Weapon" (GM Caster also has 'superhuman' strength. 
-I';': discretion: Mark 6-10, see Sta;Strlke Suggested limits: lift 100 kilosllvl 
_ i: and Armored Assau/~. 35) Haste True (F*) 0: l' rndl/vl R: S As 
• ~; ARMOR Haste except for duration. it:'; :. '. 
• :. 40) Hull Armorlng /II (F) 0: C R: T As Hull METABOLIC CONTROL --:. ,-
• Armoring I except caster may increase a 25) Rejuvenate (H) 0: V R: S Caster is 
• hull's integrity by 2-3 CAT Ivls' (28 ~ax). able to reverse ten years of aging from 

60) Hull Armoring V(F) 0: C R: TAs Hull his body. This includes regeneration of 
• Armoring I except caster may increase a .any organs which have deteriorated 
• hull's integrity by 4-5 CAT Ivls (28 max). (except the brain; though it does retard 
_ brain cell death). Rejuvenating process 
_ 29.2 takes about a decaday.Caster is only 

• FIELD OF SELF-MASTERY -able to utilize this Psion safe.ly once per 
year, at which time ten more years can be 

e TELEPORTATION removed, until caster reaches post-
• 20) Tel~port" (F) 0: - R: 10 kml/vl As adolescence (about 20). Psion must 

Teleport except caster may take one other them be cast oncelyear to maintain " 
• entity (maSSing no more than 50% over youth, or accelerated aging begins: 1 yrl 
• Caster's mass) along. Caster must be decaday until caster returns to real age 
• touching 'passenger'. (or perhaps death). If Psion is cast more 
• 30) Mind's Portal II (F) 0: - R: 10 kmllvl frequently than once a year, caster risks 

As Mind's Portal except caster may take genetic damage and malformation. Note: 
• The GM must decide whether this Psion 
• one other entity (maSSing no more t~an will confer immortality or extended life, 

• 
50% over Caster's mass) along. Caster or if caster can just remain youthful until 

• must be touching 'passenger'. death catch~.s up at the 'appointe,! time'. 

-• -• • 

ALTERATIONS 
TELEKINETICS 

1 ) Landing * 
60) Telekinetic Tow 
90) Telekinetic Tow True 

MIND OVER MATTER 
6) Fog 5m R 
9) Unfog 

12) Fbg50m R 
25) Clouds 
40) Tremors 
60) Quakes' 

TELEPATHY 
60) Telepath * 

MIND INTO ENERGY 
1 ) Energy Bolt Mk I 
5) Energy Bolt Mk " 

10) Energy Bolt Mk '" 
15) Energy Bolt Mk IV 
20) Lord Energy Bolt (Mk V) 
25) Energy Drain ' 
30) Energy Absorption c 
35) Lord Energy Drain 
60) Energy Bolt True (Mk 6~10) 

ARMOR .. j ',. 
40) Hull Armoring III 
60) Hull Armoring V 

, ...... ;'.'!.o" ;0 _. ;". -' .... ~.~" • ~ .... -.: .~~ • r" :. ...... _ 

:: ~.~.; {) ~ 7~· i \/' =i (> (~1 .. ,I;: f ~; 
SELF-MASTERY 

;;.~ ,:; TELEPORTATION !',;;"t \:~ , 
20) Teleport" ,"- <' . 

30) Mind's Portal" 
40) Mind's Portal True" .':!,' (~ . 

60) Teleport True" " 
70) Teleport True III 

CHANGING, 
90) Metamorphosis . 

BODY DISCIPLINE 
1) Landing * ' _ 
5) Strength * . 

10) Wallwalking * 
11) Strength True * 
35) Haste True * 

METABOLIC CONTROL 
25) Rejuvenate :. , 
60) Rejuvenation 

,- .":, , -
,'. '. .~.' ~ . 

60) Rejuvenation (H) 0: P R: S Caster is 
returned to a youthful form in about 10 

,min. This Psion is ongoing and need not 
ever be cast again; caster remains locked 
in a youthful state until (whatever). 
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29.3 _____ _ 

FIELD OF CONTROL 
MIND ASSAULT 
20) lord Mind Shout (M) 0: 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 failure; failure by more than 50 
means death. 

40) Death's Shout (M) 0: V R: 300m 
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 Transferral concept: caster 
drive's target's consciousness out of his 
body, rendering it comatose. Target's 
consciousness is not destroyed; simply 
'lost'. 

30) Mind Slayer True (M) 0: P R: 30m , 
MOD: -30 As Mind Slayer except target's 
consciousness is utterly destroyed. 

60) Transcendent Transfer (U) 0: P R: T 
Allows the caster to recall the concious­

, ness of another being (provided it has' 
not been destroyed) and reunite it with 
the body.., --, .(::~. 

'29.4 ____ .... 

FIELD OF VISIONS 
, / 

EMPATH 
15) Neutalize Disease (HS*) 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 Contro/list. 

40) Empathic Bond (HS*) 0: P (until " 
cancelled) R: 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 
automatically 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. 

60) Rejuvenation (H) As Psion by the 
same name on the Metabolic Contro/list. 

80) Empathic Bond True (HS*) 0: P R: 
Unlimited As Empathic BOlld except 
range is limitless. 

90) Reconstitution (H) 0: P R: T Caster is 
able to completely reconstruct a being 
from a few tissue cells; age of the cells is 
not a factor. The original being must be 
dead for this Psion to function; it is not a 
"clone" 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. 
Combining Reconstitution and an 
appropriate Transferral Psion could 
restore a transferred consciousness back 
to a reconstituted body. 

MIND'S EYE 
5) Penetrating Sight (P) 0: C R: S Caster 
is able to see through any solid material 
up to 1 meter thick. -' 

7) Watch (P) 0: C R: 3m Caster may 
choose 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) 0: C R: 3m/lvl Caster's 
point of vision may be moved independ­
ently of him, but he would have to 
physically be able,to go there (e.g., the 
View cannot travel through solid objects, 
a closed door, etc.). 

10) See Invisible (P) 0: C R: S Caster is 
able to see invisible objects (including 
those made invisible by Psions and 
Electronic cloaking). 

15) Watch 3m/lvl (P) 0: C R: S A'9 Watch. 
except range is 3m/lvl ' r " , 

20) lord Sight (P) 0: C R: 30m/lvl As Far 
View, except caster's "View" is able to 
pass through solid objects. The View 
may travel at 10m/rnd . 

25) Watch True (P) 0: 1 min/lvl R: S As 
Watch 3mllv/, except caster need not 
concentrate. 

30) Sight True (P) 0: 1 minllvl R: 30m/lvl 
. As Lord Sight except caster need not 
concentrate while the View is motionless. 
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• • • 
50) Mind's Eye (P) 0: 10 minllvl R: 10 • 
km/lvl As Sight True except for extended • 
range. The "View" may travel at 10 kml • 
md - • 

, "I 

60) Far Sight (P) 0: 10 min/lvl 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) 0: 10 min/lvl R: 1 • 
L Y /Ivl As Sight True except for extended • 
range. The "View" ~ravels at 19 L Y Irnd 

MIND'S TRUTH 
Note: If using these Psions, the GM may 
wish to decide that all of the standard 
Mind's Truth psions in Section ??? are 
designed to judge truth in the humaniod 
mind. Due to the vastly different' 
configuration of alien (Xenohuman) 
minds, more powerful Psions have been 
added here which enable the Truthsaying 
Telepath to accurately interpret such ' 
thoughts. If using these Psions, all 
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 rate if used on a 
different type of mind (25% chance the 
caster makes a wrong interpretation). 
Xeno Psions are identical in all other 
ways to their normal counterparts. 

3) Xeno Emotion Touch v:. i;: ';~:' L' ,', ',:'t, 
6) Xeno Thought Scan <~ • " 

7) Xeno Truth I' , 
7) Thought Search (1M) 0: C R: 30m ' 
Allows caster to use a key word/phrasel 
picture to key on a specific surface 
thought group. One of the Scan Psions 
must be used to actually read the 
thought. 

9) Xeno Thought Analysis 
10) Xeno Truth '" 
13) Memory Search (1M) 0: C R: 30m As 

Thought Search except caster is able to 
locate a specific memory. 

13) Xeno Truth V 
15) Xeno Mind Scan 
16) Xeno Truthtrance I 
18) Xeno Truthtrance III 
30) Xeno Mind Probe 
35) Xeno Truth True 
60) Deep Mind Probe (1M) 0: C R: 30m 
As Thought Scan except caster is able 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) 0: Varies R: T 

• • • • • • • • • • • • • • • • • • • •• 

• ''';; < ~ •• "~~ S:.!'4-~"; "!!tD~·"fi·O~o.; * ........ :::", ... .4/" "i~ ... ,,: .. , ~-, "Q.g.~ ~~,;, .. :'''~''' .. ..;;,~/ 'i: .:ftfit<$.·"~·' .:~ ;;Q..d~ ..... ~ -./""';) •. ~'. ~ ... , 
. . ~ ",-

• • • • • • • • • • • • • • • • • • • • • • • • • • • 



• • • Caster can copy all data and programs 
• from a computer (once any security has 
• been overcome and Interface estab-

CONTROL 

• Iished). Data is transferred into 
• ' Telepath's brain at a rate of 1 memory 

• !! unitlrnd Total storage capacity (besides 
I I" norm~1 resident memo~ies) of the human 

• ' .' brain IS about 5000 unrts. 
• l 40) lnput Memory (U) D: Varies ~: T 
., f':': Allows caster to transfer all ,of hIs 

MIND ASSAULT 
·'20) Lord Mind Shout * 
40) Death's Shout * 

15) 
30) 
60) 

POSSESSION 
Mind Slayer 
Mind Slayer True 
Transcendent Transfer 

· ';', memories into a computer database. 
• : Space required varies with age ~nd mentally backwards in time as far as 
• .' experience (usually 300-500 unrts). desired, located by Past Compass-
• " (60) Emulate (U) D: C R: S Caster is able travelling to the desired time destination 
• ,t to emulate a computer of Mk. # equal to at up to 1000 yrs/rnd). Caster's co~-

. .' c twice his level, interfacing with support sciousness is tied to the same relatIve 
• ", . ,'. systems up to 1 m/level away, and using . place and is able to receive visual and 
• . , , any programs he has assimilated. aural 'input. Caster's body is in a trance 
• ':MIND DETECTION forthe duration of the Psion.) except 

caster may bring another back with him. 
• .' ':35) Mind Tracking True (I) D: until Their body is also in a trance and they 
• •. , c dispelled R: 1 kmllvl As Mind Tracking; see and hear just as the caster does. 
• . ' , ~ duration is untilhd!Sppel~ed. Nt~te:t· C

d
8fter , (e.g., "I am the spirit of Christmas 

• ! ' . .- may only have t IS sion ac IVa e ,or Past...) 

• . .". one target at a time. ' 90) Time Travel I (F) D: 1 minllvl R: S . 
Far Mind Tracking True (I) D: until Caster is able to physically travel back rn 

• lied R: 1 LYllvl As Mind Tracking time up to 100 yearsllvl. The shift is 
• '. True except for extended range.. ,-.... instantaneous and caster returns to his 

Past Mind Location (I) D: - R: 30ml,: own time at the end of the duration 
• ,. As Mind Location except caster is able unless the Psion is recast. Any relative 
• seek back in the past for the mind movement by the caster is also reflected, 
• . pattern, lock on, and utilize ~ Past Sight though cosmic shifts (planetary move- . 
• Psion to that temporal locatIon. ment, etc.) are corrected for. Note: ThiS 

is an extremely dangerous and powerful '. 
• NO IN THE PAST Psion to be used with care. It is strongly 
• PsYchometry (P) D: V R: T Caster' j' recommended that extensive research 
• an object or stands in,a place of with Past Sight and Past Location be 

[SigllifiCiinCe and is able to gain a number done firSt. In any case the GM must be 
• Flashes Behind of important situations, . p;epared to deal with possible ramlfica-
• or people who have been associ- tions 'Of such travel if it allowed. Can 
• physically with the object or place.) someone change the past? - or is what 

also provides as many Flashes as they do in the past already a part of What 
• 'events/people which actually . Has Gone Before? . . ,,",, 
• Time range is theoretically 100) Time Travel II (F) D: 1 minllvl R: T 
• 'unlimited. Note: This Psion is heavily GM As Time Travef.l, except caster is able to 

. discretion. A 50th /vi Telepath standing take another person wjth him. If the 
• a fork which has never had a user other person is not touching cast~r at the 
• .' significance will get no images. end of the PSion, caster returns WIthout 
• .' 30) Psychometry True (P) D: Varies ~: T him. ' .. 
.:, : As Psychometry, except caster receIves 120) Time Travel True (F) D: P R: S As 

1 "all information' as in Delvi~g, and instea,d Time Travel I except caster has unlimited 
• ~:.Of Rashes, he gets Past Sights. . time range, remains in the past until he 
• ~.~. 55) Frozen Time (F) D: 1 ~dllvl R: S wills a return, and (optionally) can travel 
• .' Caster is. removed from tIme. From .the. into the future. Note: Travel to the future 
... , caster's viewpoint, everything else seems . must be done blindly, and the GM must 

• 
t,:.· .... · to be frozen in place. Any!hing

f 
tOtuhChed carefully monitor such activity. Hope-

. 'will also be drawn out of tIme or e·fully, the Incidence o~ 120th level player-
• duration of the Psion. Note: care must . characters will be quite rare, .. 
• be taken that caster's effect on events; '.\~:'.:'.' :'~ ... ,., :::."" " 

• '.' ;::!:n ~~~7d~::;r://;~~::::~0~rle'. ti ,,:;:,;,' :~,', " ":~.'::~!;:>~)~;~i~'; .:.:.~ 
•. 60) Past Slghlll (I) D: C R: T As Past ,';'" j' .. 1 '.' .. 

• '. Sight True (I.e., ca~ter Is able to travel . '.i 

• .o' 
• • • • • 

VISIONS 
EMPATH 

15) Neutralize Disease * s 
25) Rejuvenate 
40) Empathic Bond * s 
60) Rejuvenation 
80) Empathic Bond True * s 
90) Reconstitution 

MIND'S EYE 
5) Penetrating Sight c 
7) Watch c 
8) Far View c 

10) See Invisible c 
15) Watch (3 minllvl) c 
20) Lord Sight c 
25) Watch True 
30) Sight True 
50) Mind's Eye 
60) Far Sight 
90) Sight Master 

MIND'S TRUTH 
3) Xeno Emotion Touch 
6) Xeno Thought Scan 
7) Xeno Truth I * 
7) Thought Search c 
9) Xeno Thought Analysis 

10) Xeno Truth III * 
13) Memory Search c 
13) Xeno Truth V * . 
15) Xeno Mind Scan 
16) Xeno Truthtrance I 
18) Xeno Truthtrance III 
30) Xeno Mind Probe 
35) Xeno Truth True 
60) XenoTruthsaying 
60) Deep Mind Probe c 

. , -:~ INTERFACE .• _>. 
35) Assimilate Data . " 
40) Input Memory .,,' ':-- '.r 

60) Emulate c '. 

. MIND DETECTION " ." 
35} Mind Tracking True .' . 
45) Far Mind Tracking True ':. 
60) Past Mind Location c'. 

MIND IN THE PAST: 
15) Psychometry . 
30) Psychometry True 
55} Frozen TIme': '.;' ..... ' :'; . '. ". 
60) . Past Sight" C"',: 
90) Time Travel I . 
100) Time Travel" . ' 
120) Time Travel True ' . 

:. 

I 



Roll on 
0100 

STAT POTENTIALS CHART 
.0. 

Under Range of the Initial Stat 
25 . 25-39 40-59 60-74 75-84 85-89 90-94 95-97 98-99 100 

r 

P-118 

5.5 EXPERIENCE POINT 
VS. LEVEL TABLE 

To begin with, all folk have experience fror 
gone days. Thus, the Ufirst level" adv~ntl 
begins his wanderings and antics having 
base of 1 0,000 experience points. The foil 
ingchart Illustrates the progression from 
stage on. . .f., 

Level Points Requlr 
1 ................................................... 10,OC 
2 ................................................... 20,0( 
3 ................................................... 30,0( 
4 ......................... :.: ........... : ........... 40,0( 
5 ........................... : ....................... 50,0( 
6 ................................................... 70,OC 
7 ................................................... 90,00 
8 ................................................. 110,00 
9 ................................................. 130,00 
10 ............................................... 150,00 
11 ............................................ : .. 180,00 
12 ............................................... 210,00 
13 ............................................... 240,00 
14 ............ ~ ........ : ......................... 270,00 
15 .............. : ................................ 300,00 

. 16 ............................................... 340,00 
'. . " ....... 

17 ;~· .. : .......................................... 380,Og 
18 ::.: ............. :.:.: ............... : ......... 420,00 

( . ' • . t1, ..• ·r 

19 ...... : .. : ............. : .. ; ........ :.;.: ........ 460,00 
20 ......................... ; ...................... 506,00 
21 ................................................ 550:001 

All of the levels after one attains 20th leVe 
cost an additional 50,000 experience p()in 
• All of the asterisked pOints denote an'> 

increase in the required points necessary· 
progression.·$ 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • •• • • • • • • • • • • • • • • • • • • • • • • • • • • • 



• • • • Humanoid: A sub-species of Homo sapiens. Molecutronlc: The ultimate electronics 
Humanoids in Space Master are often technology, molecutronics stores data in a 

• derived from Terran stock, having been method similar to that of the human brain; 
• transplanted to different planets in "but much more efficiently. The pinnacle of 

• humanity's infancy. They attained their sub- true molecular electronics is the Mole-
c' species status through the workings of cutronic Brain, a self-contained entity most 

• genetic drift. often employed in androids. It is capable of 
• Hypershunt: A term describing the actual learning and independent thought. 

• 
:' transfer of a vehicle into Hyperspace. All H-Space: Normal Space - as opposed to the 
, , travel in Hyperspace is measured via FTL interdimensional realm of Hyperspace. 

• ;:i" .' displacement rather than "velocity". It is Neo-human: A designation used to describe 
• ~:; ,referred to as a 'shunt' because of the high- those beings who embody the next evo/u-
~< acceleration boost necessary for FTL travel. tionary threshold of man-kind. Neo-humans 

• lf/mperlum: In the Space Master universe, the are superior (mentally and physically) to 
• J:~L, Imperium is the centr~"y located terri~ory normal humans. , 
• ~r:!,'within the Terran EmpIre; encompassrng the 08: Offensive Bonus: the total of a number of Yii Emperor's homeworld (Terra) and a plethora modlfiers...which affect an attacker's chances 
• iJt1;' of prosperous industrial and agricultural of hitting an opponent with a weapon. 
• itf" worlds. ProJectile weapon: As opposed to a missile , 
• ~, ;:,Kllomonlt: Monetary Unit equivalent to 1000 weapon, this Indicates a device which 

!1'~ (one thousand) Monlts mechanically fires a high-velocity projectile. 
• m' ~LS: Ught Second. A measure of distance; one Province: In the SpaclI Mastllr~universe, a 
• ,;';", Ught. Second equals the distance traveled by province is a territory of s~ace which may 

, '.. fight rn one second of time. 300,000 km. encompass any number of systems. 
• • rLY: Ught Year. A measure of distance; one Although within the boundaries of the Terran 
• -'~£,Ught Year equals the distance traveled by Empire, a province is not directly admini-
• ,~;,fight In one Standard Year., stered by the Emperor, but rather by 

'M/A: Matter/Antimatter - relating to a power Imperially designated governors. These 
• " source derived from the mutual annihilation governors often start dynasties to perpetuate 
• '~::. of certain particles of matter and antimatter. their legacy, giving rise to the formation of a 

" _ 'noble class within the society. These 
.' Marie (Mk.): A numeric designation to Indicate dynasties have evolved into Royal Families. 

4,the power of a given weapon or system. , -<, ,", ,,' , 
• .:~;There is' not necesSarily any Interrelationship Pslon: Referring to Telepathic/Psionic power; 
• ' 'between systems unless speclf!~/lyz" ~ ,> . the act of using such power. This corre-

,indicated. ':; ;~" d';'" .:.-~1:;, :iffj,;:':'~;.. ::r , 'sponds the the Rolemaster term ~Spe"" , 
• Melee: Hand-tO-harid'cijmbat 'Cas 6';poSedJO,":; , .. , whic~ refers to the \lise. of a magical ability. " 
• ·"fire" combat) where'opponentsa,.e ;it~~~~·Rep'i!~~t~:~!~~~ti!~~R.~p~/~I1U.i:~:··:::' >', 

• ,physically engaged~ ~e It a'fistflght, a d~~L. ,ReieIY. Storlge:,'A coinputer component _! 
'. with rapiers, or a wrestlrng match. All of ;::t,/:>c,:whldtstores programs which are' not being 

• ~,'these are considered melee. _~::'~~~;:;,:::;:'.:' ";;~ruriln the'CPU, and can "at be held in the 
• Memory Size: A quantificatior{cif a ,c9inputer's,' ,'inemory unit du~, tcrsfze :nmltatlons. ,"', 
• ~.(l"program storage capacity rated wtm_!!l.:,.sp!~, .:', RII::: Relative lnertiai ReId ~,hecessary for 

, to Mk.l. " -'''':i.~''1''..' :,hyj)erSpace travel, it 'suspends certain _ 
• ~M"""e weapon: In Spac, Mallllrthls" ''''';~'~''~relatfillstiC aOO inertial physical properties. 
• i1: 'indicates a weapon which manually fires an ., Robot: 'Ally s81f~m0tiV8"powered machine with 

• ' airborne projectile, such as an arrow from a :;,manipu/ative'nmbs.: "" ,,-
:, bow or a quarrel from a crossbow. This Se"sOI: from the acronym: SENSR (Selected 

• < does not Include projectiles fired by Electromagnetic! Neutrino-Stream Reflec-
• !. explosions or other high-velocity propulsion tion). This refers to a system using 

'., means. Thrown weapons are also included selectively treated; hyperllght-acce/erated 
.': in this area. neutrino (and photino) beams. They are 
• ' completely harmless and almost undetect-

able. Range varies, but there is distortion 
• ' , beyond about 50 light-years. , .;. 
• i;~ 
: t:~,,·~>, ' ',: . ~:-;'" "'~,,' 
e'" ........ ;: ..... . 

~.;~~~"~J~(:t:l~f_j_,;:.j';;>~, 
• • • • • • 

. i. .: .....• ;< '. . .' '. ... i, ".' / ~ 
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Senlient: A being (biological or mechanical) 
which is intelligent and has self-awareness. 

Sex: Ask your mother. 
Skill: Refers to a bonus acquired by a character 

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 piloVgunner designed primarily to 
assault other space vehicles. Some are 
capable of in-atmosphere flight (and so 
attack planetary defenses) and landing. 
Most are short-range, possessing no hyper­
space travel capability, and have only a small 
cockpit with limited pilot mobility potential. 
The emphasis is on sub/ight 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 galactiC day in 

SP~CII Maslsris 25 hours long -the time 
found to be most natural for human 
circadian rhythms. Hours and minutes 

, remain intact from Old Earth timekeeping. 
Standard Year: 350 Standard Days. 
Stealth: See Ew. 
Sub LIght: Moving or existing in normal space­

time. 
Tachyon 8eam Dlctor: CQmmunications. 

system utiliting tachyon lJeam~ (more ~tab/e 
over a long range than neutrinos) to transmit 
information. Effective range is about 50 " 

" light-years without relay.;, ~~~~:t~1~~ 
Terran: Having origins o,~ Terra (ea:~~.~:;;y 
Transhuman: Term for a eugenically improved 

human. ",':';"::'::.,~ <:-"i:: ,f!,.;~,¥~~ 
Xeno-human: A Homo sapiens who../sunable 

to trace his history back to Ter'ra~A human 
. ./ ~ ~~-: ..:. -.f-., 

from a non-Terran society. ':~',~~;~< "7, ",-

Xeno: Something alien (usually from the, ' . 
perspective ofTerrans). ,~:;'':!:h '"t :/It;..,. 

Xenophobia: The fear of something alien to 
one's soclety.·.- .. ,', .:,., _ 
'-'" " 

" 
:.,~:::., . . ' ..... . . '. . .'~' . 

'. .~ .. ~ .. , .... :-
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• • . ', 
• NEEDLEGUNS 

• Needle 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, Needlers are almost completely 
., silent weapons. Needle ammunition is not 
.' interchangeable between the three classes 
• ~, of need!eguns .because the ~Jivers become 

::: larger (mcreasmg the effective ranges and 
.:: penetration power) as the classification of 
.;' gun increases. All Needleguns tend to be 
.~: notoriously small, with short barrels, 
• ::~ making them easily concealable. They are 

± excellent (and quite deadly) close quarter 
• r: weapons. .'0 

;., T ANGLEGUNS 

• ~ Tangleguns ,fire a special ammunition 
.:' which, upon hitting the target, expands, 
.: enveloping the foe with tough fibrous 
.; strands. There are three types of tangle-

;' guns, a pistol, carbine and rifle. Their 
.' ammunition is not interchangeable. 

• ' TASEAGUNS 

• ; ::" Tasersare devastating stun weapons. 
• ,.' The three versions (pistol, carbine and 
• ~ rifle) each fire a prong or barb which trails 

~ behind it a fine conducting wire connected, 
• ! to the shell. If the barb manages to strike . 
• ~ the target's skin, a small power source , ' 
• i located in the shell discharges a strong,. , 
• felectrlc jolt. ;The effective ,ranges'.~fthese. , 

t~eapons are restricted by the lowcarrying 
• ~Weight of the barb and the amount of wii'e : 
• ;:'whichcanbe spooled oufby the sh~II..~;~ . 
• :':fhe ammunition of th~~~,~~r~e}~~er~o!t;~ , 

not Interchangeable .. :' .. "i',;'<'::~ "'1'7 

• ~",~:" :;,~::~:'R~~~ ::'~::i;J;~v~" 
• ;,' ,. RocketgUnS, of whlch'the;:~~~ three " 
• types (pistols, carbines and rifles), are ,r 
• specially constructed launching mecha-
• nisms for self-propelled small caliber ,,; 

ammunition. Ammunition is completely' 
• interchangeable between the three tYpes of 
• rocketguns. ' 
• MAGNETIC LINEAR ACCELERATORS 

• MLA Pistols (t) and Rifles (t) have 
• special conducting-coil barrels which, ", 

when powered, accelerate MLA ammuni-
• tion to exceptional velocities. Imparted 
.tiith such momentum, MLA slugs are the 
• ~ltimate in hand-held, anti-personnel 

;topping power. The size of a "Linex" (as 
• :he technology Is referred to) weapon is. 
• elling; the pistol barrel length is never less 
• han 40cm, while the rifle barrel can be ---
• veil over 1.5 m long. Pistol and rifle 
• !mmunition Is Interchangeable. ' 

• • • • • • • • 

GRENADE LAUNCHERS 

Grenade launchers come in many 
shapes and sizes, all having different 
performance characteristics. The one 
represented in the game is a standard 
version. It may be a weapon unto itself, or 
a version fused alongside the barrel of 
another gun. The range characteristics 
listed in the Master Weapons Chart 1 are 
indicative of the standard propellant 
charge which most rifle-launched gre­
nades have. Therefore, ranges will vary if 
stronger or weaker propellant is used. .-
ROCKET PRQPELLED GRENADE LAUNCHERS 

These launchers are merely mecha­
nisms to discharge rocket propelled 
grenades. The may be disposable (after 
one launching), or reusable. The range 
characteristics listed In the Master . ' 
Weapons'Chart 1 ani Indicative of two' 
things: 1 ) the' stanCfard propellant charge 
with which most ~ocket propelled gre-,: 
nades are issued,' and 2) the limit of ,,~: ' 
effective'targeting for an unguided " ' 
warhead over a distance. With these " , 
considerations in mind, the GM may wish 
to vary the range of a given RPG slightly if 
the propellant charge was altered. ,-,~ , 

• " ' PORTA8!.E MISSILE LAUNCHERS 

Portable missile launchers are firing 
mechanisms for small guided or unguided 
missiles. Because of the variety of missile 
types, no range characteristics are listed in 
the Master Weapons Chart 1. A listing of 
the various types of portable missiles, and 
their range characteristics can be found in 
the Ammunition Section, pg.12. Basically, 
the PML and the. ML Quad are breach-
loading tubes oil a rI he stock 
alone harbors the firing contr f and the 
guidance system (if guided mis§iles are 
used): The PML Autoload weapon uses a 
Single launching tube but is compatible 
with a magazine feeder, eliminating the 
necessity of breach-loading the device. 
Because portable missiles are somewhat 
standardized in physical size, a PML could 
theoretically fire any MK. number of 
portable missile from Mk:l through Mk.5~ 
....' .·or·.· 

2.2 

LASER RIFLE 
Kashmere Tools 

ENERGY WEAPONS 
LASERS ' 

Man-portable laser weapons ,function 
on the premise that a highly cohesive, 
layered stream of homogeneous electro­
magnetiC radiation can be delivered to a 
target causing a "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 necessity, laser 
barrels are quite long and unwieldy; and 
any ".1isalignment of the delivery System' " 
will cause a inalfunction. Lasers also lose 
effectiveness as they"firethrough smoke' ,'1,- " ',,;:' 
or anti-laser aerosols.',~ 1"',,:1;:' i::'or:;~'! 

, ,': Lasers are' represented 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-he!d-
weapon, despite its longish barrel. The 
Assault Laser (t) and Laser Rifle (t), 
though effective offensive weapons, are 
cumbersome. Their greatest strength lies 
in their range characteristics. The Heavy 
Laser (;) is an excellent support weapon 
when mounted on a firing platform. ' 
Not,: the GM may wish to introduce light 
and medium versions of the Heavy 
,(support) Laser with reduced range. 

o 



, 
~ i 
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BLASTERS 

Blasters, or, more properly, paJ1icle 
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 lose 
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 palm 
of a man's hand: The Blast Pistol (*) is a 
favored weapon due to its wieldiness and 
excellent defensive capabilities. The 
Assault Blaster (t) and Blast Rifle (t) are 
popular military weapons because of their 
relative reliability The Heavy Blaster (t) is 
a devastating weapon only limited by its 
range characteristics. 

FLAMERS 

Flamers propel a chemical mix which 
both adheres to its target and burns for an 0 

extended period 'of time. Once ignited by 
the discharging mechanism, the flamer . 
chemical mix is almost impossible to ex~ , 
tinguish until it has consumed itself. Fla­
mers tend to make a satisfying "Whciosh" 
sound when discharged. Oxygen i,s 
required for the c~emicals to burn, so 
flamers are useless in vaccuum or oxygen­
starved atmospheres. 

Five flamer types are repres~nted in the 
game. 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 Rame Pistol (*) is 
considered a good close-range weapon. 
The Assault Flamer (t) and Flame Rifle (t) 
have a fair offensive capability, and are 
only restricted by their range characteris­
tics. Heavy Flamers (t) 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
cies 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 capable in atmospheres' 
or vacuum. They make no noise when 0 

discharged, emit no visible beam, and 
have no recoil. Stunners are excellent 
non-lethal, 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 0 range. Assault,' 
Stunners (t) and Stun Rifles (t) are often 
used for riot control and similar exercises. 
The Heavy Stunner (t): with its arc firing 
capability, makes an excellent non-violent 
crowd control support weapon. ' 

, ". i, . :','.: .. '''-": 

'I. ~~. .~; :. DISRUPTORS. 0 Co 0"" 

Disruptors use the same attack delivery 
principle as stunners. However, at the 
frequencies used for these weapons,' 
disruptors setup sympathetic vibrations 
with the target's molecular structure.:' 0 

Disintegration of chemical bonds is the o. 

normal effect: causinfmassive destruc~ 
tion within the target. Often,tb_~ 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 gam~. The Mini 
Disruptor(*) is a typically small espionage 
device. The Disruptor Pistol (*), Assault 
Disruptor (t), and Disruptor Rifle (t) are 
increaSingly deadly and cruel weapons 
used almost exclusively by the military. 
The Heavy Disruptor (t) is a truly evil 
weapon when used against organic 
targets, and is thus severely monitored. 

0, 

STRUPTORGUNS 

Struptorguns are unique in that the} 
incorporate both a stunner mechanism 
and a disruptor mechanism In the saml 
weapon. Invariably, struptorgunshave 
two settings; "STUN" and "DISRUPT". 
One merely flips a toggle on the weapo 
breach to obtain a different effect. In a 
respects, struptorguns adhere to the 
descriptions of Stunners and Disruptor 
found above. . 

PLASMATIC REPEATORS 

Man-portable plasma weapon techn 
ogy is an offshoot of the blaster firing 
system. Essentially, plasma attack . 
mechanisms heat accelerated particles 
means of their mlcrofuslon reactor po~ 
supply. The resulting super-heated, SL 
atomic particle plasma can then be she 
out of the accelerator with devastating 
effects. The weapon Is termed a "repe; 
tor" because the limited magnetic cont 
ment apparatus Inside a plasma weapa 
can neither hold very much plasma nOI 
hold it for a very long time. Thus, sma 
bolts of plasma are discharged in rapic 
succession, for once the containment 
vessel,is evacuated, newly generated 
plasma quickly flUs it and is ready for 
discharge again. The net result is a . 
weapon,system ~hat spits out bolt aftal 
bolt of hot plasma, with menacing ." o·~ 
"cracking" sounds and moderate recoi 
Plasmatic repeators are by no means i, 
weapons; they quickly drain their PoW! 
supplies, the individual bolts retain the 
blaster's inherent unpredictability, and 
they are invariably large and cumbersc 

Two types of plasmatiC repeators al 
represented in the game; T~e Plasma 
Repeator Rifle (§) is just unencumberi 
enough to be held as a two-handed 
weapon, though it is still quite unwield 

)he Heavy Plasma Repeator (§) is actL 
a support weapon requiring a firing 
platform for full effectiveness. 

PLASMA REPEATOR RIF 
Haunt/Ridley 
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2.3 
WEAPON DESCRIPTIONS 

• The weapons available to characters in 
Space Master are many and varied. There 

• are essentially four different kinds of 
• personal weapons: Projectile Weapons, 
• Energy Weapons, Melee Weapons, and 
• ArchaiC Missile Weapons. 

The PrOjectile Weapons are noteworthy 
• ;, because they generally carry their ammu­
• . nition in magazine Clips or require breach 
• loading. PrOjectile Weapons capable of 
• ':, burst fire discharge several projectiles in 

~.' Quick (automatic) succession. Each burst 
• ~'fired represents the discharge of five to 
.~:' ten individual slugs/shells (exactly five 
• h slugs/shells for bookkeepers). 
• ~: For those weapons capable of both 

: burst (automatic) and single shot (semi­
e:,' 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 fast rule that a burst 

~.; represents five (5) rounds fired, and that a 
• t. single shot represents one (1) round fired. 
• i If a magazine holds fewer than five rounds, -
• ~i at any Qiven time, do not allo:vvthe burst. _ 

. fire option. ",' _ ',',.,,' c", " 

• ':'':.'Energy'Weapons ar.~ unlquein'that it is ' 
• iDa, t necess~~ to keep t~ck of am~uniti~n 
• 'expenditure. \ Power supply depletion for, 

Energy Weapons Is handled thriUgh the _ 
·';,weapon fail, ure rules. If the un", dlfi,ed;~ 
• attack roll of an Energy Weaponl lis .:", 
• ,fwlthin that weapon's failure range, there'is 
• ~~a probability listed at the bottom of the 

I. respective attack chart which Indicates 
• ~i that a power supply failure has ~ccurred. ' 
::- 2.31 PROJECTILE '\VEAPONS ' 
• - CoNVENTIONAL PISTOLS \ " " 

" 5mm Pistol: Can fire up to two shots per 
• ; ,round using the Small Projectile Attack 
• Table (15.1) Mk.1.:,', '\ 
• i10mm Pistol: Can fire up to two sh~s per • ~u;,: ~~~~~ the smaIIP'.Oje~tile ~~fk " 
• 12mm Pistol: Can fire up to two shotk per 
• round using the Small Projectile Attack 
• Table Mk.3. 
• CoNVENTIONAL MACHINE PISTOLS 

• 5mm Light Machine Pistol: 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. Both burst and Single 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 two.), 
using the Small Projectile Attack Table 
Mk.2. Both burst and single shot, fire use 
the same range characteristics. 

CONVENTIONAL RIFLES 

Smm Light Rifle: Can fire up to two shots 
per round using the Small Projectile Attack 
Table Mk.1. 
10mm Medium Rifle: Can fire up to two 
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 Projectile 
Attack T.able Mk.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 Assault Rifle: Can fire up 
to twp'bursts per round or two shots per 
round (or combination adding to two), 
using the Small Projectile Attack Table 
Mk.2.' Effective single shot range charac­
teristics are somewhat better than burst 
fire ranges. ' ' , 

"', CONVE~ONAL MACHINE'GUNS '" 

10mm' Light Machine Gun: Fires up to two 
bursts per roun'dusing thffSmall !'.rojectile 
Attack Table Mk.3. ":,,:,, ", : 
1 Omm Medium Mactaln;e Gun: Ares up to 
two bursts per round using the Small "': 
Projectile Attack Table Mk.3." "~ ,;~, " : 
12mmHeaVy Machine Guit: Finis1up'to ': • 
two bursts per'round using the Small ";,-: 
Proj~ctile Attack Table Mk.4.,;, ,':",:' ,', 

. ' )".... '." .' , : ~ " . 
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CONVENTIONAL SHOTGUNS 

1Smm Shotgun and Sawed-off Shotgun: 
Fires up to twice per round on the Shotgun 
Attack Table (15.2). 
1Smm Autoshotgun: Fires two bursts per 
round. All targets in the firing arc are 
attacked on the Shotgun Attack Tab/e. 
20mm Shotgun and Sawed-off Shotgun: 
Fires up to twice per round on the Shotgun 
Attack Table. 
20mm Autoshotgun: Fires two bursts per 
round. All targets in the firing arc are 
attacked on the Shotgun Attack Table. 

NEEDLEGUNS 

Needle Pistol: Fires two bursts per round 
on the Small PrOjectile Attack Table Mk.1. 
Needle Carbine: Fires up to two bursts 
per round on the Small Projectile Attack 
Table Mk.2. 
Needle Rifle: Fires two bursts per round 
on the Small PrOjectile Attack Table Mk.3. 

TANGLEGUNS 

Tangle Pistol: Fires up to two shots per 
round on the Entangle Attack Table Mk.3. 
Tangle Carbine: Fires up to two shots per 
round on the Entangle Attack Table Mk.4. 
Tangle Rifle: Fires up to two shots per ' 
round on the Entangle Attack Table Mk.5. ' 

• T ASERGUNS ' ,: ','~' " 
Taser Pistol: Capable of firing one shot on 
the Small PrOjectile Attick' T86(e'M~. t~;:;:; 
Specific critical results areigno~ed; rather, 
any target given a critical takes ~n "E";",:,,, , 
severity Stun critical inste,a~. '; " \ ~':: -~~:.,~ 
Taser Carbine: Fires up to two s~ots per ' 
round on th~ Small Projectile Attack Table 
Mk.2. Specific critical results are ignored; 
rather, 'any target given a critical takes an ' 
"E" severity Stun critical instead. "',~."'" ;;:' 
Taser Rifle: Fires up to two shots per ' 
round on the Small Projectile Attack Table 
Mk.3. Specific critical results are ignored; 
rather, any target given a critical takes an" 
"E" severity Stun critical instead. : --; .. , , 

•. • '-:: j ... '.....: • _;~. :. '. .t 
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ROCKETGUNS 

Rocket Pistol: Fires up to two shots per 
round on the Small Projectile Attack Table 
Mk.3. 
Rocket 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 Mk.3. Single 
shot fire has somewhat improved effective 
range characteristics over burst fire. 
Rocket Rlfle:,Fires up to_two shots per 
round, or two bursts per'round (or a - " 
combination adding upJo two), on the 
Small Projectile Attack Table Mk.3. Single 
shot fire has somewhat impro\;ed effective 
range characteristics, over burst fire.: ',y. 

MAGNETIC LINEAR ACcELERATORS 

MLA (Unex) Pistol (t): Fires up ~o tWo 
shots per round on the Small Projectile 
Attack Table Mk.4. This weapon must be 
powered by one Utility Cartridge. 
MLA (Unex) Rifle (f): Fires up to two 
shots per round on the Small Projectile 
Attack Table Mk.5. This weapon must be 
powered by one Utility Pack. Note 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 (Play" Book, pg.60) to determine 
where the grenade has landed. Individual 
grenade attacks are then resolved on the 
Grenade Attack Table (1S.3) against any 
potential victims in the blast radii of the 
warhead. " -

ROCKET PROPELLED GRENADE LAUNCHERS 

RPG launcher: Mechanism capable of 
discharging one RPG. The combat roll is 
resolved on the Launcher Error Chart to 
determine where the rocket propelled 
grenade has landed. Individual grenade 
attacks are then resolved on the Grenade 

" Attack Table against any potential victims 
in the blast radii of the warhead. 

ROCKET RIFLE 
Cobra/Oevcomn 

PORTABLE MissilE LAUNCHERS 

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 portable 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. Individuar portable 
missile attacks are then resolved on the' 
Grenade AttackTable against any potential 
victims in the blast radii ofthewarhead., 

" 

2.32 ENERGY WEAPONS 
_J:ASERS , 

Mini Laser (*): Fires once per round on 
the Laser Attack Table Mk.1. Power sup­
ply is either a Utility Cell or a Weapon Cell. 
laser Pistol (*): Fires up to tWice per 
round on the Laser Attack Table (1S.4) 
Mk.2. Power supply is a Weapon Cell. 
Assault Laser (t): Fires up to twice per 
round on the Laser Attack Table Mk.3. 
Power supply is a Weapon Cartridge. 
Laser Rifle (t): Fires up to twice per 
round on the Laser Attack Table Mk.4. 
Power supply is a Weapon Cartridge. 
Heavy Laser (;): Fires up to twice per 
round on the Laser Attack Table Mk.S. 
Power supply is a Weapon Pack. 

BLASTERS 

Mini Blaster (*): Fires once per round on 
the Blaster Attack Table Mk.1. Power sup­
ply is either a Utility Cell .or a Weapon Cell. 
Blast Pistol (*): Fires up to twice per 
round on the Blaster Attack Table (1S.S) 
Mk.2. Power supply is a Weapon Cell. 
Assault Blaster {t}: Fires up to twice per 
round on the Blaster Attack Table Mk.3.­
P.ower supply is a Weapon Cartridge. 

• • • • Blast Rifle (t): Fires up to twice per rou • 
on the Blaster Attack Table Mk.4. Powe • 
supply is a Weapon Cartridge: 
Heavy Blaster (;): Fires up to twice per •• 
round on the Blaster Attack Table Mk.S. 
Power s'upply is a Weapon ~ack. ' , • 

,';,' ,'.~ '_", FLAMERS , • 

Mini Flamer (*): Fires once per round 0 • 
the Flamer Attack Table (1S.6) Mk.1. • 
Power supply is a Flamer Cell. • 
Flame Pistol (*): Fires up to twice per • 
round on the Flamer Attack Table Mk.2. 
Power supply is a Flamer Cell. • 
Assault Flamer (t): Fires up to twice pel • 
round on the Flamer Attack Table Mk.3. • 
Power supply is a Flamer Cartridge. • 
Flame Rifle (t): Fires up to twice per • 
round on the Flamer Attack Table Mk.4. 
Power supply is a Flamer Cartridge. • 
Heavy Flamer (;): Fires up to twice per' • 
round on the Flamer Attack Table Mk.S. '! • 

Power supply is a Flamer Pack. " ,i. 
STUNNERS. "';' • 

Mini Stunner (*): Fires once per round 0 • 
the Stunner Attack Table Mk.1. Power su 
ply is either a Utility Cell or aWeapon Cel • 
Stun Pistol (*): Fires up to tWice' p'er :~~!~ • 

~~.~~ ~~~:~~~~~~;~::;;;~~~ J~I~{\ : 
Assault Stunner (t): Fires up to twice p~J • 
round on the Stunner Attack Table Mk.3:~ 
Power supply is a Weapon C~rtridge.-: ,~~ • 
Stun Rifle (t): Fires up to twice per roun~ • 
on the Stunner Attack Table Mk.4. pow~~ • 
supply is a Weapon Cartridge.:~';; • 
Heavy Stunner (;): Fires up to twice per~ • 
round on the Stunner Attack Table Mk,S"i 
Alternatively, it may fire once per round ~ • 
the Stunner table Mk.3 versus all potenti~' • 
targets in a 30 degree arc. Power supplYj • 
is a Weapon Pack. j 

'~ . 
DISRUPTORS " 

Mini Dlsruptor (*): Fires once per round' • 
on the Disruptor Attack Table Mk.1. Pow~ • 
er supply is either a Utility or Weapon C~I; • 
Disruptor Pistol (*): Fires up to twice peri • 
round on the Disruptor Attack Table (15.7) • 
Mk.2. Power supply is a Weapon Cell: ,'-. 
Assault Disruptor (t): Fires up to twice .. 'J -. 
per round on the Disruptor Attack Table 'i 
Mk.3. Power supply is a Weapon Car- ":,. 
tridge. ' :\, • 
Disruptor Rifle (t): Fires up to twice per,; • 
round on the Disruptor Attack Table Mk.1:~ • 
Power supply is a Weapon Cartridge.t 
Heavy Dlsruptor (;): Fires up to twice peri • 
round on the Disruptor Attack Table Mk.5~ • 
Power supply is a Weapon Pack. ,', • 

"r :. '. " . 
'., 
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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 struptorgun, no 
• matter what size, may be used either as a 

Stunner, or a Disruptor, as chosen by the 
• wielder. 
• ~ PLASMAncREPEATORS 
• ~. Plasma Repeator Rifle (§): Fires up to 
..' two bursts per round on the Blaster Attack 
.} Table Mk.5. Power supply is a Microfu-

t sion Weapon Reactor. 
• L{ Heavy Plasma Repeator (§): Fires up to 
• ~. two bursts per round on the Blaster Attack 
• ~.' Table Mk.5. Power supply is a Microfu-
• ~ sion Weapon Reactor. 
• ~ , MELEE ENERGY WEAPONS 

f Power Sword (t): This quite rare and 
• ~ arcane weapon takes the form of a hand-
• ~ grip when not activated. A finely aligned 
• ~ set of refractors in one end of the grip 
• [ allows the weapon to form a powerful 

• 
f{ energy 'blade' about one meter long, thus 
f creating ali effective melee weapon. . 

• f Force Knife (t): Similar to the power .. 
• ['Sword, though the adjustable blade can " 
• i only extend about 40cm and is not as _ 
• ~ powerful. It is more common, used as a . 

~ t~ol ~ore than a weapon. ' , . 
·'2.4'>.' ...•. ____ _ · .,'~ • PERSONAL PROJECTILE ;',i;' . 

• : WEAPO tf AMMUNITiON ):.~ 
'. r ,'" '. ~ .'. . -,'. . ..• ,. '#.' ";." .• 

• tt·.~lThe,various attack tables incl.udedln ., 
• ~ Space MIS~eras.sume both the stan~ard 

!'gun types given In the Master Weapons "-
• tCharts and standard ammunition (particu-
• ~larly with respect to the Projectile weap·· 
• fons). However, the possibility of special 

• 
rammunition types, which adjust the attack 
{table results, should not be ruled out. . 

• What follows Is a listing of the ammunition 
• types available In Space Maller. ~ote that 

ithe general term, "round", when used 
• here, refers to either a slug,shell, shot, 
• cartridge, or warhead, whichever is .. 
• applicable. Also, if a spec,ific weapon fires 
• caseless ammunition (as specified by the 
• ~:)~i~~:lrs"~t. fi~ en9~se~ ammuniti~n, 
• Note: The properties of the different 
• types of ammunition may not be com-
• binedunle~s othe~~se stated. '. . 

• 2.4 ~ .. PR9JEc:TlLE ROUNDS 
• leneral P~lrpose Round: 
• The-General Purpose (GP) round . 
• :omes: in 5mm, 10mm, and 12mm 
• :alibers and forms the basis for the Small 

• • • • • • 

PrOjectile Attack Table (15.1). Such 
rounds are assumed to be case less for 
conventional pistols, machine pistols, 
rifles and assault rifles. On the other 
hand, conventional machine guns.gener­
ally use slugs encased in a cartridge. Both 
the standard Unex round (used in MLA 
weapons), and the standard Rocket round 
(used in Rocketguns) are assumed to be 
GP. 
Armor Piercing Round: 

Armor Piercing (AP) rounds come in 
5mm, 10mm, and 12mm calibers, and 
may be fired from conventional pistols, 
machine pistols, rifles, assault rifles, and 
machine guns. They may be caseless 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 OB. If an AP round 
is fired at an unarmored foe (generally ATs 
1 through 4), 5 is subtracted from the 
attacker's OB. 

High Explosive Round: 
/ ..... High Explosive (HE) rounds come in 

5mm, 10mm, and 12mm calibers, and 
may be fired by conventional pistols, ' 
machine pistols, rifles, assault rifles, and 
machine guns. They may be caseless or 
encased, and are also available in Unex . 
and Rocket round versions. When an HE 
round hits an unarmored foe' (gtmerally 
having an AT of 1 throilgh 4), an'lnternal 
Oisruption critical, of the same'severity as 
the primary critical delivered by' the ,:.~.' 
combat roll, Is added to the combat result. 
If an HE round is fired at an armored ', .. 0 
target (generally of AT 5 through 20), 10 is 
subtracted from the attacker's OB, and no 
extra Internal Disruption critical is' ,.~.,':. 
delivered. . ,~';'" ".0,'-, '." , 

. '!", :-' ':, ~ ". r .-' ~ "; ;: 

High explosive Armor Piercing Round: 
High Explosive Armor Piercing (HEAP) 

rounds come in 5mm, 10mm, a,nd 12mm. 
calibers, and may be fired from conven­
tional pistols, machine pistols, rifles, . 
assault rifles, and machine guns. They 
may be qaseless or encased, and are 

", '. I. ! .~ :' . ~ . '. 

"'~" .. 
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available in Unex and Rocket round 
versions. HEAP rounds always deliver an 
extra Internal Disruption critical of the 
same severity as the primary critical 
delivered by the attack. 

Tungsten Core Rouna: 
Tungsten core (Te) rounds are 

available for 5mm, 10mm, 12mm, Unex 
and Rocket round GP and AP ammunition. 
Tungsten core rounds add an additional +5 
to the attacker's OB due to their mass 
being concentrated within a smaller cross­
section. A round may not be Te and DUe 
at the same time . 

Depleted Uranium Core Rounds: 
Depleted Uranium core (DUe) rounds 

are available for 5mm, 10mm, 12mm, 
linex and Rocket round GP and AP 
ammunition. DUe rounds add an addi­
tional +5 to the attacker's DB, and raises 
the maximum damage threshold level of 
the weapon by one due to their increased 
mass. Therefore, a medium rifle firing a 
DUe round would resolve its attack on the 
Small Projectile Attack Table Mk.4 (instead 
of Mk.3). A round may not be DUe and Te 
at the same time. 
Shotgun Standard Shot Rounds: . 

Standard Shot (SS) rounds form the" . 
basis of the Shotgun AttackTable and are', 
available for all shotgun bores: An S5 , 
shell generally co·ntains.a .m.u.ltitude of tiny 
m.e!al spheres (called S,hotl whic~~r.e i.:f!:a 
prOjected out of the shotgun barrel when':1 
the weapon is fired5At longer ranges 5S .~ 
rounds tend to do Pierce criticals, while at 
short ranges; ShrapneVAutomatic'criticals 
are delivered (see theShptgun.Attack . i 

Table). '.' ."; .. '''" .C: ... ,t/··.,·';l· ";,', ;.;. ,,: •.•.. \ ... :.' .. 
• ...... M .0' I.i, 'J<', . "~ . "'" , 

Shotgun Flechette Rounds:' ,;~ ~,:, .;;;i::~.·,·\ 

. Flechette (FL) rounds are available for 
all shotgun bores •. An FL shell contains a 
multitude 6f tiny metal slivers (calle.d ., 
flechettes) which anfprojected out of the :r 
shotgun barrel, spinning violently, when \ 
the weapon is fired. At longer ranges, F~ 
rounds do Slash criticals, while at short . 
ranges, ShrapneVAutomatic criticals are , 
delivered (see the attack chart) ........ ~: ~.~ 

.. '. .,,' •. , ..••. F;(. 
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Shotgun Slug Rounds: 
Shotgun Slug (SL) rounds are available 

for all shotgun bores. An SL shell 
contains a single large metal slug which is 
projected out of the shotgun barrel 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. If a critical result is 
achieved, roll for both Pierce and Impact 
criticals of the same severity .. 

'. 

Standard Needlegun Rounds: .' 
" . 

;', Standard Needlegun (SN) rounds are 
slivers of hardened steelwhich begin to 
spin after being discharged from the 
needl.egun., Using the Small Projectile .' 
Attack Table, SN rounds do Slash criticals. 
suP~~~t~fli)fI'c~aied 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 Super-teflon 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). 

lrulon Coated 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 concussion hits are delivered due 
to the lack 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). 

. ". 

• • • • 
General Purpose Grenades: • 

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 
propelled, and portable missile versions. • 
Every GP grenade produces the requisite • 
five blast radii when detonated. GP • 
grenades resolve their effects on the • 
Grenade Attack Table (15.3) , delivering • 
both Shrapnel and Impact criticals of the 
same severity. There are three variations • 

Failing, the target is then knocked out for a of the GP grenade: . iC' • 

number of rounds equal to the percentage 1) Point Defense General Purpose (POGF • 
that the RR was failed by. Generally. once grenades have warheads with restricted 
the target comes around, he will be : . hi. 
disoriented for a number of rounds equal blast radii to allow t e r use at close \' 

. quarters, or for pin-point attacks. Each' • 
those he was knocked qut for. blast radius extends outward from the ,.; • 
Poisoned Rounds: .. '.' detonated grenade only one (1) meter Pi • 

Poisoned (PO) rounds may be diS-.,_ ., Mk.'.· " .. '.! 

charged from conventional pistols, 2) Standard General Purpose (GP)., • 
machine pistols, rifles, assault rifles and grenades form the basis of this series;': • 
shotguns. In addition, flechettes arid .... having standard blast radii. Each blast'~ • 
needle'ammunition may be coated with: - radius extends outward from the deto:: f1 • 

poisons. The design of poisons (and'::·.~, nated gr~nade two (2) meters per Mk.t~ 
acids), are left to the devising of the GM, 3) Enhanced General Purpose (EGP) ,.' :,~~ • 
but as for some suggestions: certain! ,.' 'i( grenades have warheads which produce • 
poisons may only efJect specific creatu~~~, abnormally large blast radii. Each blaStJ • 
some effects may be delayed .. , biot~~i~s"'i~ . radius extends outward from thedetcl1~ 
may b~ us~d, and ~o qn·<i· '~?l!~'~" ~,··.lrL'Eil; nated grenade three (3) meters per ~~ • 

., • _ •• ', ~"..., • , • ';,.- .... • .... 1 •• }".l .I~~. "." • , V.",~· .1. .. ,.V.\I e 
2.42 GRENADES AND f~;:~~~)~~ ~:, Concussion Grenades: ' L. '~'~'! Iiii'.~~'~ • 

PORTABLE MISSILES " ':' .:: _. ,,:. 'I' Concussion (CO) grenades are anti-1J 
There are a'varietY of grenade'imd' :'" ' personnel warheads available In slze~'~~,~ • 

portable missile types available in Spacs rangln.gfrom Mk.1 through Mk.S. .. The~~ • . 
Mastsf, including hal1d-thrown explosives, come In hand-thrown, lau~c~ed, ro~ke.~~ • 
grenades launched from a rifle or similar· propelled, and portable missile versions., • 
device, as well as roc~et propelled ~very CO gre.~ade produces the requis~~e' 
grenades. Portable missiles, on the ot~er five blast radII when ~etonated. CO)~ • 
hand, are either guided or unguided, and grenades resolve their eff~cts. ·on the ,(,11 • 
are generally fired from portable missile G~~nade Attack Table, delivering an Im~,al • 
launchers as described in the Weapons cnt~~1 when called for. There are thre~;~ • 
Listing. Throughout the following rules vanatlons of the CO grenade: . :.: 
section, it will be assumed that Grenades 1) (POCO) grenades have warheads with'! • 
and Portable Missiles produce the same restricted blast radii to allow their use ~ • 
effects, and these will be phrased in terms close quarters, or for pin-point attacks:, . • 
of what grenade warheads do when they Each blast radius extends outward from~ 
detonate. So, references to "grenade" the detonated grenade only one (1) metE • 
effects apply equally to portable missiles. per Mk.I.· ::~{ • 

Regardless of the delivery system, all 2) (CO) grenades form the basis of thisJ • 
grenades share some common properties. series, having standard blast radii. Ea~" • 
When detonated, grenades produce five blast radius extends outward from the:.~~ • 
distinct "blast radii". The first blast radius detonated grenade two (2) meters per:'ll • 
is called "ground zero", wherein the most Mk.l. , ':~' 
severe explosive effects are produced. 3) (ECO) grenades have warheads which • 
The second, third, fourth and fifth blast produce abnormally large blast radii: :f • 
radii extend outward from ground zero Each blast radius extends outward from, 
spherically, each prodUCing graduated, the detonated grenade three (3) met~~5 • 
and generally reduced,blast effects. Both per Mk.'. In addition, any Impact cntlca • 
the volume encompassed within a given is rolled twice, and all results are applieg • 
blast radius, as well as the specific effects to the target. . • 
produced, are dependent upon the type ,of :,: • 
g.renade which is detonated. . ." 

• • • • • 



• • • 
.,. Shrapnel Grenades: 
• ;:' ( Shrapnel (SH) grenades are anti-
• .. personnel warheads available in sizes 
• ;~;, ranging from Mk.1 through Mk.5. They 

ticome in hand-thrown, launched, rocket 
• I:; propelled, and portable missile versions. 
• f.:. Every SH grenade produces the requisite 
.1:.flVe blast radii when detonated. SH 

• 
. grenades resolve their effects on the 
IGrenade Attack Table, delivering a 

• ./Shrapnel critical when called for. There 
.l"are three variations of the SH grenade: 
.I~) Point Defense Shrapnel (POSH) .1 grenades have warheads with restricted 

blast radii to allow their use at close 
• ' Quarters, or for pin-point attacks. Each 
• '~ blast radius e~ends outward from the 
• ~', detonated grenade only one (1) meter per 

W: Mk# 
• ¥2) S~ndard Shrapnel (SH) grenades form 
• ~ the basis of this series, having standard 
e i blast radii. Each blast radius extends ' 
e ~~ outward from the detonated grenade two 

~: (2) meters per Mk.'. In addition, a 
• F" Shrapnel critical delivered within the first 
• fBlast Radii (Ground Zero), is rolled twice 
e ~ with all results applying to the target. 
.l3) Enhanced Shrapnel (ESH) grenades 

~have warheads which produce abnor­
e ~.mally large blast radii. Each blast radius 
• pextends outward from the detonated , 

li:

t
; grenade three (3) meters per Mk.'. In 

• addition, anY, Shrapnel critical delivered 
• within the first two Blast Radii (Ground 
• Zero and the second Blast Radius) is 
e rolled twice with all results applied to the 

'target .. ~- .,.,,,'.'" '.... . ',' " ....... ", ' e l ., , . """"}".:--- " .' ....... 1,. 
Plasma' Gre'nB'des: :;." r! ::.1 ' .. ' • •.... '. ,. ,..~ . 
~j~Plasma (Pl) grenades are anti- ., 

• pe'"sonnel warheads available in sizes . 
• ranging from Mk.1 through Mk.5 .. They 
e :ome in hand-thrown, launched, rocket 
e )ropelled versions, and portable missiles. 

:very Pl grenade produces the requisite 
• ive blast radii when detonated. Pl " 
e ,renades resolve their effects on the" .. 

;renade Attack Table, delivering Heat, 
e mpact, and Radiation criticals of !he same 
• :everity. There are three variations of the 
ell grenade:' 
• ) Point Defimse Plasma (PDPl) grenades 
e have warheads with restricted blast radii 

to allow their use at close Quarters, or for .. 
• Pin-poin~ attacks. Each blast radius -:'. . 
.extends outward from the detonated 
• Jrenade only one (1) meter per Mk.'. 

, Standard Plasma (Pl) grenades form 
• :he baSis of this series, having standard 
• )Iast radii. Each blast radius extends '. 
e )utward from the detonated grenade two ' 
• 2) m~ters per Mk.'. . . . , 

e 
• • • • e 

• 

....... 

3) Enhanced Plasma (EPL) grenades have 
warheads which produce abnormally 
large blast radii. Each blast 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: ,.,' 
. Smoke (SMK) grenades are obscuring/ 

signalling/concealment warheads available 
I in sizes ranging from Mk.1 through Mk.S. 

They come in hand-thn;)wn, launched, " 
rocket propelled, and portable missile 
versions: Every SMK grenade produces 
the requisite five blast radii when deto­
nated, but instead of giving explosive r • 

damage, 'smoke is produced in the area. 
The !lM will have to adjudicate smoke 
effects. Generally, the more dispersed the 
smoke from Ground Zero, the easier it will 
be to see through. Here is a set of 
guidelines tor Perception and Combat 
modifiers when looking or firing through 
smoke: Ground Zero (-SO), 2nd Blast 
Radius (-40), 3rd Blast Radius (-30). 4th 
Blast Radius (-20), and 5th Blast Radius 
(-10). Only use the worst modifier in 
application for each individual SMK '. 
grenade. There are three variations of the 
SMK grenade: ;; J .;~, 

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 undis­
turbed. 

NEEDLE PISTOL 
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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 "me~iu!,n is undist~rbed. 

Anti-laser Aerosol Grenades: ~::: i:"',:',i 
. . \ . . .. . '. ..; .. ,""'; '. - ... 

Anti-Ia~er Aer~sol, (ALA) grenades are' 
defensive warheads which defeat coherent 
light (e:g., laser) beams:''They-are' . ,,'. : 
available in sizes ranging from Mk.1 ,::.:: 
through Mk:S, and come in hand-thrown, 
launched, rocket propelled. and portable 
missile versions.'·Every ALA grenade c' : 
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), Sth Blast 
Radius (-20) •. Only use the worst modifier 
for each effect produced by a single ALA 
grenade. Anti-laser aerosols do not affect 
perception in any way. There are three 
variations of the GP grenade: . 
1) Point Defense Anti-laser Aerosol 
(PDALA) grenades have warheads with 
restricted blast radii to allow their use at 
close quarters, or for pin-point deliveries. 
Each biast radius extends outward from 
the detonated grenade only one (1)' meter 
per Mk.'. The aerosol remains sus- . 
pended for 10 minutes provided that the 
atmosphere is undisturbed. ". . 



2) StandarlAnti~iaser-Aeroscii'(ALA) .. " 
grenades form the basis of this series, 
having standard blast radii. Each blast 
radius extends outward from the deto­
nated grenade two (2) met~rs 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. 

Miscellaneous Grenades: 
The GM is free to develop any grenade 

effects that he wishes to include in his. . 
game.' These could includ~ gr~nad~s "~ 
which emit poison gas, aCid, bIOtOXInS, 
anti-molec'utronic viruses; corrosives, etc. 
Variations on these grenades could follow 
the "Point Defense! Standard! Enhanced" 
progression given in this sec,tion., , 
Gren~d:e"Fuie Optl'ons:", ~:';;, ' 
, , There are several ways to have a 
grena~,~ deto,nate. The following fuse. " 
options ~re available for grenades (~nd " 
possibly ,mines ifth~ GM allows their use): 
• TImed Fus'e: '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 sequen.ce., • 

• Contact Fuse: The grenade will detonate 
the instant it strikes any solid or liquid. 

• Proximity Fuse: The grenade will d~t­
onate when 'it comes within a set distance 

, of the ground, thus exploding in mid-air. 
• Delayed Action Proximity (D~P): The ' 
grenade will not detonate until triggered 
by the presence of the appropriate target 
type (e.g., a man sized bio-organism) 
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. 

Standard Unguided 
Extended Range Unguided 
Standard Guided 
Extended Range Guided 

10 
10 
10 
10 

GRENADE SUMMARY CHART 
Blast RadII (m/Mk.') 

• • • • • Applicable • 
Grenade Type . PO Standard Enhanced Critical Type Shield MOl • 

Notes: 
a = Roll criticals twice in the first Blast Radius ... 
b = Roll criticals twice in the first two Blast RadII. 
c = Ungering Heat effects. See the text for specifics. 
d = Effect normally lasts for 10 minutes. 
e = Effect normally lasts for 20 minutes: 
f = Effect normally lasts for 30 minutes. 

Portable Missiles: '-,.,", 
. As indicatedJlarlieron, portable missile 

effects are practically. identical to the " 
grenades described above .. The difference 
with portable missiles is ,their attac~ 
delivery method. Portable missiles are 
best thought of as miniature guided or un­
guided, direct-fire rockets, whicll are , 
discharged by portable missile launchers,. 
For simplicity's sake, it is assumed th~t_a 
portable missile launcher (PML) can fire 
any portable missile, However, the GM 
may stipulate as many restrictions as he 
sees fit. Below are detailed a few portable 
missiles followed by a chart of theirra.nge, 
characteristics. Note that any of the' .,,' 
grenade warheads described a~ove could 
be held within any of the following 
portable missiles. ;., 
1) The Standard Unguided Missile is a 

direct line-of-sight warhead delivery 
system. Its maximum range is 800 
meters. " . 

2) The Standard Guide~ ~issile, w~en 
discharged, must be directed to !ts . 
target by the firer, who controls Its flight 
from the portable missile launcher (by 
means of remote control). When so 
controlled, the missile adds +30 to its 
SR MR and LR modifiers (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. 

.• ' ., I. . .' 

Portable Missile Options: 
A portable missile may be producel 

with multiple options, but it may have 
one type of fuse. The following.op.tior 
are available for any portable missile: 
• Extended Range: Long Range charac 

istics are doubled. , ' 
• Fire-and-Forget: This option is availa 

for Guided Missiles only. Essential!: 
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 detecti~n syste 
guide itself to the target. c.' ::', . ~',i; 

• Proximity Fuse: The missile detonate 
before reaching its chosen target if i 
comes within 1 Blast Radii of anothl 
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 detonate.s 
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 I 
be chosen as an option for armor pi 
cing portable missiles. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
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"A 'Mark Five Magneto-feed Fully Automatic Plasma Repeator Rifle'? Is that what you 
call it? I call it a gun. I thought I knew how to use one of these; now I'm not sure. Let's 
try it out ... n 

Apocryphal Speech of a little-known Jym-bob 
Android model which malfunctioned slightly 

and murdered several dozen Citizens. 

.1 

.! . ~ 
• f 3.1 ______ _ 

• I PERSONAL ITEMS 
• Calculator unit: (*) A small ("pocket- ' 
• sized") calculator capable 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, 
• ::limited audio recording, etc. , 

, COmputer Map: (*) Actually a combined 
• ; scanner/recorder, this device uses 0 ' 

• "hologlass plates to store visual informa-
• \ tion. The Map records information , '0 

• 'continuously in a 100 m. radius about the 
carrier, providing a faultless return guide. 

• lPremade maps from aerial and orbital, ; 
• scans can also be fed into the Map, which 
• compares scan data with immediate:';,,, '; i 

• ,surroundings to pinpoint current location. 
'One Hologlass can store about 1,000,000 

• sQ. km of map data. The Map is a 2 cm. 
• thick 10 x 10cm square, one full face 
• ,devoted to a glassteel display face, which 

displays a 3-D top-view at a nearty infinite 
• range of magnification. The Map can also 
• project the Image (in the right lighting) in a 
• 3 m square display. , ,,', ,'.- : 

Distance Lenses: {*} About the sIZe of a 
• pair of small binoculars, these combine 
• the powers of Infrared and Riter lenses, as 
• Nell as superb magnification (up to ' 
.100,OOOx). A small display inside, along 

:he edge of the view gives distance to an 
• )bject targeted in crosshalrs (up to 20 , 
• an)., ,.' ' ,-" '., 
• :arphone Communicator: (*) A light- . 
• veight headset, it mounts In one ear with 

, filament wire extending to just In ,front of 
• "Ie mouth, a tiny microphone mounted on 
• 1e tip. The unit is very lightweight and : 
• nencumbering. Hearing, even through ; 

• 
1e unit, Is unimpaired. Range: 100 m; 
Iso used on-board vehicles. ' ", " . "". . . \ : -:: ., :.. . .': -1":~ · -",,'" 

• • • • • • • 
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Elmonlt Card: Not a 'credit' card, but an 
electronic 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 holder is making ,a purchase, the ,::': ; 
-amount iS,deducted, altering the data.:,~ : 
Illegal data alteration is'extremely difficult, 
aitho!Jgh not Impossible. Normally they : ': 
are 'orJly accepted if locally (w~hin a;~;'! 
system) Issued so that the Bank netw0H.< ' 
can verify the integrity of the card.: ,For', ; 
Interstellar travel, the traveller is issued a 
special bank credit, with which he/shelit ' 
may set up a temporary account at the' , 
loeal institution. Uke the Ident Disk,(see 
below), Elmonit cards are chemically" 
keyed to the owner. .' , ' 
Glowglobe: (*) An 8 cm diameter translu- ' 
cent sphere, the glowglobe is a portable, 
self-contained light source. Ught level is 
altered by twisting the,hemispheres, from 
'off' to an illumination equal to abqut a ,150 
watt light bulb. AlsO triggered when the 
globe Is turned on is a tiny'gravity 0,' 

neutralizer, rendering the globe weight­
less. A small loop is mounted on one' 
hemisphere where the globe can be , ' 
'moored' to keep It from floating away.' ,A 
variety of light shades are also available. 

, , '0" . 0 
.. ';: .•.. 

.. ,.. ,_ . 
• i., 

Ident Disk (replacement): One Ident Disk 
is issued to each citizen of the Imperium 
free of charge; lost ones are replaced at a , 
penalty charge. The ident disk is a 5 cm ' 
plate about 2 mm thick, carrying 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 -
physical, physiological. psychological and 
historical- as well as a retina scan for 
further ident confirmation. Access to this 
information is limited, depending on the 
reader. Normally. only authorized Patrol 
readers with a master clearance have full 
access, and only Confederation Hospital 
readers have full medical (physiological 
and psychological) access. The disks are 
chemically keyed to specific body chemis­
try and warmth. so that if the disk leaves 
the proximity of the wearer long enough to 
fully dissipate acquired body warmth 
(about an hour), the disk information is 
destroyed, and the holo-image blurred 
beyond recognition. Ident Disks, like 
Elmonit cards, are very difficult -:-: but not 
impossible - to forge. They must be 
worn very close to the body. Personalized 
disk carriers, like jewelry, are constantly 
moving in and out of fashion. 
Infra-red Goggles: Less expensive than 
the lenses above, they perform basically 
the same function. '. They do; however, '!It 
reduce wearer Pe'rception by 20 (ariCJ it is, 
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-­
able for up to a month without discomfort, 
which allow the wearer to 'see' into the ' 
infrared spectrum, allowing him to discer~ 
heat-radiating objects even in the dark.. 1.­

Acti"ated by pupil dilation, they do not 0 

impede normal vision. ,Must be custom­
fitted (Included in price). 
Light Filter Lenses: Similar to Infra-red 
Lenses, these are triggered by pupil '.' 
constriction, darkening to cut glare when 
the wearer is In bright light. Must be "~' 
custom-fitted (included ~n price). ", ,\~ 
Llghtrod: (*) Basically a 'sophisticated 
flashlight, the Iightrod can act as a Signal 
beacon, In addition to possessing a variety 
of other levels of intenSity and beam 
width.: ,. '. ,,', " '" 
Magrietlc Compais: This simple device' 
will function on any planet where magnetic 
poles are present. About 6 cm in diameter 
and 4 mm thick. " ~' ,J' , ' 

"". 

i 
" 
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Makeover K'lt: (2*) AbolJt the size ~f a 
small attache 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 hislher/its face and hands to 
appear to'be nearly any humanoid racial 
type. One very skilled, using a superim~ 
posed holo-image, can 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, a willing (or '; 
unconscious) impersonee is necessary for 
this operation., c.:, , . 
Microcomputer (Mk. 1 through 4): (1-4*) 
A small, hand-held computer unit (15 x 10 
x 3 centimeters), the microcomputer is 
capable of performing all 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 
microcomputer features a 6 centimeter. 
diagonal screen and Ii 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 and is 
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 (Le., CPU capacity, memory 
and storage) the microcomputer is treated 
as a standard computer. 
Molecutronlc Scrambler: (1 * IMk.#) 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 Experience Level of a target 
android. If tile molecutronic target fails to 
resist the Scrambler, the computer "brain" 
is mutilated beyond all possible function 
and is rendered completely useless. In the 
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. 

• • • . . " . 
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Neufeld . ,. ~ ... , .. ~ ____ ~ ____ ~ ____________ ~ ______________ .~':'~O • 

Small Scrambler units look like little Pols~n Detector: (*) Using the principal • 
boxes and can be hand-held. Larger units of diffracted X-ray analysis, this small: • 
are shaped like long rods with malicious handheld device is capable of detecting '. • 
looking prongs on the·eM. Still larger " many different types of pOisons commOi 
units can be mounted into back slung used in food or drink. The Detector has • 
packs. Molecutronic Scramblers are not "standard" diffraction signatures stored • 
ranged weapons; the disruption field' its memory; these are used to make ,': • 
generator must be placed rjghtnext to the positive matches when poisons are ... I~ • 

target brain (1 cm/MkI). If engaged in present in the analyzed material. A spec 
melee, the wielder of the Scrambler' must X-ray reflective plate must be placed U'1l1 • 
make a successful maneuver to discharge or behind the subject matter, and the' -' • 
it next to a robot or android brain in order Detector is then waved within 10 cm oil 
to have any chance of success. Mole-'" subject surface. Detection' of standard)' • 
cutronic ~cra"1bler.s are banl,!ed on J~"~- poisons is automatic, with Electrical Te~ • 
Bob 77;' ..... <'. ,:" '. L .. ''-' >:-'.':; !U'!.' "'~: :, ...... ' rolls required for exotic toxins, or whenl 

• 

PerSonal EW Ge'nerato:r."(tj'TMtisia'belt- the dey~~e,is modified.f.orexpanded::~ • 
carried device which, when activated:" capabilities. A Detector can be'used a~ 
cloaks the subject from scanning detection 100 times before its power supply is~~a • 
attempts. Specifically, there i~ a-50 - depleted. . .;j • 
modifier to all scanner rolls directed at the Palon Damping Gear:'(4*) As deveiopei •. 
wearer which are intended to pick up life by Fredrlk Borg, this lightweight equip-"', • 
forms. Concentrated ship' or installation ment takes the form.of a headband, lace 
sensors are at -30 to pick up the 'cloaked' with dozens of superconductor. filament • 
wearer. The Generator will operate for 100 crisscrossing in a dome formation to mi • 
hours bef,ore its power supply is depleted. an open !T1esh skullcap. Each headband • 
The Generator may not be used in requires 4 energy cells to operate, and i: • 
conjunction with a personal shield of any triggered automatically when the wearel 
type. the target of an attack Psion. Each time • 
Pocket CommunlcaJor: (*) A small, palm- the wearer is attacked, the cap must ma • 
sized device designed for long-range audio a resistance roll at 20th level. Failure b~ • 
communication (1000 km overland, or 01-50 results in energy cell exhaustion • 
land to standard overhead orbit). It can be (1-4 of the cells are dead). Failure by S' 
linked to a multiscanner to transmit coded 100 results in the device burning out - • 
information for more detailed shipboard roll for damage/repairs (all but Fredrik • 
analysis - though this is not 100% w?uld be at -50 to repair the devices); • 
dependable (base - 01-02 roll indicates failure by more than 100 results in devil • 
flawed transmission; may be worse burnout and failure to protect the weare 
dependent on conditiol]s) over long from the attack (in which case the wean • 
distances, and can be time-consuming. must make a RR on their own). The gei • 
The Pocket communicator has a wider does not conceal the wearer from detee 
range of frequencies than an earphone and tion Psions, nor is it resistant to Psions • 
has limited (25 hour) built-in recording which cause phYSical manifestations (Sl • 
capacity. as Telekinesis or Energy Channels). • 

Note: such equipment is extremely rar • 
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 roll using the 
• i appropriate scanner skill. Section 21.2 of 
.' the Player Book discusses such static 
• ~" maneuvers and modifiers. 
• ~ Multiscanner: (t) An extremely useful 

;" device for explorer/adventurers, the 
• f..~' multiscanner is the ultimate in portable 
• ~ analysis and detection instruments. 

~ Approx. 18 x 12 x 5 em in size, the 
• ?Multiscanner is often carried on a shoulder 
• ~ strap. Readout is via a 2-D screen set on 
• i:f one side of the device, just above the 
• ~:' control surfaces. The device is capable of 

r:.:three separate types of scan/analysis, as -
• t,!;well as recording scan information for 
• ~: future, more detailed analysis by an 
• fonboard ship or land-based computer. It 
• ~ is also capable of normal audio-video 

Ki recording. Information is stored on 
• ~"Standard memory disks, 4 cm in diameter 
• p'and 7 mm. thick, each capable of holding 
• t(10 hours of continuous full-spectrum scan 

~' (about 100 megabytes) in molecular 
• t~ memory. There is storage space in the 
• !, bottom of the scanner for four disks in 
• (addition to the reader receptacle further 
• ~up. Below is a summary of the scans ' 

f~hich can be performed: 
• ~,. U'e Types: Life form detection and 
• f distinction between animal and plant life 
• !\can be made at a distance of 1000 '<", 

• 
'meters. At 200 meters individual animal 

. ,life units can be discerned, and at 50 
• !l1'meters the scanner can make distinctions 
• ~between basic types (humanoid vs lizard 
• ~, or bear, for instance). More detailed 

i information must be gleaned using a 
• rtcMedscanner. 
.r~' ______________________ ~ .i 
• • • • • • • • • • 
• MULTISCANNER 
• PANDA- Photino and 
• Neutrino Drivers Amalgam 
~--------------~~ • • • • • • • • • 

• Power Emanations: This scan reveals 
any form of radiation, running the full 
spectrum from gamma to 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 powerltransmission, but an activated 
scanner could pick up an unshielded 
pocket communicator beam at a range of 
about 100 meters, while it could detect a 
large, operating fusion reactor from as 
far as 10 km. At 1/1Oth 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 10m. The 
progression is, conveniently, fairly even, 
so that a concentration of one kg. of an 
element may be found as far as 10,000 
meters (10 km.) away: 

Repair Scanner: (t) The Repair Scanner is 
the Technician's counterpart to the, 
Medic's Medscanner or the Explorer's' 
Multiscanner. Successful use of the 
Repair Scanne{allows a Technician to',; , 
determine the exact causes and effects of 
malfunctions 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. 

, Essentially the Repair scanner' performs 
only the "Power Emanations" and "Physi­
cal Analysis"scanning functions: 
• Power Einanations: This scan reveals 
any form of radiation, running the full 
spectrum from gamma to infrared, 
automatically screening out the usual 
background radiation (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. powerltransmission, 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 lis~en in), while it could detect a large, 
operating fusion reactor as far away as 
30 km. At 111 0 of detection range ":,' 
specifics can be made out (interception 
'of transmission, eXact location~outptit 
and size of reactor}:" The Repair scanner 
is able .tei.trace p~wer.lj~es ~nd~rc'u.itlY, 
and - with a skilled operator'::,'" -analyze ' 
flawed circilits as a prelude to' repair .'It 
can also analyze electronic locks as a 

, prelude to defeating them.'~:J·;~j ';'·W " 
• 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. 
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;' Tactical Scanner: (*) A much simpler • 
: version of the standard Multiscanner, the 
~ tactical scanner is the preferred tool by 
" many military services. Multiscanner skill 
: is still used, but all rolls are at +50, due to 
i ' 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 a 
, vertical range 10 meters up and down, 
,- most users set the scanner for a more 
~ limited vertical field. It does not distin- , 

guish life forms, power sou'rces, or 
perform any sort of analysis. It is strictly a 

_ tactical information tool; size of all objects 
is approximate. The Scanner is able to ' 
penetrate most normal physical objects 
(walls, bulkheads) and force fields, though 
the ,GM may wish to include a difficulty 
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 luminous blue gridded display. 
It can be mounted to' large weapons (such 
as plasma rifles) or hand-carried.~~;: , 

'Signal Beacon: (*) A flat disk aboUt'the 
size of a Memory Disk, the beacon":',': 

, projeCts 'a ,very bright beam of red light as 
far as ~ 0 km. in ,length. The touc/l':'switch 
allows for binary code transmission .. Total 
light duration on one power cell: 5 hours. 

"",0'" "." • _ '" f, . . 

Ultra Goggles: Like the lenses below, 
except these are less expensive, and ' 
reduce Perception by 20. ;; , 
Ultra Lenses: These combine the features 
of Infra-red and Light Filter lenses. Must 
be custom-fitted (included in price). .. 
Security Scanner: (2* or t) This is the 
term used for an entire class of hand"­
portable data retrieval devices especially 
designed to read coded information off of 
an Ident Disc (they are commonly referred 
to as "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 while the Ident 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 kilos, and requires 2 Energy Cells 
(2*) or an energy Cartiridge (t) to operate. 
They are not commercially available, 
although they are occasionally seen on the 
black market (SHEER FOllY to find), 
where they can fetch prices ranging from 
SOp to 5000 Elmonits. (C, " 

- , Use of a Security Scanner requires a 
Routine Crime Tech maneuver (a roll 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 informatiori encoded 
upon an Ident Disc is entered into one of 
three "tiers"; these are detailed below: 
• Tier One/Open Data: Accessible to all 
known Security Scanners of Im~rial or 
Provincial 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 weight, profession and 
'employer, and ImperiaVProvincial awards 
or decorations received, and denotes any 
licenses or certifications possessed (to 

"operate given classes of vehicles, to :'~: 
engage in .various forms of commerce, to 
near certain sorts of weaponry, etc.) 

• Tier Two/Security Data: Data on this tier 
is primarilY for the use of local law 
enforcement agencies and Vega~ol 
representatives. It includes the owners 
past arrest and conviction record, parole 
or probation information, physiological 
and medical notes (blood 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
calor biological idiosyncrasies of 
recommended procedures for the 
identification and haniJling of the 
individual, which are oc(:asionally placed 
there by such persons as teachers, 
counselors, psychologists, physicians, 
wardens or enforcement officers to serve 
as 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. 

• Tier Three/High Security Data: Data 
entries on this tier differ 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 to begin with (or by an allied 
organization entrusted with the code). 
Most Ident Disks possess little or nothin( 
in the way of high security data; the , 
presence of such entries always indicates 
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 or 
criminal groups would all be recorded; Ii 
here. Undercover field agents of various~ 
organizations may possess another type"1 
of mark; known as an "agency KeC:OOllize· 
Release", this is basically an rnC::lrrll"Tlnn 

to allied agencies that this individual is 
indeed a field operative and should not ' 
obstructed or delayed. In the event 
such an operative is arrested by an 
agency, the ARR serves as a "get out 
jail card" - the agent is to be releiaseOJI 
immediately and responsibility fr,."nnnii:ill 

zance) assumed by the "mother 
;, The encoding of information upon 
Ident Disk'requires a laser Engraver 
a Moderate Crime Tech r.m"!:tr'lJ(~tlinn;.'(J 
Project - this assumes that the Ann,,,,,iliiiP. 

knows the appropriate code(s). Data 
the first and second tiers is recorded 
DODEC, translating into Anglaman, 
high security data may be recorded in 
any number of different 
upon the /"",thnrit,, 

encoding group). 
A Security Scanner which is set to 

retriev~.ftc?m tier two or three will also , 
read d~a from the lower tiers. A 
Scanner\capable of only retrieving up 
tier two cannot even detect the nro",.n",. .. 

of tier thre~ data (just having tier three 
data makes,You a suspicious 
All informati~n on the disk will be : ' 
represented Qn the Scanner's screen, : ' 
even if it is not translated (rumor has it 
that the Imperial Intelligence 
possess an invisible Disc code and a 1 ' 
fourth tier - th~re is probably no trut~ 
these stories). Security Scanners may 
be "reset" to rea~ data from other tierS. 
As an additional security precaution, ? 

many agencies wh\ch issue Securityr ' 
Scanners have them attuned to the '" 
finger/voiceprint of the individual 
representatives who carry them. This ' 
prevents them from being used should 
they somehow fall into "the wrong 
hands". 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • .' • • • • • • • • • • • • • • • • • • • • • • • • • • • 



• • • --------------_ .. ;. :.-----• )leAl EQUIPMENT 
• D DRUGS 
• ,: Use of the following equipment 
• 'ires specialized training for full 
• :tiveness. It is not normally issued to 

me who is not at least certified in 
• t Aid, and even then most drugs and TOP VIEW 
• histicated equipment are restricted. It 
• 'lggested that the PC performing 
• lery make a rol/ for each tooV 

ration. To knit major bones or 
• ries or perform other severe repairs, 
• 58r scalpel will be necessary to 
• ess the damaged tissues. 

• I FIELD MEDICAL 
• JIPMENT 
• /though generally not as complex to 
• Hfectivelyas Infirmary equipment, 

medical devices should still be treated 

TISSUE KNITTER 
Caeduceus 

• respect. Each item has the difficulty 
• ifier noted after the type of energy detailed treatment advice (something the cartilage, tendon and partial bone tissue, 
• Unless otherwise noted, Medical . Medscanner does not do). Once again, requiring about one hour for each regener~ 

:tice or Medical Technics are required accurate readings are much easier if the atedpart. The gun cannot re-grow '.. .:. 
• ~Ijze these devices (see the definitions· computer has had a Medhistory of the , complex tissues like organs. The patient ,.: .. 
• lOse skills in the Player Book). patient previously input. An average is at -25 (for each regenergun treatment) .~ : 
• Ileal Scanner (t): (Medium [+0], use:, complete Medhistory (including all for a period of 25 hours after the treat- ' 
• Iscanner skill) A device almost previous scans and medical history) is ment. It will repair any three burned areas ,.: 

ltical to the Multiscanner in appear- '~ kept on the patient's ident disc. ,; or three. sp~Cific tissue, ~alJl~ge~ ~~fore "iJliJi': 
• !,its detection/analysis abilities are ; i~:~ Dermal Closer (*): {light [+1 0)) Releas- .:~~ exhau.stlOg its_ce~s:. '~;;hlX:llf;i;i$Ac.~(lT.aOS·l 
• '8 specialized in the Life Signs field .. ':.1, ing an energy wave which accelerates cell ::., ~rt~rial.S~aler ( ): (Ve~ Hard [-20]) ·if cf fill:.: 
• Jorm detection and distinction ;1:) ::{:J~r; . regeneration radically; the Closer is used :~' 'AQam, slmllart.o!he Knitt~r,an~ CI~s~r,,!z.:.5'(lfn 
• ~n animal and plant life can be made. for healing concussion hits at the rate of 11' ,.thls more ~peclahzed d~vu~e Will reJol1'\ ~llJ '(Hui . 

'distance of 1000 meters. At 500n,::~' round while activated; also will heal .. ".':.' .. seve~ed vems and arte!1~s (maneuver);> ls!1i:"1(' 
• ilrs, individual animal life units can be', bleeding wounds {max 5 hits/round in .,:t£:~ . fequlred) an.d stop bl~edlng hits at lhe,~te ~ '::.: 
• :emed (within a given 50 m radius, "::~: ~ severity) at the rate of l/round. 'The Sealer of 3/rnd. It IS approXImately th~ same size :1(;: 

• fa scan) and within 100 meters the Y;:, will also repair up to 2nd degree bums:,rh~. as the Dermal cl~ser • .th~ugh 2clXllonger.:",·'~ f 
ruinent will give information on basic ,.0: One power cell in this unit will heal a total 1 The ~ower cell Will ~epal~ 5 severed,;'!:; gni;>~::~ 

• ]ialtypes. Within 2 meters it can of 100 hits or hits/round. The device is '2 artefl~s o~ 50 bleeding hits, or any ~,~ ~~:;: ';',~ 
• ect subtle racial differences and simple roughly cylindrical, 2,Scm in diameter and c0n:tblnation (3 arteries and· 20 hits/md, ... ~',::,:;-
• gnostic analysis, such as detecting 10cm long,and is operated by holding" for Instance).' 'i? '.- ~ ":y~:' ," :~,,;:--, ·~T 

!ign matter in the target bloodstream, about 3cm above the affected area and Laseknife (*): (Very Hard [-20)) Utilizing a ,"; 
• iOerous bacteria, etc. ,More accurate '. activating."""" ',,","""',,< ,~ .. , .• ~~ ••• -,;-~.;, focused IaserscaJpeJ, this device, though . 
• dings on an individual are possible if TIssue Knitter (*): (Hard' i~10]) Working probably not a poten~ial effective weapon, . 
• :Scanner has the person's Medhistory on the same prinCiple as the Derma~closer coul~ be dangerous if ~s~d by the :~", " .. 
• i)nto it directly. (This ca~ be transmit- but more powerful, the Knitter is, able to u~skilled. Th~ lase!<rufe IS 6 cm long, 3 In " 

, via communicator tie-in or read off of a rejoin muscle, tendon and cartilage. diameter, the blade end cone-shaped. :, " 
• :!nory disk.) Note that the Medscanner Severe and complex injuries {such as Preservation Unit (t): (Hard [-10)) This· . ,,:. 
• )S not provide treatment advice.~' shatters) are not recommended to be device keeps alive a patient whose body, : .:~., ". 
• agnostic Computer (2*): (extremely " treated by field equipment, as thesophisti- for one reason or another, is incapable of " '. 
• ~d [-30]) About twice the size of the cation of these devices is liinited. Tissues self-support, and is beyond the capability , 
• ltlscanner, this unit has a 200 megabyte to be joined ,most be aligned somewhat. ~. of field medication. The unit is about the :" 

!!,rnal storage capacity as well as The Knitter is 3.5 cm in diameter and 120 size of a small backpack, with several~::'~: :.,', 
• ~mory disks, readlwrite ability, and long, with more complex controls (and so retractable wires and tubes, each fitted on .' .. ~ 
• ace to store five extra disks. It is a ' more skill required to operate). Repair the end with a cutaneous adhesion plate. : 
• phisticated diagnostiC device, capable of time varies with complexity. The power {These plates work in a similar manner to ,. 

1etailed biomedical and psychologic cell will repair 4 specific ·wounds, medtabs, adhering to the skin and ,... . .l-

• a/ysis:lt does not perform scanning Regenergun '(3 *): (Harit [.10)) Will repair injecting ~edi~ines or takinQ sa~ples 
• nctions; rather it reads data gleaned by a and regenerate any severity bums at the throug~ tiny, hlg~-pres~ure m~uslo~S.) 
• edscanner and interprets it much more rate of approx 10 hits/minute. The 'gun' The ent.lre setup! mcludlng patle~t, IS 
• fectively than the scanner, including . ,--, will also regenerate destroyed muscle,---'-· plai;ed In a speCial polymer bag (Included). 

• • • • • 
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-: --------------...... . 
Although the device can run for as long as Auto Tab Applicator: (Hard [-10]) (2*) 
25 hours· on the 3 power cells, and the This device can be attached to a person's 
cells may be exchanged indefinitely, the upper arm or leg so that it will automati-
body is not as stable as it would be if held cally dispense Med Tabs into the' being's 
in a more sophisticated (and much more system at preset intervals. It has a 10 Tab 

. bulky) Medcomputer Stasis Unit, and the Capacity. The Auto Tab Applicator is best 
patient's condition could deteriorate if not attached and set by a person with Medical 
attended to within 25 hours (roll a RRI -- Technic skills. 
hour for Stat decline after 25 hrs.· Modifications of the Auto Tab Applicator 
Instaspllnt (Medium [+0)) An inflatable are possible (as they are with any device). 
sleeve forty-five centimeters long which Certain modifications could allow auto-
fits snugly over any limb, the instasplint matic injections at the command of the 
immobilizes the limb and reduces the wearer or under certain environmental 
chances of additional injury. If the GM conditions. 
makes rolls to determine whether healing 3.22 TABS 
is 100% correct, use of an instasplint adds 
70 to any roll. . . . - The following Tabs have a'variety of 
Insfacast: (Medium [+on More' durable>-·~ uses; all of the non-healing Tabs have an 
than an instasplint, the instacast is an Addiction Factor (noted as the AF after the 
d' tabl I f I hi h h d drug name). If the drug is taken more 

a JUs e, P as IC S eeve w c ali ens frequently than 1 xl1 0 days, the imbiber 
when a catalytic solution is applied, .I 
creating a rigid but relatively comfortable must resist addiction by making a 
'cast'. Use of an instacast effectively successful Resistance Roll (RR). This is 
halves the maneuver penalty for a broken'-' done by making a percentage roll (plus --.-
limb. It is easilY removed by-the applica-~.. Constitution bonus, if applicable) which is 
tion of a softening solution. A tube of . 1;; above the Addiction Factor. Each succes;.'':: 
each solution is included with each' .::. ___ . sive time the drug is taken: still within 1 0' ~. 
. ' t' If th GM Ices II t '.. days, adds 20 to the Addiction Factor. -' . IOstacaS', e ma ro so':;; ... : ~ 
determine whether healing is 100%.'i,) ,-_,' . "Addiction~ can range from its losing its 
correct, use of an instacast adds 90 to any -effectiveness (the most common result), .~-~ 
roll. ~)::r"£~:'~~; - ... ~;:I;;~·.::. '~;';<~;;:":; f!.?, to a dependance ~nf~h~t.drug, to death. ',\ 
Skeletal Field Knitter (3*): (VerY Hard~1.f1:- ';J ';:.::. :::~,;; ~~!:M~~L)'~~;:i;;~~;~;: ;:~: 
[-20]) The Skeletal Knitter is a field device" AJerlene: (AF: 10) AlerJene is a stimulant ," 
akin to the. Tissue Knitter, but it has a::; \.i:: ;': ," often used by military and paramilitary , . 
more specialized function. When success- troops. Application of one tab allows the 
fully utilized, the thre'e power cells of this· . recipient to operate at full efficiency for a 
Knitter are capable of repairing 6 sprains, 25 hour period without rest. The drug is 
or 3 breaks, or 1 shatter, or an appropriate so safe, that several consecutive injections 
combination of these bone/cartilage! will allow extended wakefulness without 
tendon repairs. The subjects of Skeletal . detrimental effects. However, after use of 
Knitting are physically drained by the . Alerlehe is discontinued, a sleep period 
process, so all actions for 25 hours must follow with 4 extra hours of sleep 
follOWing the bone repair are at -25%. required for each consecutive 25 hour 
This represents the recovery period. period that the person was kept awake 

\ Medtab·Applicator (*): (Ught [+1 OJ) An with the drug. 

Ainboathorphin: (AF: 15) Amboathc • 
is a universal nerve gas antidote for • 
humans. Each applied tab will prote • 
person in a chemical warfare nerve ( • 
environment for 25 hours. Victims \ • 
have succumbed to nerve gas in a : 
previous combat round, and are mire • 
lously still alive, can be treated with • 
Amboathorphin in order to revive the • 
This would require an exceptional ME • 
Technics skill roll. 
Anacept: (AF: 01) The result of centu • 
of biochemical research, Anacept is a • 
,1 00% effective contraceptive. It is. • 
'available in two forms; for males and • 
females (the female version is more . 
expensive and much longer lasting), a • 
need not be used on a periodic basis. • 
dose of either variety must be taken at • 
least fifteen minutes prior to sexual • 
intercourse, and will render the user 
effectively sterile (males for 100 hours, • 
females for twenty-seven days) .. 'It mal • 
purchased over the counter by non- • 
medical personnel on most Imperial 
Homeworlds. Recently, the manufactul • 

. of this and other contraceptives and ,: • 
abortifacients have come under fire fror • 
several of the more fanatical religious , ... ,; • 
groups which have been growing in) 1;' 

popularitY. making this a controversial.-, • 
• • .. ~ h • '. " ••• ~ .. ' _ • , •• ~ •• • .:.. •• , 

Issue ... ,-" , . ..."t .... ",_ '''·~'~·~.'''i!b'f..r.:~;i-;·:i: :," • 
Andeline': (AI:: 10)H'eais~30-concussion • 
hits over the space of 6 rounds. :; ..:. 
Andrex: (AF: 50) This chemical will '. 
normally increase concussion hit total b~ • 
50% and double the number of exhaustic • 
pOints available to the character. The . • 
duration of the effect is 2 rounds per 5% • 
failure of a RR made against a 20th Lvi 
attack.. • 

• • • 
oval, palm-sized instrument, the applicator r-----~~~--------...... ~-------­ • • • • • • • • • • • • • 

adheres Medtabs to the patient's skin. 
Medtabs are the latest development in 
controlled medicine dispensing, and are 
sold (to Qualified personnel) in 10-tab 
cartridges. A cartridge is fed into the 
Applicator; the dosage to be applied is set 
on the Applicator controls - based on 
Diagnostic Computer recommendation or 
skilled treatment decision based on 
Medscanner readout- and the device is 
pressed against the patient's skin (usually 
on a limb). A 1 cm disk sticks to the skin, 
and remains firmly adhered after the 
Applicator is removed. The 'Tab' infuses 
the medication over a safe period of time 
and falls off, fully spent. 



• • • • • ~tiRad I through V: (AF: 35) A highly Jirolene: (AF: 70) (Stimulant) Aids Slirene: (AF: 10) (antibiotic) Extremely 
• ,ffective antidote for radioactive pOison- wakefulness; adds 20 to Perception and useful in fighting most bacterial infections. 
• fig, a dose of AntiRad remains active related alertness rolls. Prolonged uS,e (75 Although full recovery usually takes 24 

Nithin the user's bloodstream for fifty hours without a full rest period) causes a' hours, only one Stirene-aided RR is made, 
• lOurs, and reduces the level of any deterioration of all stat bonuses at the rate at +100. If the patient fails this roll (and 
• 1diation critical then taken by the Mk. of of 5 pts/hr, until a full rest is taken. the GM should keep this secret for two 
• fie dose (An E crit versus AntiRad I Korteline: (AF: 20) Relieves 1-10 accumu- hours, which is how long it takes before 

)8Comes a D crit, versus AntiRad " a C lated stun-rounds. even a skilled and well-equipped physician 
• :nt, etc), AntiRad has a high Addiction luryadrenaline: (AF: 5) (System Stimu- could determine whether the drug was 
• =actor, due to the tolerance developed by lant) used to revive patient from stasis in a taking effect) more extreme measures 
• nany persons against normal doses. portable preservation unit. need to be taken. Addiction here usually 
• Jsually the dose must be doubled if this P, erserverine compound: (AF'.70) A hl'ghly means that the drug becomes ineffective. ' 

i>terance develops. TId 
• .;";'Ienex: '(AF: 10) AV,ailable over-the- effective pain-killer used often by military e e rine: (AF: 20) A difficult drug to 

U" physicians Although I't does not heal any obtain (shee, r folly (-50) on most Imperial 
• :ounter throughout the Empire, a dose of . concussion pOints of damage, Perserver- worlds), and totally illegal in some 
• uelenex completely relieves all symptoms ine greatly reduces the user's sensitivity to Provinces, Teledrine somehow increases 
• Hhe common cold for twenty-five hours. any pain for a period of six hours. In the effectiveness of psionic endeavors by 

'ecilage: (AF: 15) A micro-organism in game terms, this drug lowers the "Shock Telepaths and Semi-Telepaths. It is 
• 'ab form with an incubation period of 31- & Pain" modifier by one step (Le.; a occasionally used by the Truthsibyls of the 
• iO minutes after it is introduced into the character who has taken from 51 % to Galactic Court of Humanity. The user 
• 'ood-stream. The M/O attacks and 75% of his total concussion hits may act must succeed in a static maneuver roll 
• estroys ingested toxins and other MIa's, as if only 25% to 50% have been taken _ modified by Intuition and +30 in order for 

thich work on the digestive or circulatory reducing the maneuver penalty from -20 to the dose to have any effect whatsoever. If 
• Ystem.' ',.' , -1 0, etc). This adjustment also applies to the total is higher than 100, the user will 
• IOSeline: (AF: 80) (Sedative variant) , " the exhaustion point expenditure modifi- receive a modifier of +30 on all Psionic 
• auses immediate unconsciousness as . ers. One very dangerous aspect of this attacks and resistance rolls for the next 

trlene, but certain sleep patterns are ' , drug is its high addiction factor. Any hour. Taking more than one dose will 
• ~ibited" User awakens after only 1/4 of,: ,', character who rolls such a result must increase the duration of the effect, but not 
• ormal sleep time, fully rested (including ~', succeed in a very hard (-20) static the modifier. Should a patient become , 
• ps) and can function as n~rma~. (,4.ddiC,- 1 maneuver modified by Self Discipline. It 'addicted', the dosage must be doubled. 
• ~ symptom: m~~tal dete~l~ratlon: ~5J!~jj[ the total ac~i,eve~ on this roll exceeds 100, Thiagorei m: (AF: 15) Aviiilable overthe ' , 

~rmanent Reaso~ln.g~ ~ntuiti~r." ~11~,',y: 'j'il1. , ,the dosage will ~av,e to be doubled the " counter throughout the Empire, Thiagorex': 
• ~1T!.0ry for. eve~,~~,~~~~n~tu.~~~:P',~..aY~,eij ,~ext time Persel"ierine is taken., It the total III completelY relieves headaches and ':'" ;'; 
• h.en~~R ~~~ed.) r!'ih~?'S3i;=';;~c;-'!.::~~;t.!i:p'j)S 100 or Jower~ the ~~~ra~er!s phys,i~II~,~ minor muscle t~nsi~n.!,S~ouJd a patie~f ~,;',.;~. 
• ~Queline,: (AF: ,05) Iieals 10. hits. ,J: 21i :y.' ,depende~t ~n .the ~r~g,and Will fe~!':~' -,:, become 'addicted', the dosage must be ,~"i~ 
• ~. ,:; ~:'~~iF'!::lm' lD' ::.~i;Ls~;::":,~:;,~::~ ,,,hopeless and!n parnwhen~ver.demed its ",:doubled. A critically low roll (of 05 o'r' ,:,~;. ,~ 

~ofIux: (AF: 20)(Specific Stimulant): t":= -effects. Such characters Will su~er. a~~O ': lower) indicates eithertotaltolerance to " .. 
• ~ on .~~ spleen and liver, causing :::G.ii,.'H o~ all maneuve~ attempte~ dunn~ , , the drug (i.e:~ 'it win never have any effect -' 
• ~ a~celerated blood production,~; rjr:withdra~I." !hIS pena~ty wdl continue ,to, L, 0rean tcth~o~h. a~.~er) or som~k,~~d,.?f ~11~~~,ic ' 
• !Ough to completely replace blood "" ,r::- apply until withdrawall~ complete - ,:,_:,; 

JPPIy within 2 hours., ~atient must at an, usually from!~ree to thirty days later. ,". ' Torethen~:' (IF: 10) Heals '100 concu;sion 
• nes still'bave the normal minimal Quedella Phi: (AF: 0) Not a chemical drug, hitS over the space of 12'ro-unds. 
• nount of blood to remain alive. Patient'~ but actually a micro-organism held within Triadrenallne: (AF: 80) (HeaVy Stimulant) 
• lUst be kept hydrated and will be at -25 ',' the Tab; a Quedella Phi Tab allows a A very powerful, short term stimulant, 
• or 25 hours after taking this dr~g.' :,:>" human to.di~est rough cel~ulose for a' Triadrenaline acts to 'haste' the user for 4 .. 

yravol: (AF: 25) This drug counters the, week. thiS IS a great survival boon for rounds. ',," 
• de effects which often accompany Hyper explore!'5 on u.ndev~loped worlds that are Tyreline: (AF: 100) (lifekeeping) Strictly 
• pace travel. Anyone suffering from",' sparse In readily edible vegetabl~ food.' an emergency drug, it is used when even a 
• lusea or disorientation after a hyper- .;":-:. Rebillis:' (AF: 20) Allows character to "see, portable Preservation Unit is unavailable. 
• lUnt (GM's'discretion) can'be cured with into his future" (5 minutes only). He must The instant the Tab is applied, the patient's 

shot of Hyravol .' . ,,': ,.(:-: 2,'; " ~ make a RR against a 5th Lv) attack; if it is' body is chemically 'frozen' and will not ,.'. 
• lerferon'IV:'(AF: 10) (Antivira'ljn1t:;~' - :.' s~~cessful the vision is clear, if failed: the deteriorate. Brain oxygen requirements are .. 
• lest synthetic version. Immediately after ~Islon takes the form of a hazy hallucma- minimized, so that 'death' does not occur. 
• Iministered the patient is allowed a new tlon. , ", () This condition can be allowed to continue 
• R at + 1 ~O" If it is successful, complete ,: Regenex III: (AF: 0) (~egenerate limb) 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-
• It, the patient may make another roll at eration of lost body parts:' It is also time- , tion unit or (preferably) a Medcomputer 
• 100 after every hour until successful, or consuming, for the full re-growth of a Stasis Unit is reached before this time, 
• (tries are made, whichever comes first. , finger will take as long as 20 Standard however, a dose of Luryadrenaline must 

all should fail, one can receive the drug ". Days; an arm or leg 1 00 to 150 Days. The be applied to cancel the Tyreline, and the 
• Id try again after one full day (though the limb is a perfect reconstruction, however; patient must roll above (100 - his Co) or 
• ug is at an additional -10 for every ~ " ; identical to the original. die, his body unable to take the shock. 
e ccessive use vs the same virus). 

• eT·19 
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Verex CDmpDund: (AF: 25) A universal 
poison antidote, it allows the patient an : 
addition~1 RR at :"100. . 
Vlrlene: (AF: 30) (HeavY' Sedative) Causes 
immediate unconsciousness for 2-4, 
hou~. ' 
Yuthix: (AF.:100 ~if lakeri:'more fr~~; ,. 
quently than once per'year) Stop's 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 ... .. _ .-". 

UNMONITOREO/RECREATJONAL TASS'·.". 

GDrteline: (AF: 50) (recreational stimu-' , 
lant) lasting about an hour, Gorteline ' 
produces a euphoric effect similar to....:- : 
though somewhat more intense than -" 
the drug Cocaine.!· .•. , - '.,.;, ; ::,.;~ 
Mertlnel: (AF: 0) (suppresses hair growth) 
Usually taken by men who don't want to' 
bother. with a beard an~ are unwilling to'·,··' 
deal wtthpermanent beard irradication:' 
The drugalte~ certain hormonal levels' :->'. ' 

retarding peard growth for 1 00 da#~:/"':: 
Myrlne: (~F)O) ~sens~ enhanceme~i):: :::, 
Expa~ds vIsion slightly Into,infra-red and :', 
ultraviolet realms; allows user to view. ' 
other Ii.ght waves: .Useful for night~ravel"~ 
where mfra-red vIsion would be an·aid:.: d. 

Unfortuna~ely, anyone'underthe influence' 
of the drug outdoorS in fli" sunlight is-:1!j~l; 
virtually blind withoUt goggles; , Du'ration:;r 
2 hours."";: '. :,:,':,: ..... -,,: .;:.~ .,j', •... " " .... :" 

Slrad~I:' (AF:20) (mind StimJlant).:" :": 
Urlene: (AF: 80) (ha"ucinogenr' . ": .. . 

3.23 INFIRMARY EQUIPMENT 
Note: All infirmary surgical equipment 
assumes use in tandem with a scanner 
bed. These instruments are relatively 
inetfect~e (and can be dangerous) when 
used without support diagnostic equip­
ment. Such instruments also operate 
using b~ame~ p~wer from a nearby 
transmitter tIed In to the ship or building 
power reactor. Surgery with these . 
devices without a scanner bed should be 
at an additional-30 penalty. However, 
successful surgery with this equipment 
takes but a quarter of the time to heal, 
always heals properly without scarring. 

Sca,nner Bed: A sophisticated infirmary . 
d~vlce, shaped somewhat like a large bed 
With a full size display mounted above 
along one side. The scanner bed continu­
ou~1y monito~s a" vital Signs of the 
patient, and signalling if there is any 
change. It is also capable of detailed 
sensor scans, and magnifying specific 
body parts. It is an invaluable tool. 
Su~ical, De.rmal Closer: (Medium [+0)) 
ThiS deVice IS capable of healing 5 
concussion hits per round. 

LASEKNIFE 
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Surgical Tissue Knitter: (Hard [-10)) Can ',The ~edbed is a scanner hed and a, 
heal tom (but not destroyed) muscle ' diagnostic computer.which.,once "rTI,wn,,," 

ten~on and cartilage, and any bone breaks by the presence of a body I'n'sl'de, w'lll, .. ,'. 
- Including shatters.' ' .' , .. perform whatever actions it deems ' J 

Surgical Regenergun: (wry Hard [-20]) ::~ necessary to return the occupant to full ':' .. 
!he most powerful of the Surgical . : norm~1 operating status. A preliminarY } , 
Instruments, the Regenergun is actually ., scan IS performed to determine whether 
several different devices, one each'for the occupant is near death - and . ' 
bums, muscle. cartilage, bone, and ~', ' " immediate preventative action is taken 
org~ns. A,~ur.gical gun,heals. burns up to -' necessary. In very serious cases the' . 
5 h~s/md,a Single complete muscle or" Medbed will place the occupant ' 
,cartil~ge structure in 10 minutes, and ofta Medbed stasis is much"Safei" c!" '''~''in .. I,I''S' 

bone In 1 0-200 minutes (variable wittf' ,'.. • indefinitely,' and involves only a 1 % . 
size). Eachrequires considerable skill to ~ chance of stat decline when the 
operate:'>"":':";:;;'! ' ... l',.,: ;; ... :,(,J:,,, .:-: ii:' revived.:Afterthe'patient is 
Surg~~1 Arterl~J' S~~(~~ '(Hard"t~ 1'ojl A',~: _Medbed proceeds with additional r .. n."i ..... \! 

speclallz~d devl~e;'~, wi" repair arterial and:: i, Tt!is '¥3ther'expensiVidevlc'{ 
venous tissues, reducing bleeding rates by requires 'specific~data to funCtion' 
!:o::hp; r~~nhjl)s/.:.r.,nd_. (m, ax.' ':,0,' .~,e ble~ding.: . Wit.h a complet~)nedical' profile 

, ,p~tlent (av~ilableon his ident disc), it 
~~er Scalpel: (Very Hard [-20)) An. with a Medical Practice skill of +100' 
Indlspensabl~ surgical tool, it is necessarY only!t,s standa!d progra~s it is +70 '(no' 
to cut away tissue to get at damaged. specific penalties for the various instru- . 
b~nes and organs, often used in concert ments are employed).' .. . " ::~r.'" 
with the above devices,' Medsta~ls Bed: Essentia"y a cryogenic" .' 
M~dlcal Fu~ctlon Bed: ("Medbed") The berth with monitoring devices and a 
u~mate dev!ce for exploration parties computer to assure that the occupant's 
without a skilled medical official (but a lot more fragile lifesigns are maintained. 
of money), the Medbed is a large machine' 3.24 PROSTHETICS 
{1.5 x ?5 x 2 m~ters) resembling a bulky glass-hd~ed coffin on a solid pedestal. It ,The science of prosthetics has becom~ 
has ~ b~llt-in Mk. 20 computer. with qU!t~ ~dv~nced" to the point where ' . 
sophisticated Surgical programs and artificial limbs Indistinguishable from the 
general physiological data for a" known real thing can be fitted within a matter of 
sentient races. It must be certified and f~w days. The limb has sensory contacts 
periodically checked by qualified govern- like nerve endings. This lack of time delay 
ment personnel, because it is, in essence is the major advantage over regeneration, 
a surgeon. It is equipped with a" of the' T~e limb .is usually powered by an ultra-
infirmary equipment listed above, and is mlcrofuslon reactor (normally lasts 1 year 
also ca~able o! administering Medtabs, without maintenance). Super-powerful 
dependmg on ItS available supply. The Ii~bs were soon discarded as dangerous, , 
Medbed has a 500 tab storage capacity smc,e use of them invariably caused a .' 
and can provide an instant readout of it~ stram on connective tissues and other . 
current inventory. ~ody parts, They were only useful for acts 

Involving the limb itself, for instance a ' 
s~p~r-powerful hand could crush things 
wlthm Itself. The prosthetic limb does 
have th~ advantage of being more.durable 
and resistant to heat, cold, and physical 
abuse. 
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3.3 _____ _ 

DATA STORAGE AND 
RETRIEVAL 

• • • • • • • • • Audio Disks: 2cm diameter molecular 
storage discs, they can hold up to 20 

• hours of audio recording each. Due to the 
• nature of the storage, near-instantaneous 
• reference to any data area is possible. 

, Holocamera: (*) Able to record still or" 
• motion holographic pictures (with sound, 
• if desired) on a hologlass plate (see 
• Hologlass below). The camera is 10 cm x 
• 5 cm x 7 cm and has twin lenses. 

Hologlass: 5 x 5 x 1 cm transparent 
• glassteel square, a rectangle of metal 
• mounted on one edge and an identifying 
• label on the opposite edge. These small 
• squares receive digitalized laser images, 

which can be stored at a very high density 
• on their special crystalline interiors. 
•. Hologlass storage is permanent; the im-
• '~'. ages cannot be altered without destroying 

the square, which is very resilient. 
•• ~~ Holoviewer: (*) Basieallythe same device 

, ' as the Memory Disk viewer, though less 
• ~'. ". expensive. Adapter modules are available 
• t~ ". 'to convert from one to the other. 

~~ . Memory Disk Viewer (portable): (*) 
• h. Slightly larger than a standard multiscan-
• ~ .. ner, the viewer has a larger screen (12 x 
• .,~ 12 cm) covering nearly all of one face. 
.t.Jhis black, glass.teel plate can either ... 
• ;.,display text information on its surface or 

.~tgenerate a 3-D ~olograp~ic.image above 
•. •• ~ or behind the screen. thIS Image can be 
• ~ 2 freely rotated ~ assuming a full 3600

.:. • i :. scan of the original wasp~rformed). .~- , 
C~, Me',11ory disks: For use WIth standar~ 

• rr,;: ',' audlo/vlsual playback and record deVIces. 
• ~ "'Each disk holds up to 100 hours of . 
• t ;. digitalized holovideo recording or 100. ') 
• ~ .( !'leQabytes of coded dat~. They are 3cm 

:;~" In dIameter and 5mm thIck. ' . 
• '~;~'MemOry Recorder: (*) About the,size of a 
• ::1". pack of Cigarettes, the Recorder makes 
• ~J standard 3-D video and stereoaudio ' .. 
• ':" (within the limits of its sensors) record-

. ~' .. ' ings. It uses standard memory disks. 
• ; f Recorder (audio): (*) Useful when. only an 
• :;r audio recording is necessary, this 10 cm 
• ! long, 3 cm diameter cylinder is capable of 
• i limited stereo recording via microphones 

. at each end. Audio disks (useable only 
• with this type of recorder) 2cm in diameter 
• fit into a slot 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. 

• • • • • • • 

Viewer With Enhance: (*) Similar to the 
Holoviewer, this handy device is capabl~ 
of 'enhancing' images encoded on the 
hologlass (this is only possib:e with the 
sophisticated digital laser recording done 
on a hologlass) many times, bringing into 
focus minute details previously too small 
to discern. Images may be enhanced up 
to 1000x. 

3.4 
CLOTHING 

Naturally the prices given' are' but a 
base, and clothing costs can range_ 
dramatically, especially when high~fashion 
items, or custom-made items, are 
involved. . . ..... -

; GENERAL CLOTHING ExAMPLES 

Dress Clothing: Generally evening wear, . 
more elaborate and less durable than 
leisure clothing, ' 
Dress Footwear: To complement appro­
priate dress clothing. ,:. . , 
Leisure Clothing: Oaywear, activewear . 
Leisure Footwear: More rugged, gerieral­
use shoes or boots. 
Uniform: Often a one-piece coverall, this is 
the basic version of most military uni­
forms, including accoutrements and ' . 
footwear (but no equipment) .. 
Dress Uniform: A more elaborate version 
of the above, for state occasions, fonnal 
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 
two power cells, has a hood, foot and 
hand coverings, and a goggled mask 
shielding the face. The suit can keep a 
man warm in temperatures to -1000 or 
cool up to + 1500 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. 

SPECIFIC IMPERIAL MIUEU CLOTHING 

The items in this section are examples 
form the Space Master Imperial Milieu to 
provide the GM with some priCing and . 
clothing ideas. They are sometimes 
specific examples from the height of 
fashiOlh 
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 from Oberon Moonmoth silk). 
Trimmed with precious-metal thread, they 
are indeed a work of art. 
Shlmmersheer 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 a gown of the 
cloth is every noblewoman's goal. 
Static Cloak: Powered by a micro solar 
cell, a static cloak repels moisture using 
static electricity, forming a charge on, the 
cloak exterior. ...~,~ - .' ..... 
Trueleather Pants: 'In this distant future, 
to call a material 'leather' is not enough. 
The genuine article is' priceless and now 
goes by the name true leather. Such pants 
are custom made. ' . 
Urkusk Mink Coat: The ultimate fur pelts 
come from the minks of the Kubischev­
Lloyd capital planet; it has shimmering 
golden fur which brings an incredible price 
on iriterstellar trade markets.' 
Velaise Bodysuit: A skintight body suit 
covering all 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 variety of colors, and 
o~her garments such as pants and tops are 
available separately. Velaise itself res- . 
embles an advanced}ycra-Iike material. 



3.5 
ARMOR AND SHIELDS 

Below are various types armor, shields, 
and accoutrements. 

. 3.51 ARMOR 
Armor is the basic protective material 

which covers the body. It is divided into 
five categories of four types each, thus 
there are 20 Armor Types (AT) repre­
sented in Space Master. For those 
players familiar with Ro/emaster, the 20 
Space MasterATs 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 de.scriptions. 

CLOTH-SKIN BASE 

This category encompasses normal 
cloth attire, robes, unarmored environ­
mental suits and normal animal hides. 
Skin (AT 1): Normal clothing, assumed 
worn if other covering i~ not specified. 
RobesJEnvironmental Suit (AT 2): 
Encumbering full-length ceremonial 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): The skin of androids, 
and the natural hide of certain animals .' 
(e.g., buffalo, elephant, bear and the like). 

, .. 
LIGHT BODY ARMOR 

This category encompasses pliable, 
lightweight ballistic cloths and alloys. Ref­
erences to "kevlar" assume an advanced 
material with superior puncture reSistance, 
while "duralloy" is the mime given to any 
number of soft armors which become rigid 
when struck by a considerable force.' 
LBA Flak Vest (AT 5): A heavy quilt or 
kevlar vest covering the back, torso and 
abdomen. 
LBA Extended Flak Vest (AT 6): A heavy 
quilt or kevlar vest which extends down 
the arms and to mid-thigh. 
LBA Reinforced Flak Vest (AT 7): An 
Extended Flak Vest with duralloy 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. 

PUABLE ARMORED BODYSUITS 

This category encompasses environ­
mentally secure bodysuits of flexible but 
resilient cloth covered with laminated. yet 
somewhat pliable, armor pieces. The 
armored sections are typically made of 

. duralloys layered with battleplastics. 

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 category also 
includes the rigid hide coverings of certain 
animals. 
ABS Pliable Breastplate (AT 9): An 
environmental bodysuit mated with a soft­
armored breastplate which covers ~he 
back, torso and abdomen. There may also 
be shoulder/upper arm and thigh armor. 
ABS Pliable Breastplate & Greaves (AT 
10): An environmental bodysuit covered 
with a soft~armored breastplate, as well as 
arm and leg greaves. The greaves 
typically cover the outer forearms, thighs 
and shins. . "'.' . 
ASS 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. Also, the hides J)f 
certain creatures that contain at least a few 
rigid plates (e.g., rhinoceros, alligator, and 
the like). '. ,.' L;: ;;:~~., 
ASS Pliable Fitll piate (AT 12): An 
environmental bodysuit covered with soft­
armored plates. Additional areas pro­
tected include the neck, grOin, buttocks, 
hands and feet. Many joints remail) 
exposed however. Also, the hides 01.,_-: 
creatures which contain many rigid plates 

.' (e.g., turtles,crabs, certain alien beasts, 
and the like).' 

MESH ARMORED BODYSUITS 

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 so as 
to give optimum mobility for the consider­
able 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 
hostile 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. 
ASS Mesh Shirt & Greaves (AT 14): An 
environmental bodysuit and mesh armor 
shirt coupled with arm and shin greaves. 
Greaves may be of mesh or battleplastics. 
ADS Full Mesh (AT 15): An environmental 
bodysuit under mesh armor which covers 
most of the body in the form of a shirt and 
leggings. 

ABS Battle Mesh (AT 1,6): An environ­
mental bodysuit covered completely by 
reinforced mesh armor. Extra padding, in 
the form of cushioned duralloys and/or 
battleplastics protect the groin and joints. 

ARMORED EXOSKELETONS 

This category encompasses advanced 
battle armor, the toughest protection 
available to combatants short of Powered 
Armor. Exoskeletons are hard integrated 
plates which can deflect many attacks 
which would otherwise cleave through 
lesser armor types. Exoskeleton armor is 
typically a fused amalgam of hardened 
duralloys, ceramic plates, and battleplas­
tics, formed soas to allow maximum . 
maneuverability. The last two armor types.' 
in this category may be sealed against the .\ 
environment as they have integral helms:} 
and life support systems.." :~ 
AEX Exoskeleton Breastplate (AT 17): An .~ 
exoskeletal breastplate with auxiliary" 
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 
includes greaves of hardened battleD,las­
tics which protect the forearms 
AEX Half Exoskeleton (AT 19): A rigid 
oskeletal armor covering most of the 
dy: An undersuiting of mesh and reSlllient. 
cloths protect exposed areas (such as 
neck, groirl, joints, and backs of the 
AEX Full Armored Exoskeleton (AT 20): 
rigid exoskeletal armor which covers the 
entire body. Plates may overlap at the . 
jOints, imparting complete combat 
integrity. 

• • • • • • • • • • • • • • • • • • e, ., ., 
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• • • • • • 3.52 SHIELDS 
All four shields described below 

• function in basically the same manner, 
• although the range of protection may vary. 
• In the most advanced version, the shield is 
• worn as a lightweight ~elt device (seve~al 

small, cigarette-case sized modules affixed 
• to a belt). One of the modules is the 
• shield power pack. When the device is 
• activated it covers the body and accoutre-

ments of the wearer (the focus) with a 
• halo 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 multiscan-
• ner 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 1110th of a cubic meter 
• beyond the volume of the wearer's body 
• (himself, normal clothing, a small pack 
• and a few weapons) without suffering 

dispersal. When dispersal occurs (and the 
• GM should be alert for the potential of this 
• to preveRt PC abuse of shields) all normal 
• subtractions of the shield are halved, and 

the shield energy cell has a 50(0 every '. 
• ·round of going dead due to overload. This 
• 'situation is appliCabll~ to volumes up to the 
• .equivalent of the wearer's un~lothed bo~y. 

The living flesh ofthe wearer IS the basIs . 
• for the field, though the shield's internal 
• computer is capable of limited compensa-
• 'tion. Shield computers are preset to the 
• general 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 
• 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 .tully 

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 
• projectllelbeam attempts to punch through 

• • • • 

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 affixed 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 
can get close enough to an opponent who 
is wearing a shield, he can push the barrel 
through the target's shield (the barrel tip 
must get within one inch of the opponent, 
truly pOint-blank) and annul its effects for 
that shot. Projectile mounted dissipation 
devices have been experimented with, but 
even Space Martertechnology is currently 
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. Belt weight: 3.5 kg; backl~hest 
weight: ~ kg. ';.'. . .'.. ". 

All shields require 3 full rounds after 
being activated to spread and establish 
themselves fully. Conversely, after being 
deactivated they require three full rounds 
to diSSipate. ." ~ .. 

Only one shield can be operated from 
one focus at any given time. Though more 
than one could theoretically be worn, 
(watch encumbrances, GMs!) attempting 
to have both operational around the same 
focus at the same time will short them out 
(Extremely Severe malfunction). 

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 shields 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 
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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 
low-velocity airborne attack, as opposed to 
projectiles, which are fired from a gun and 
have a relatively high velocity. 

REGARDING SHIELD POWER USAGE 

Each power pack, when fully charged, 
has 1 00 energy points. Activating the 
shield costs five pOints, and each round 
the shield is on drains one point. In 
addition, each time the shield is activated, 
the wearer must make an unmodified, 
non-open ended roll. A result of 01-03 
indicates that the cell is completely dead 
and requires recharging. This occurs 
despite the power level of the cell, due to 
the initial immense power drain of setting 
up the shield.'A result of 04-05 indicat~~ a 
shield malfunction, and one must roll. :~ 
severity (1010: 1-5: Routine; 6: light; 7: 
Moderate; 8: Severe; 9: VerY Severe; 10: 
Extremely ~ev.~re.;" .. ;:~:.:·: .c.'.~ .~ 

. <, ~;.; . ".".:SHlELDTyPES '.:' ':>':.' .. 

Velocity Shield :"m Works basically on 
the principle that the faster something 
approaches, the more resistance the shield 
generates. Wearer is essentially -30 vs. all 
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 collector, a:·· 
device worn about the lower arm, and 
attached to the main shield belt via a light 
cable. The col/ector affects the shield aura 
in such a manner that the shield'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 all other facings by.20 (-10 vs 
melee, -25 vs missile, -30 vs projectiles). 

, 
I 

~ 
i 



Deflector Shield: (:j:) Creating a different 
sort of field than the Velocity Shield, this 
shield is very effective against energy 
weapons, somewhat useful against fast . 
projectiles, but almost useless against 
missile and melee weapons. It uses the 
very energy of the incoming attack to 
deflect, or alter its course. It is useful 
against energy waves as well as material 
objects, if their kinetic energy is high 
enough. Wearer is -60 vs energy attacks, 
-40 vs projectiles, -15 vs Missile, -5 vs 
Melee. - ;. "'- , ... 
Absorption Shield: (:j:) Although useful 
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. Wearer is 
-30 against all forms of attack. 
Barrier Shield: (2:j:) Able to generate a 
very powerful field of energy about the 
wearer, this is the' most impressive of the 
four, and requires a portable reactor rather 
than a standard power pack (though the 
reactor should be treated the same as the 
power pack for energy drain and overload 
possibilities'~ see below). It is corre- . 
spondingly bulkier and more .expensive. It 
does; however, effectively stop all but the 
most determined energy weapon attacks 
(wearer at -90) •.. The shield. stops material 
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 roll a RR for the 
attacking weapon after each strike or 
attempted strike. If a metal weapon is 
used, wielder takes 1-10 hits during each 
strike, as power feedback is channeled 
down the weapon. 

3.53 OTHER PROTECTIONS 
Antipsi Helmet: (4*) A complicated 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 
user's experience leve/. This adjusted level 
is the wearer's experience level whenever 
a resistance roll is made versus any Psion. 

Note: such equipment is extremely rare 
and difficult to acquire. 

'0", >. -. -

Riot Shield: (t) A small frontal version of 
the absorption shield which is worn on 
one forearm, the riot shield is used by law 
enforcement agencies on many Imperial 
worlds. Once activated, the shield takes a 
full round to actualize, forming a slightly 
concave disc about one meter in diameter. 
This transparent disc of light shimmers . 
and hums softly, 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 able to 
interpose the shield (Le., the shield cannot 
stop an attack from behind). The GM may 
wish to allow the wearer a maneuver roll 
to parry flank attacks. Otherwise, the 
Defensive bonuses for the riot shield are 
the same as a standard absorption shield. : 
Note that attacks coming around the shield 
(rather than through it) do not require a-
dissipater. . '.' ' .. 
Sentinel Heimet: (t) Manufactured by 
Kodo Industries of Clan Detzeer, the ,.~. 
Sentinel Helmet combines the best _ 
aspects of several familiar devices into one 
unit. . .Functions include: an ultraview.! .. , . 
faceplate (infrared and light-filtering), a 
filtered compressor unit, a variable. .. 

. headset rangefinder, and a two-way mt":, 
crofreque~cy band communicato~ witJ! ~ , 
range oJ up to one kilometer.'.;<'; :.~' ;,;," . 

3~6 ~, '. .. :~. , .. 
TOOLS ..... '. :,. .;:- ".,,:' ·'?r 

Laser CutterJWelder: (t) A device consist­
ing of a handle with a 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 pinpoint 
laser beam, which can be used to either 
cut through thin material or fuse circuits. 
Though fairly powerful, 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: (t) 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 cut a 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 5 cm. It is 
also able to weld (useful for welding doors 
shut when Snee are coming down the 
hall). 

• • • • 
Standard Tools: An assortment of • ' 
lightweight alloy wrenches and other too .' 
capa.ble of performing normal mechanic, ., 
repairs. 
Molec Boards: The basis of modern • , 
circuitry, Malec boards are 10 cm squarE ., 
laminated sheets of transparent plastic; • 
with conductive and superconductive' .; • 
materials in the middle layers. The ' 
conductive material is electrically moved • 
about on a molecular level to form thefl •. ' 
complex micro-circuitry used in most-·; .' 
electronics. These sheets plug in along ~ .' 
one edge to receptacles which tie the .:) • device together. The boards in this repair 
kit are blank, ready to be etched. An;'::l .' 
Etcher is, of course, necessary. . _ 'J), .' 

Infra-plate: (*) A 10 cm square, 1 cm:!l .' 
thick plate of glassteel framed with a blacJ 
alloy. The controls to this device are ': 1t~ ., 
located along the edge. When placed ort~ • , 
any surface the plate adheres and glows', • 
dim red. Utilizing the controls the' .: ':'il~i .' 
operator can gain a holographic image"Il' , 
which appears' behind the glass exactly' ., 
where it would actually be""':" of any soli~ • 
objects behind the surface, up to a dept!! .' 
. (viewing depth is v~ria~lycontrolledrof.?O • ' 
cm. Excellent for viewing mechanicalloc~ 
mechanisms; etc., Tools are ~esigned to .' 
work around the plate: ~hich is held am .' 
fro~~he s.~rface b.nt!~Y_.~xt~~S!o~~::~? . .' 
Molec Board Etcher:' (t) When a mole' 
board a.nd the appro~~i~t~ ¢ircuifprogra: .' 
ming memory disk are plugged into this" .' 
12 x 5 x.a cm unit it wil/'etch' a new board: • , 
to replace the defective one.' : . :,~I • 
Memory Switch Panels: Standardized '! ill ' 
control panels (20 In a pack) which can bel • 
utilized to replace damaged or defectiv(~~ • 
control panels and readout displays. ;ii • , 
3.61 SMALL TOOL KIT '~,::.:·.~I:.·.~~.· e. 
- Laser cutter/welder _: " 
- Standard Tools J1 e 
- Malec Boards;~ e 

3.~~"',;:n:R TOOL KIT . ~ : 
Contains everything in the above tool; ;)~, • 

kit, plus: , -:~ 
- Supplemental Tools . iJ .. ~~, • 

- Malec Board Etcher _ i ~{'I • 
- Blank Malec Boards ):t~. 
- Repair Scanner . "~ e., 
- Memory switch panels ';'1 
- Heavy Cutter/Welder .~; • 

." . 
I:· · ' · ' · ' ., ., 
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• • .:-
: 3.7 ------­• :. 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 
e J 10 comfortably, this structure is more 
• j rigid than a tent and is capable of with-
• .. ; standing a rougher climate. It can be 

i sealed from atmosphere but requires a 
• ,. separate air supply. Folds to a 20 x 20 x 
• , 50 cm package weighing 16kg. 
•. , I . Life Support System: (4*) 10 cm cUdbe 
• :, unit capable of recirculating warme or . 

• 
'! cooled air for up to ten people to breathe 

and live comfortably 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. 
• r A tiny pump inflates the bed and powers a" 
• ~ . warmth unit in the blanket, if desired. 
• i: .'. 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 
• ~ be sealed from a hostile atmosphere. It 
• ti includes a pump and an air supply enough 

• t _ for four people to breathe comfortably for 
"': :. 20 hours (four Air Packs). Folds to a 20 

• : cm cube and weighs 8 .kg .. ~ . ..~.. ;:.', 
• .' ,iTent: Holds four people comfortably, :.' 
• t{ made of a virtually indestructible plastic. 

• .( 'material which also has superior insulatmg 
. :, qualities. It weighs but 3 kg and collapses 

•. ;'to a 12 cm cube when not in use. ":'~ . 
!.t' ~: '. '. . • . 

.~;. 3.72 SUSTENANCE .. ;, .",' .'.' 
• t ~;' Air Pack: 6cm long cylinder 3 cm in ~. 
• ~ ." diameter, holds 1 0 hour supply of 
• ~ compressed/solidified air mix. For us~ . 
.;1 with filter mask and standard pumps, It IS 

. 1 practically indestructible. 
·:'1 . ; 
:1 .! .: 
• l · .: • • • • • • • • • • • • 

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 Ii.fe­
sustaining variety, but the density or 
pressure of the atmosphere is too thin to 
allow normal respiration. It can compress 
any such atmosphere up to four times its 
normal 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 altered. 
Cool pack: (*) 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 handle. 
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. 

Foodpack: A more delectable if bulky form 
of sustenance than a Ration Tube (see 
below), a food pack is a 6 cm cube. When 
water is added it hydrates into actual . 
foods (although they have been somewhat 
'homogenized', each retains some natural 
flavor). The food pack is guaranteed 
against spOilage for ten years. 
Gillpack: (*) For extended underwater 
activities, the gillpack is a 2 cm diameter 
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: (t) 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 spoilage and are not damaged by . 
extreme heat or cold. , . 
Instameals: More sophisticated than., " 

Filtered Compressor: (2*) A combination' 
of the filter mask and atmospheric 
compressor. this device is used on planets 
where the atmosphere is not only too thin 
to breathe normally (down to 0.25 that 
which is normal for the wearer), but also 
con~ins some sort of trace elements 
which must be filtered out prior to . ':, 
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. 

Foodpacks, instameals are complete~&l ; 
dinners with built-in warmer units, serving 

, plate and utensils. Pull the tab tirhop and. 
the dinner is hot and ready in one minute. '. 
Generally considered quite delicious, but 
rather bulky for survival rations.' ".~ ."', . 
Water Accumulator: (*) A 5 cm'cyiiriifer 
which can be mounted on the mouth of a 

Note: this unit does not provide any 
protection from gases or toxins which 
may be harmful to skin or eyes . 

2 liter plastiC bag. When activated, it , .. 
condenses water vapor from the sur- . 
rounding air and fills 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 Modulator: (1 */10 kg mass) 
Also know)} a~ ~ Weight Modulator, this 
smallish d~~c~ is actually a mini antigrav 
unit. Designed to be worn, oJlJ!person's 
belt, the modulator may bmtfo effec­
tively nega!~ ,~Qme (or possibly all) of the 
wearer's Current w~!gtl!e(up to the 
maximum level ~urtfiased}. 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 wiil still be averaged with 
his or her normal mass for purposes of 
determining encumbrance. 



4.0 MASTER EQUIPMENT TABLE (Mass is in kg. - Cost is in Elmonits.) 

Name 

PROJECTILE WEAPONS 

Conventional Pistol 
5mm Pistol 
10mm Pistol . 
12mm Pistol 
Conventional Machine Pistols 
5mm Light Machine Pistol 
10mm Medium Machine Pistol 
Conventional Rifles 
5mm Light Rifle 
10mm Medium Rifle ., 
1 ~mm Heavy Rifle , 
Conventional Assault Rifles 
Smm light Assault Rifle 
10mm Medium Assault Rifle 
Conventional Machine Guns 
10mm Light Machine Gun 
10mm Medium Machine Gun 
12mm Heavy Machine Gun 
Conventional Shotguns 
15mm & Sawed-off Shotgun 
15mm Autoshotguri ' ,:';. 
20mm & Sawed-off Shotgun .. 
20mm Autoshotgun ' '. 

Mass Cost 

.3-.6 50 

.5-.8 80 
.6-1 100 

2.5-3.0 350 
3.0-3.5 600 

3.0-4.0 250 
3.5-4.5 400 
4.0-5.0 500 

3.5-4.0 350 
3.75-4.5 500 

7-10 800 
8-12 1200 
9-15 1500 

3-4 250 
3.5-5.0 700 

4-4.5 . 300 
4.5-5.5 900 

Name Mass Cost Name Mass Cost 

ENERGY WEAPONS 

Lasers Stunner 

Mini laser (*) .1-.2 120 Mini Stunner (*) .1-.2 120 
laser Pistol (*) .3-.5 250 Stun Pistol (*) .3-.5 260 
Assault laser (t) , 2.5-3.5 500 Assault Stunner (t) 3-4 550 
laser Rifle (t): 3.0-4.5 750 Stun Rifle (t) 4-6 800 
Heavy laser it) 4.0-6.0 1000 Heavy Stunner (t) 4.5-7.0 1100 

Blaster Disruptors 
Mini Blaster (*) . .15-.25 150 Mini Disruptor (*) .1-.3 ' 300 
Blast Pistol (*) .3-.75 300 Disruptor Pistol (*) .3-.6 700 
Assault Blaster (t) 2.75-4.0 550 Assault Disruptor (t) 3.5-5.0 1200 
Blast Rifle (t) 3.5-5 800 Disruptor Rifle (tl 4.0-6.5 1500 
Heavy Blaster (t) 4.5-7.0· 1200 Heavy Disruptor (t) 5.0-7.5' 2000 

Aamers Struptorguns 

Mini Flamer (*) .2-.4 100 Mini Struptor (*) .1-.3 500 
Flame Pistol (*) .4-1.0 200 Struptor Pistol (*) .3-.6 1000 

. Assault Flamer (t) 3-5 . 400 Assault Struptor (t) 3.5-5.0 2000 
Flame Rifle (t) 4-6 650 Struptor Rifle (t) 4.0-6.5 2800 
Heavy flamer (t) 5-1 900 Heavy Struptor (t) 5.0-6.5 3500 

Energy Melee Weapons 
Plasmatic Repeators 

Force Knife (t) .3 500 
Plasma Repeator Rifle (§) . 10-12 4500 

Power Sword (t) ., . .7; 3000 
Heavy Plasma Repeator (§) 15-18 6000 

PROJECTILE AMMUNmoN . . :; 

Needleguns 
Needle Pistol 
Needle Carbine ., 

.... ", (Cost is per round unless indicated otherwise. Mass will vary, but the GM can use the values' " 
.". .5-.75 400 .. b:;:e='o::W:;fo-;:;r;:::a=ro::u=9-;:;h ;:es:-::ti::;m;-at_e_fO.;..f-:-th_e_M_a_ss:-::o::-' f_5:-ro_u,n_ds-::u_n_'es_s_i_nd_ic_a_te_d_o_th_erw_is_e . .:..) '':'':. '._. __ .-.:~ 

'C:f. 1.5-3.0 1000 
Needle Rifle ., . 2.5-4.0, 1600 

Tangleguns)' ~. ;'i: . 

Tangle Pistol ." ,;.~ ~4: - .75-1.25 700 
Tangle Carbine 2-4 1300 
Tangle Rifle 3-5.5 1800 
Taserguns 
Taser Pistol ]5-1.25 600 
Taser Carbin~ 2-3.5 1200 
Taser Rifle 3-5 1800 
Rocketguns 
Rocket Pistol' 1-1.5 400 
Rocket carbin~ 2~3.5 900 
Rocket Rifle 3.5-6 1500 
Magnetic linear Accelerators 
MLA (Linex) Pistol (t) 1-1.75 800 
MLA (Linex) Rifle m 3.5-6 2000 
Grenade launchers 
Grenade Rifle 3-5.5 1000 
Rocket Propelled Grenade Launchers 
RPG Launcher 3-6 1200 
Portable Missile Launchers 
PMl 4-6.5 1400 
PMl Quad 5-8 1800 
PMl Autofeed 6-11 2400 

PERSONAL ITEMS 

Calculator Unit (*) .1 10 
Chronometer (*) .02 1 - 50 
Computer Map (*) .6 60 
Distance lenses (*) .4 20 
Earphone Communicator (*) .02 25 
Elmonit Card (*) .02 5 
Glowglobe (*) .25 1 
Ident Disk (replacement) .02 200 
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• • • • • • Name Mass Cost Name Mass Cost Name Mass Cost 

• FIELD MEDICAL EQUIPMENT DATA STORAGE AND RETRIEVAL TOOLS 

• Medical Scanner (t) 2 850 Audio Discs '.08 2 Laser CutterlWelder (t) .5 150 

• Diagnostic Computer (2*) 2 1200 Holocamera (*) .5 50 Heavy CutterlWelder m 1 250 

• Dermal Closer (*) .5 200 Hologlass .1 15 Standard Tools 1 100 
Tissue Knitter (*) .5 350 Holoviewer (*) 1 30 Molec Boards (10) .5 300 

• Regenergun (3*) .8 400 Memory Disk Viewer (*) 1 70 Infra-plate (*) .1 200 

• Arterial Sealer (*) .5 400 Memory Disks .05 20 Molec Board Etcher (t) 1 500 
- Laseknife (*) .4 250 Memory Recorder (*) 1.5 120 Memory Switch Panel 3 400 • Preservation Unit (t) 3 500 Recorder (audio) (*) .2 40 Small Tool Kit 3 800 

• Instasplint .1 20 Viewer With Enhance (*) 1.5 150 Master Tool Kit 7 3000 
Instacast .2 30 .' Skeletal Field Knitter (3*) 1 800 CLOTHING SURVIVAL EQUIPMENT 

• Medtab Applicator (*) .2 80 General Clothing Examples Shelter 

• Auto Tab Applicator (2*) .3 200 Dress Clothing varies 100 Collapsible Shelter 15 150 

• Dress Footwear varies 20 Life Support System (4 *) 1 50 
TABS Leisure Clothing varies 50 Portable Bed (*) 2 6 

• Medicinal Tabs Leisure Activewear varies 10 Pressure Tent (*) 8 90 

• (cost is per clip of 10 tabs, mass is .1 kg for Uniform varies 80 Tent 3 20 
500 tabs) Dress Uniform varies 120 Sustenance · \ Alerlene 150 Light Jacket varies 10 Air Pack .2 5) · .'~ Amboathorphin 230 Thermal Jacket varies 30 Atmospheric Compressor (2*) .2 10 

if. Anacept 300 :rhermal Suit varies 50 Coolpack (*) .2 5 .~ 
"' Andeline 100 Specific Imperial MIII"u Clothing Filter Mask (*) .2 5 .! Andrex 550 Karolinian Seal Thigh-boots 4 15k Filtered Compressor (2*) .35 15 

.~ Antirad I through V - lK1Mk Kashmere Dress Toga 1 800 Foodpack .08 .5 
l.' Arelenex 15 Shimmersheer Gown 2 4,000 Gillpack (*) .5 50 ... 

.1 Decilage 600 Static Cloak 5 500 Micro-oven (t) 5 30 
Doseline 50 Trueleather Pants 1.5 1,500 Ration Tube .05 .2 
Rr-Queline 100 Urkusk Mink Coat 6 20k Instameals .5 1 .: Hemoflux 120 Velaise Bodysuit 2 60 Water Accumulator (*) ,5 5 

• Hydravol 20 
Miscellaneous Gear Interferon IV 100· j .;~'" ~ 

• Jirolene 'J C, 2 ARMOR A~D SHIELDS Grav Belt Modulator (1 */1 Okg) :.1 50 

• Korteline' 250 Armor Grav,Belt (*) ", , , ' • -. 23,500 
Enviromnenta/SLiit 

.. 6' Grav-pack (*), - . , ' 1 ",'20 luryadrenaline 100 750 • " Gravchute (2*) - " ,': .1.:25 Perserverine compound .- ,; 120 LBAAakVest 1 80 

• Quedella Phi 90 LBA Extended Aak Vest 1.5 ' 100 Heat Dissipation Gear (*) -2'-:-75 
~:.. Reflective Coveralls " ' .<'2 'i~':170 

Rebellis 650 LBA Reinforced Aak Vest 2 150 ., ,', 
LBA Reinforced Aak Armor 4 200 Regenex III .. '" . 250 

POWER CELlS 
• J •. .: Stirene 25 ABS Pliable Breastplate -- 5 1,000 ';-..; 

Teledrine 1000 ABS Pliable Brstplt &Greaves 6_ '1,300 Cells • 
. ~: .,.,.. ," ,ti . ' , . .. , 

Thiagorex III 
" 

10 ABS Pliable Half Plate -. '7 1,500 Utility Cell .. ;1~'-' .01 5 •• Torethene 150 ASS Pliable Full Plate -,', :8 1,700 Weapon Cell .02 8 
.~ Triadrenaline 200 ABS Mesh Shirt ,6 1,500, Flamer Cell .- .05 5 

·t Tyreline 500 ABS Mesh Shirt & Greaves 7 1,800 
CartrIdges t 

Verex Compound 100 ABS Full Mesh 8 2,000 
Utility Cartridge .2 30 

·r Virlene 50 ABS Battle Mesh 10 2,200 -Weapo'ri Cartridge L' .3 50 
.t. Yuthix 2000 AEX Exoskeleton Breastplate ,,7 3,000 Aamer Cartridge .5 15 , 

Unmonitored/Recreallonal Tabs AEX Exoskeleton Brstplt & Grvs 8 3,200 .f AEX Half Exoskeleton ' 14_ 3,500 Packs * Gorteline 200 AEX Full Armored Exoskeleton 18 4,000 Utility Pack 4 100 
.~ Mertinel 1 Weapon Pack 4 200 

Myrine 50 Shields .': Siradrel 200 Velocity (chestpack, *) 6.5 2,000 Flamer Pack 6, " 60 

•• Urlene 300 Deflector (chestpack, *) 6.5 2,000 Microluslon Reactors § 

• Absorption (chestpack, *) 6.5 2,000 Utility Reactor 5 1,000 

INFIRMARY EQUIPMENT Barrier (chestpack, 2*) 8.5 15k Weapon Reactor ,2 1,200 • Velocity (belt, *) 1.5 8,000 

• Scanner Bed 400 20k Deflector (belt, *) 1.5 8,000 
Surgical Dermal Closer .8 1,200 Absorption (belt, *) 1.6 8,000 • Surgical Tissue Knitter .9 1,800 Barrier (belt, 2*) 2.0 60k 
Surgical Regenergun 1.1 2,200 • Other Protections Surgical Arterial Sealer .8 2,000 

Antipsi Helmet(4*) '1.5 5k1Mk • Laser Scalpel .7 1,600, 
Medical Function Bed . 700 200k Riot Shield (t) 3.5 2000 • Sentinel Helmet (t) 2.0 400 Medstasis Bed 450 25k '-'\ BLAST PISTOL • Prosthetics varies varies ~" 

• P31Devcomm 
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Grav belt: (:t) Not so much a vehicle as a 
personal device, the grav belt is a small 
gravjtic generator strapped to the back 
with a wide belt. From the generator, 
control appendages extend forward to a 
pOSition convenient for the wearer. The 
belt is capable of full lift and maneuvera­
bility. 
Grav-pack: (*) A large backpack capable 
of neutralizing the weight of anything 
placed in it, 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 to float safely to the 
ground in an environment of up to 3 G's 
and from an altitude of up to'20 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 all over the body. It allows 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 
armor or encumbering clothing. 
Reflective Coveralls: An anti-LASER 
defensive complement 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 _____ _ 

POWER CELLS 
Almost every item of personal equip­

ment in Space Master (except for most 
projectile weapons, of course) requires a 
power supply to keep it functioning 
properly (or functioning at all 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 powerful 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 cell is marked with a 
(*). If multiple cells are needed, the 
notation (2*) or (3*) will appear, meaning 
that two or three cells 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 low power consumption 
equipment, and some Mini Energy 
Weapons. 

2) Weapon Cell: Used to power small 
Lasers, Blasters, Stunners, and Disrup­
tors. 

3) Flamer Cell: Used to power small 
Flamers. These cells are significantly 
larger than the other power cells. 

CARTRIDGES 

A piece of equipment which requires 
the use of a power cartridge is marked 
with a (t). If multiple cartridges are 
needed, the notation (2t) or (3t) 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 equipment. They have 
moderate weight. The various power 
cartridges include: 
1) Utility Cartridge: Used to power some 

larger pieces of equipment, including 
Linex Weapons. 

2) Weapon Cartridge: Used to power 
Assault Energy Weapons and Energy 
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 
chemical mix. 

PACKS 

A piece of equipment which requires 
the use of a power pack is marked with a 
(:t). Packs vary significantly in size and 
weight, with the determining factor being 
the sophistication of the producers, and 
their level of technology. They may be 
small enough to be attached to the piece 
of equipment they power. More often, it is 
the case that power packs are chest or 
back-slung, 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 
Flamers. These power packs are 
exceptionally encumbering, and are 
typically back-slung when transported 
by a man. 

MICROFUSION REACTORS 

A piece of equipment which requires 
the use of a microfusion reactor is marked 
with a (§). Microfusion reactors are quite 
small, conSidering their power output. 
They are about the same size as a small 
power pack, but somewhat heavier. When 
an equipment failure roll results in a 
"power source depleted" result, any given 
microfusion reactor does not suddenly 
become an expensive piece of scrap metal, 
(that only happens on a subsequent D10 
roll of 1). On the contrary, all that is 
required 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) Utility Reactor: This durable field unit is 

capable of powering a wide variety of 
heavy gear. Given the proper adaptor, a 
Utility Reactor 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 a 
Plasmatic Repeator. Given the proper 
adaptor, a Weapon Reactor could 
conceivably power any energy weapon 
except a Flamer. 

SUMMARY OF CODING: 

Energy Cell: (*) 
Cartridge: (t) 

Pack: (:t) 
Microfusion Reactor: (§) -

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
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5.0 . " 
THE ROLE OF COMPUTERS 

"I wouldn't do that if I were you, Dave. " 

'Discovery' Computer 
Prelmp 9694 

Orbiting Juptiter 

• , It would no doubt be an understatement to say that computers play an important part 
• : in the universe of Space Master. 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 level; 
.' ; memory units are organic and, in a way, alive. This allows far more dense storage and 
• faster relays. Many larger units are voice-controlled, 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 vehicles are still manually controlled to a great extent. This 
• is not a reflection of the machine's limitations, but rather of the being who must give it 
• ', 'instructions. Direct mental links 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 
•. irrelevant 'mental 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 
.' be used by sentients was proposed, but the effort of learning it outweighed the advan-

:, 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 continuing resis-
• ,';, tance to the idea of being 'controJred' by a computer.' 
• ,_ Thus, even in Space Master, the weak link in any such sentient· computer interface is 
.', just that: the delay which occurs between the sentient visualizing and deciding on the 
• i~.:.action, and the delivery of the action command ~o the machine., ' 

~2ih In Space Master, though, the computer has been able to take over very complex 
• ft' tasks (such as continuous evasive maneuvres in a stars hip battle, even. when coordi-• r nating gunner fire) the details. of 'which need not concern the sentients in charge. ,. ' 
• t: ),":Obviously: to' attempt to coverihe'e~tire range of so~are a~ilable in the universe of 
• ~ Space Masterw~4ld be absu[~:)nste~~! belo~ are detailed typlc~I,p~ograms . ",'~ , 

• ;. 5. 1 programs,'such as Evade and Predict,': 
• ~. PROGRAMS AND' 'I , " ,. cOQsume very little Memotyvolume, but, 
.: DESCRIPTIONS depending on how demanding or sophisti­

cated, a lot of Processing capacity. The 
volume and capacity for a specific 
standard computer are determined by its 
Mark (Mit) number: the processing 
volume capacity is exactly equal, to the 
Mk.I, while the memory volume is 2 x the 
Mk. I. Available programs always use 
memory volume but only use processing 
capacity when being used. In addition, 
standard computers have what is called 
ReseiVe Storage. It is not as easily 
accessible as Memory, but has a much 
larger capacity - ten times the Mark 
number in storage volume. However, this 
memory storage 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, 

• ;'. Below are brief descriptions of th~ 
• . various computer programs available in 
• the most advanced areas of the Space 

;:Masteruniverse. All programs may not be 
., available everywhere, or, if available, they 
• may only be 'partial'. ' , 
• ~,: Remember when purchasing programs 
• >i that each has two important volume •.. . 

•
. factors, 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 Memoryvolume because of the 
• sheer mass of data. However, their data 
• retrieval system is relatively simple, and 
• requires only a small amount of Process­
• ing capaCity. Complex, demanding 

• • • • • • • 

therefore, Reserve Storage is useful for 
Archive and Research data, but probably 
not for regular combat program storage, 
since it would require too 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 paint the additional 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 a +5 bonus to the appropriate 
researcMechnical activity/maneuver 
(counting as the initial investment as wei! 
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 each pick fills one .~ 
computer unit, regardless of the bonus.. 
See individual programs for whether the -
volume is consumed in Memotyor both 
ProceSSing and Memory (if it takes up it 
unit of processing space, it must take up 
at least the same amount of space in 
memory for storage while not in use) ... :.:, 

PROGRAM DESCRIPTIONS. '; 
General Reference: An encyclopedic database; 
referenced by subject with multiple cross­
references. Includes very basic information on 
Terran general history, the sciences, the arts, 
literature, etc. 
Xeno Gen. Ref: The complement to the General 
reference database above, this file covers all 

, Terran colonies as well as any general data on 
other races encountered by Civilization. By 
necessity, 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 fields. The detail and referencing is 
exhaustive; however, it does not approach 
some of the planetary Archive databases; 
consuming as much as 10,000 Storage units, 
they might truly hold what could be called the 
"sum of human knowledge". 



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 lab bonus 
but c.annot exceed the lab bonus. ' 
Chemistry: As Physics, above. 
Biology: As Physics, above. 
Planetology: As Physics, above. 
Astronomy: As Physics, above. 
Cultures: Each memory unit pick adds a bonus 
to all anthropological and cultural research. 
Medicine: As Physics, above. 
Mechanical Engineering: As Physics, above. 
Genetics: 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 unit pick adds a 
bonus to all repairs and construction related to 
this topic. Use appropriate table. 
Weapons: As Mechanical, above. 
Electronics: Includes all electrical systems. As 
Mechanical, above. 
Communications: As Mechanical, above. 
Computers: As Mechanical, above. 
Power Systems: As Mechanical, above. 
Stardrlve: As Mechanical, above. 
Crime Systems: As Mechanical, above. 
Medical Systems: As Mechanical, above. 
Cybernetics: As Mechanical, above. 
Genetics: As Mechanical, .above. 
Basic Sys~ems Monitoring: Automatic ship's 
log and mmor systems control (lighting, portal 
control, etc.) 
Recreation: Games, movies, etc. 
life Support: Maintains environment. 
Galley: Food synthesis. 
Xeno Galley: Food synthesis for exotic tastes / 
other races. 
Astrogation Reference: 
Star Chart: A complete map of the known 
galaxy is available, 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 
"Routine". 
Astrogation Plotting: 
Hyperspac~ Course: Computes Hyperspace 
Course. Without program, computation is 
"A~sur~" .. (~owever, 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.) 

PILOT INTERFACE 

Hyper Jump: Controls Antimatter flow to 
Translight Engines. 
Autopilot: Can maintain 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 ~hip initiative. (1 unit processing and one 
Unit memory per pick) 
Power Distribution: Controls and monitors 
distribution of power to all ship systems. . 
Damage Control: Malfunction alert and flame 
detection/contro\. Seals doors to contain 
decompression unless overridden. 
Security: Monitors and can restrict movement 
of specific beings within installation. Requires 
.1 memory unit per being. 
Cybernetic M.onitor: Controls robotic assign­
ments. ReqUires .5 memory unit per special 
system. 
Communications: Allows Com Tech bonus on 
Transmission / Reception, including both 
Tachyon Beam and Microwave signals. Each 
processing pick adds a bonus, and 5 light­
years ofTachyon Beam range. 
EW Distribution: One pick for every 10 pOints 
of EW (actual EW equipment purchased 
separately) is necessary for manual control of 
EW/Stealth screens. Each Processing pick also 
adds a bonus for all EW activity (no matter how 
many operators). (1 unit processing and one 
unit memory per pick) 
Target Lock-on: Allows shipboard Heavy 
Energ~ Projectors to be committed on any 
target In Sensor range (see ship construction 
fO.r ship s~nsor ranges). Energy attacks 
Without thiS program are at -30 (in addition to 
any other factors). 
Central Gun Control: Allows any number of 
ship's guns to be fired from central control with 
controller's gunner bonus (-10 to bonus for 
every gun over one controlled). 
Gunner Interface: Allows inclusion of individual 
gunner's fire bonus for Heavy Energy Projec­
tors. 

ASSAULT STUNNER 
Struin Field Systems 

Predict: Each pick adds a computer bonus for 
Heavy Ener~y weapons fire. (1 unit proceSSing 
and one umt memory per pick) 
Missile Tar~et~ng: Eac~ pick adds a computer 
bonus for ".1lsslle targeting. (1 unit proceSSing 
and one UOlt memory per pick) 
D~fense (screens): Arranges and maintains 
shields. Processor and memory required is 1 
per 10,000 tons (1 unit minimum). 
S~ar System Analysis: Reference data; each 
pick adds a bonus to sensor analysis, and fills 
one memory cell - in addition to the base 
volume of 3. 
Planetary Analysis: Reference data; each pick 
adds a bonus to sensor analysis of planetary 
and stellar bodies, and fills one 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 to the base 
volume of 3. Range for such analYSis is no 
more that a high orbit above scanned planet. 
Construct Analysis: Reference data; each pick 
adds a bonus to sensor analysis of artificial 
constructs and energy sources, such as other 
spac~craft, ground-based installations, etc., 
and fills one memory cell - in addition to the 
base volume of 3. 
Medical Diagnosis: Reference data; each pick 
adds a bonus to 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 medicinal proce­
dures performed and fills one 
memory cell - in addition to the base volume 
012. 
Xeno Medicine: Reference data; each pick adds 
a bonus to medical diagnosis of another life­
f?rm (than homo-sapiens or derivativea) and 
fills one memory cell - in addition to the base 
volume of 2. 
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General Reference 
Xeno Gen. Ref 
Archive Reference 
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Physics 
Chemistry 
Biology 
Cultures 
Medicine 
Engineering 

Mechanical 
Armaments 
Electrical 
Communications 
Computers 
Power 
Stardrive 
Field Science Systems 
Medical Systems 

5,000 
8,000 
5,000 + SOO/Memory data unit pick 
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5.3 SPECIAL ROBOTICS PROGRAMS TABLE 

As an option for those players wishing to insert special software programs into their robots so that they can become iTlore specialized, 
see the listing below. A robot which is running the appropriate program while executing the given operation is given a bonus equal to 
his computer Mk. # when determining the success of that operation. Note that these programs are specially designed for robots and 
are therefore not compatible with any other computer system. Additionally, each program is available in a number of computer languages, 
so players must be careful that they are purchasing a program which their robot can understand. 
Many of the programs require the robot to meet certain physical parameters and/or be of a certain class. 
Most of these programs work exactly the same as the character skills of the same name. 

Size 
Program Name Processing/ Cost Notes/Requirements 

Memory (Elmontis) 

General Programs 
Data Acquisition 0.1/0.1 200 Allows robot to record data into free memory space. 
Etiquette 0.2/0.2 300 A separate protocol program is required for each culture. Req: human relations 

bot with oratory rtg 7 
Atmospheric pilot 212 1750 Each type of craft requires its own program. Req: mech interface, or manipulate 

rtg 9 and intellect rtg 3. 
Marine pilot 1/1 900 Each type of craft requires its own program. Req: mech interface, or manipulate 

rtg 7 and intellect rtg 2 
Driving 1/1 950 Per vehicle type. Req: mech interface, or manipulate rtg 8 and intelleCt rtg 7. 
Disarm traps 0.4/0.4 1000 Req: multiscanner equipment interface and manipulate rtg 9. 
Pick locks 0.4/0.4 950 Req: multiscanner equipment interface and manipulate rtg 9. 

Special Programs 
Linguistics 1/1 1000 Per language grouping. Req: oratory rtg 3-6 for non-computer languages. 
Forgery' 1.211.2 5000 Req: multiscanner equipment interface and manipulate rtg 10. 
Counterfeiting 1.211.0 5000 Req: multiscanner equipment interface and manipulate rtg 10. 
First aid 0.2/0.2 100 Per species. Req: medscanner equipment interface, intellect rtg 2 and manipu-

late rtg 8. 

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 rtg 7. 
Electronics technics 0.5/0.5 1000 Req: manipulate rtg.7. 
Computer technics 0.6/0.6 1400 Req: manipulate rtg 8. 
Power systems technics 0.5/0.5 1200 Req: manipulate rtg 7. 
Crime technics 0.5/0.5 2000 Req: manipulate rtg. 7. 
Medical technics 0.5/0.5 1000 Req: manipulate rtg 9. 
Cybernetic technics 0.5/0.5 1100 Req: manipulate rtg 8. 

Combat Programs 
Airborne assault 0.4/0.4 1700 Req: maneuvering rtg 7 and sensor rtg 5/ 
Combat pilot 212.5 6000 Req: mech interface with sensor rtg 5, perception rtg 4, intellect rtg 5 and 

manipulate rtg 2. Per craft type. 
AFV crewmember 0.3/0.5 4000 Req: mech interface or manipulate rtg 8. Per vehicle type and position. ' 
Missile Artillery 0.3/0.03 3900 Req: mech interface or manipulate rtg 6. Per weapon type. 
Heavy energy projector 0.3/0.3 4000 Req: mech interface or manipulate rtg 7. 

Astro Programs 
Orbital pilot 0.7/1 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 Req: mech interface with intellect rtg 4. 
Hyperspace astrogation 3/3.5 11000 Req: mech interface with intellect rtg 6. 
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6.0 • • • BOTS AND ANDROIDS 

• ' "Gort. Klattu bar ados nikto" 

• • • • • 
"Danger! Oanger, Will Robinson!" 

: .1 ______ _ 

ROBOTS 
• A vast range of machines, but defined 
• as being an intelligent, self-propelled 
• machine. Robots (with the exception of 
• special Combat Bots) are usually no la~ger 

than two meters tall, and possess maOlpu-
• lative limbs suitable for repair, manual 
• labor, or mechanical interfa~e, or weapons 
• operation. Some robot deSigns ar~ 
• vaguely man-like in form, possessing 

arms 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. 

• 6.11 GENERAL ROBOT TYPES 
• Service Bot: The standard model is short 

and squat (1 meter high), with several. 
• ! extendable limbs fitted with interchange- '. 
• ; ible manipulative devices. The Bot's Mk. ~: 
• 10 computer can be pr.ogrammed .with any 
• Technic data (see Section 4.3) or It can be 

purchased pre-programmed (add program 
• cost separately). It has a +50 Manipulate 
• bonus, in addition to the programmed , 
• Technic skill. Remember that it is at -25 

to all repairs with no applicable skill in its 
• computer. It has normal audiolvisual 
• 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 Interface Bot: Less than a meter 
• high and roughly cylindrical, this robot is 

basically a mobile computer. With an Mk. 
• rating of 20 it can run several sophisti-
• cated programs Simultaneously. See 
• "Service Bot" above for references to . 
• COmputer input. 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 audiolvisual pickup, and it can 

be programmed to understand any 
• language, but 'speaks' only BIVOC (the 
• Binary Vocabulary of computers). 

• • • • • 

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 tall, has legs, arms 
and a head, but there the resemblance 
ends. The Relations Bot's prime function 
is liaison between humans and robots, and 
as such most of its Mk. 5 computer is 
taken up with language data. It can freely 
translate between any language and 
BIVOC. 
Combat Bot Type I: Three and a half 
meters tall, this fearsome machine mounts 
an Mk. 3 laser on each arm. It has a 500m 
Sensor range, as well as normal audio 
pickup and visual normal and infra-red. 
Its shields add 50 to its DB; it speaks and 
understands only BIVOC - instructions--- . 
must be programmed. . 
Combat Bot Type II: Slightly more mobile 
than Type I, this Bot i~ 2.5 meters tallan~_ 
walks like a man. One arm is an Mk. 5. : •. 
Laser the other is a mechanical hand with 
+ 10 manipulate skill. On the shoulder is . 
mounted an Mk. 5 Heavy Machine Gun .. It 
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 III: Perhaps the most 
terrifying of the three Combat Bots, this 
one floats on silent gravitics, and +30 
stalking skill. It is 3 meters tall and' . 
mounts 2 Mk. 5 Blasters on the shoulders, 
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 languages 
fluently. 

6.12 SPECIFIC ROBOT 
EXAMPLES 

Following is a selection of robots of 
varying use and availability in the Empire . 

TECHNICAL ASSISTANCE AND REPAIR BOT 
412 SERIES 

The TAR 412 series is considered by 
most to 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 anyone of the following Technical 
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 capable of functioning inde­
pendently from starship power sources 
and personnel in a number of different 
"hostile" (Xeno-)environments 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) see below . '. 0, , '. .";': ,; 

PROGRAM: Xeno-environments (Mk 
1) _._. ':'. . .. 

POWER SOURCE: Batteries; 30 hour 
charge 

MOTIVE FORM: Walk; 20m per md 
MANEUVERING: +20 .... \. 
ARMOR: AT 15 . 
HITS: 20 
SHIELD: None 
OB TOTAL: NIA . 
DB TOTAL: 0 
DATA OUTPUT: 30cm diag. screen 
AUDIONISUAL EQPT.: Holocamera; 

9m range. 
WEAPONRY: None 
SENSOR/RANGE: Multisens/9m; +15 
EWISTEAL TH: None 
INTERFACE WI: Starship Technical 

Reference computers; +60 , 
Multiscanner; +20 

LANGUAGE: BIVOC 
OTHER FUNCTONS: 

#1- Xeno-environments: +50 
#2- Perception: +40 
#3- Intellect: +70 
#4- Manipulate: +70 
#5- Technics: +70 

TOTAL COST: 451,310 Elmonits 



ADVANCE RECONNAISSANCE AND COMBAT 

(ARC) SCOUT 

The ARC Scout is specially designed to 
be both an information gathering device 
and a deadly offensive weapon. It is armed 
with a Mk. I Grenade Launcher and has the 
storage capacity of up to 20 standard size 
explosives (any type). The ARC Scout also 
sports a Mk. III blaster for close combat 
and as an anti-personnel weapon. It is 
equipped with a video-relay camera (lens 
has infra-red and light filter capabilities) 
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 a skilled 
Computer Tech. 

The ARC Scout is very fast and highly 
maneuverable. From the side the ARC 
Scout appears as a dark, horizontal, 
streamlined cylinder approximately 2m 
long and .Sm 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 launcher 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 Fusion 

Reactor; 30 days w/out refueling 
MOTIVE FORM: Med. Gravitic; 

200 kph 
MANEUVERING: +40 
ARMOR: Aligned Crystalline Steel:, 

AT 20 (-50) 
HITS: 300 
SHIELD: +40 
OB TOTAL: +60 Grenade Launcher 

+50 Blaster ' 

DB TOTAL: +150 (+10 Evade, +40 
Shield, +50 Stealth, +50 Armor) 

DATA OUTPUT: 16cm Diagonal 
screen 

AUDIOIVISUAL EOPT.: Holographic 
camera; 30m range 

WEAPONRY: 1 Mk. I Grenade 
Launcher +50 bonus 

1 Mk.III Blaster +50 bonus 
+ 10 Targeting program 

SENSOR/RANGE: Multisensor 
(reads life forms, power source, 
construct)/30m; +50 

EW/STEAL TH: Jamming capability 
1km/+50 DB 

INTERFACE WI: Portable computer; 
+50 

LANGUAGE: BIVOC 
OTHER FUNCTIONS: 

#1- Stalk/Hide: +25 
#2- Perception: +25 
#3- Intellect: +25 

TOTAL COST (CUSTOM BUILT): 
874,500 Elmonits 

DIPLOMATIC/PUBLIC RELATIONS BOT 

Originally designed by Maircon Cybernet­
ics for use as advertising tools in large 
corporations, the DPR Bot is highly skilled 
in Diplomacy, Oration, Etiquette, and 
Acting. These Bots were sent all across 
the universe as product promoters or 
flashy traveling salesmen. The excitement 
over this advertising gimmick was, 
however, short-lived. Maircon Cybernet­
ics, in order to avoid bankruptcy, began to 
unload any and all of their remaining stock 
of DPR Bots (accepting any reasonable 
offer) on anyone who would take them. 
Most of the DPR Bots are able to interface 
with a starship's communications console 
and are often requested to use their 
diplomatic prowess to avoid serious 
conflicts with possible enemies or, in 
some cases, the law. 

The DPR Bot is humanoid in form and of 
average size. It is able to speak and 
understand up to 3 languages (Imperial 
Standard plus two others depending on 
programming). In 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) 
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 OUTPUT: 6cm diagonal screen 
AUDIOIVISUAL EQPT.: Holographic 

camera; 15m range 
WEAPONRY: None 
SENSOR/RANGE: Multisensor/15m; 

+25 
EW/STEAL TH: None 
INTERFACE WI: Starship Communi­

cations consoles; +70 
LANGUAGE: BIVOC 

Imperial Standard see below 
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OTHER FUNCTIONS: 
#1- Perception: +50 
#2- Oration: language skill rank 10 
#3- Intellect: +60 
#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; one of the most cost 
• efficient, "user-friendly" bots ever made. 

The SON HAP is an affordable, mass 
• market product which was originally 
• targeted toward fashionable tourists who 
• enjoyed travel, but did not wish to waste 
• leisure time piloting and astrogating. 

However, the popularity of the SONHAP 
• fine grew. A few of the major starship 
• construction companies began selling 

SON HAPs at discount rates with the 
• purchase of a ship. Now, both new and 
• used SONHAPs can be found rather easily 
• . in 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 
• l(25cm in diameter). The SONHAPs speak 
• Juent Imperial Standard and are pro-
• ~grammed t~ ":1~ke che~rful small talk and 

• 
~exchange wittIcIsms with passengers and 
crew members alike.-·· . . '. 

• ~Oespite their flippant air, the SON HAPs 
• are quite adept at all space piloting and 
• astrogation skills. Theifextremely high 

irtellect level alloWs them to control the 
• ship's helm independently 25 hours a day. 
• ROBOT NAME: SON HAP 
• TYPE: Mech InterfaCe 

WEIGHT(KG): 208 rJ) 

• COMPUTER Mk.#: 15:1 ' . 
• 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 Pilot (Mk .7) 
• PROGRAM: Hyperspace Pilot (Mk 2) 
• PROGRAM: Atmospheric Pilot (Mk 2) 

PROGRAM: N-space Astrogation 
• (Mk2.5) 
• PROGRAM: Hyperspace Astrogation 
• (Mk3) 
• POWER SOURCE: Batteries; 20 hour 

• • • • • • • • 

charge 

MOTIVE FORM: Slow Wheeled; 
10m per rnd 

MANEUVERING: +25 
ARMOR: AT 13 
HITS: 100 

. SHIELD: None 
OB TOTAL: NlA 
DB TOTAL: 0 
DATA OUTPUT: 15m range 

holographic projector . 
AUDIONISUAL EQPT.: Holographic 

camera; 12m range 
WEAPONRY: None 
SENSOR/RANGE: Multisensor/12m; 

+20 
EW/STEAL TH: None 
INTERFACE WI: Starship Pilot! 

Astrogation consoles; +70 
LANGUAGE: BIVOC 
Imperial Standard 
OTHER FUNCTIONS: 

#1- Perception: +40 
#2- Oration: 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 . 

6.2 
DRONES 

Drones are fully automated "quasi­
vehicular' constructs. All of a drone's 
functions (piloting, weapons systems, 
sensors, etc.) are controlled by its 
computerlBot brain. Most are pro­
grammed to speak several key languages 
(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. II Orbots are often 
found in geosynchronous orbits above 
planetside Spacefaring Ports, where they 
handle incoming traffic, supply planetary 
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 -
most Orbotic systems are modular 
(insuring that no two Orbotsneed be 
exactly alike), and many contain advanced 
weaponry. 
Stellar and planetary survey drones: 
Often referred to as -Rovers" Survey 
Drones are employed by most Imperial 
and Provincial scout services. Equipped 
with extensive memory storage, high 
Intellect and Participant Research· 
programs,they are ~~Ie of taking large' 
amounts of accurate readings in a .. . 
comparatively short time.' Very large . 
survey drones (with capacity for a small 
crew) are often constructed above Omega 
Worlds (or any worlds which require a . 
lengthy and detailed analysis), and serve 
as fully automated, artificially intelligent 
research laboratories. Such laboratories 
are generally equipped with $ome.form of 
high security system. Smaller Drone 
models are often scattered from an 
orbiting survey ship which awaits and 
correlates their findings.' .' , 
Jettisoned evacuation and recovery pods: 
Large passenger-carrying Drones which 
are used as "returning lifeboats," JERP$ 
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 launched 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 usually equipped with high 
Perception, Oration, and ·Intellect ratings, 
and many possess Evade programs or 
even (defensive) weaponry. 
Search and destroy drones: Employed to 
ruthless effect in many guerilla activities, 
SODs are deathly perceptive and intelligent 
recon and combat units. Often equipped 
with manipulative "limbs" for weaponry, 
SODs are always well armed and well 
shielded. Sensors, EW/Stealth, Xeno­
Environments, Stalk/Hide, and Ambush are 
all very popular SOD functions. They are 
designed to make strategic decisions, 
collect large amounts of military intelli­
gence quickly and quietly, perform any 
combat functions they deem necessary, 
and return to a 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 _____ _ 

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 also learn, gathering 
experience and increasing their skills just 
like humanoids. 

While Androids can be 'programmed' 
during the activation with various skills 
loyalties 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' guidelines. 
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 'morals' as desired 
(there are legal minimum requirements in 
most are.as). Popular as bodyguards, they 
are considered a status symbol on the . 
densely populated, highly-civilized worlds. 
Pilot: Preprogrammed with +50 to as 
many as 5 piloting /driving skills, these are 
very useful to large companies needing 
pilot/chauffeurs, etc. 
Tech: Similar to the Pilot, the Tech is 
purchased with 5 Technic skills (pur­
chaser's chOice) with a +50 bonus in all. 
Protocol: Trained with a variety of 
~ustoms 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 the!e ar~ many Android produc­
Ing corporations In the Empire, three stand 
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-bob: Usually Explorers or Armsmen 
the Jym-bobs were originally designed a~ 
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 popular with the Imperium. 
Alex: A technical wizard, the Alex models 
are very dexterous and mechanically 
oriented. 

Tama: often a pleasure model. 
HUMANADYNE 

Metanira: A very popular pleasure model 
and sometimes pilot. 
Jason (J. Mk VII): Usually an Armsman 
the Jason series is sought after for ' 
personal guards. 
Jes~e (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 _____ _ 

ROBOTIC 
PROGRAMMING 

~obots 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. . 
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7.0 . 
BIOLOGICAL CONSTRUCTS 

By the time of Space Master, Terranscience has perfected the techniques of ge~e 
replication and manipulation. While the morality of the more complex resul!s of this 
ability is 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 geneth; manipulations of human 
tissues which are necessary to create clones and humanoid Alterant Replications. 7.1 _____ _ 

MICRO-ORGANISMS 
Micro-organisms have been engineered 

since the very dawn of human civilization, 
before man had even achieved viable 
interplanetary spaceflight. In fact, 
mankind barely learned how to biologically 
control his environment before poisoning 
his planet beyond repair. 

In 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 

7.3 
CYBORGS 

• • , incredibly mundane. 

Cyborgs (Cybernetic Organisms) are, 
as the name implies, a combination of cy­
bernetic and organic construction. 
Technically, a Cyborg is anything from a 
humanoid with a mechanical 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 legal ramifications of cyborgs 
in his game. 

.:7.2 _____ _ 

• . iCLONING er i. See Section 12.3 for construction rules 
• .;~ ~ on cloning. Since it is by necessity a 
• l t rather personal operation, the potentials of 
• :::; purchasing clones 'Off the shelf' are rather 

• •. ~ ilimited. ~,J'\r 
• :l f · '; e 
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7.4 _____ _ 

ALTERANTREPLICANTS 
Also called Simply "RepJicants", these 

are beings created from sentient genetic 
materiat blJt altered 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 

"popular" Human Re~IIICClnt 
general funCtions. 
dependable as Androids,'btit ' ;. 
less e:<pensive and easiertomalntain. ~.-.L 
Ironically, Replicants ~ thOugh created' 
out o.t humanoid genetic material ::i: are . 
considered less 'human' thail'Androids. '; 
!hey.are rarely 'custom' g·roVin.alld are . 
invariably programmed and' conditioned . 
through intense psychoiogical and'· :':.:' : 
psycho-neuronic patte'1ling. The process 
Irreparably damages one Replicant brain 
out of ten, but this is considered an • _. ' 
acceptable loss rate. .' • - .-:".; 
GENERAL TYPES ,,' ":;'~h\J'<~:H; 

Below are listed a few of the basic 'off-
the-shelf Replicant types. _ 
Warrior: Strong and agile, they can be ", 
purchased with skill in almost any". : 
weapons combination. Also have +25 skill 
in Stalking/Hiding Climbing, and other 
physically-oriented skills. . 
Tech: Identical to the Android Tech, but 
start with up to +50 in 3 Technic skills. 
Clerical: Well-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 llJanual 
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 labor is required and robotics 
maintenance is expensive. ' 



ROBOT/DRONE/ANDROID /REPlICANT COST CHART 

TYPE MOTIVE FORM HITS AT (08) ARMAMENT (08) PWR COST NOTES 
Robot 
Service Bot S WHEEL 50 20 (0) - ¥ 50,000 
Mech Interface Bot S WHEEL 100 20 (0) - ¥ 65,000 
Cyborg Relations Bot WALK 80 12 (10) - ¥. 40,000 
Combat Bot Type I STRACK 200 20 (90) 2 Mk. 3 Lsrs (63) § 100,000 
Combat Bot Type II WALK 240 20 (100) 1 Mk. 5 Lsr (50) § 120,000 

1 Mk. 5 HMG (70) 
Combat Bot Type III M GRAV 300 20 (200) 2 Mk. 5 Blstrs (80) § 180,000 

1 Mk. 5 PRep RfI(100) 
TAR 412 WALK 200 15 (20) - ¥ 70,000 
ARC Scout MGRAV 300 20 (150) 1 Mk 1 Grnade Lnchr(50) § 150,000 

1 Mk 3 Blaster (60) 
OPR WALK 150 20 (0) - ¥ 25,000 
SON HAP S WHEEL 100 13 (0) - ¥ 40,000 

Drones 
Orbot (thrusters) 200 20 (0) - § 20 - 80,000 Various models 
Rovers (thrusters) § 20 - 500,000 Various models 
JERPs (varies) § 100 - 800,000 Various models 
SODs FGRAV 300+ 20 (200+) Varies § 1 - 3 mil Various models 

Androids 
Warrior - 220 11 (50) +150/+ 100/+80 any weaps § 100,000 
Pilot - 180 4 (30) +80/+50 any weaps § 70,000 
Tech - 180 4 (30) +50 one weap § 60,000 
Protocol - 150 4 (20) - § 50,000 
Jym-bob VIII - 230 4 (25) varies § 110,000 Armsman 
Jym-l)ob XII - 200 4 (35) varies § 150,000 Pilot 
Sheri XII - 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 
Jason VII - 200 11 (25) varies § 130,000 Armsman 
Jesse VIII - 225 4 (35) varies § (180,OOO?) Restricted 

Replicants 
Type I (Warrior) - 200 1 (40) + 100/+80/+50 any weap 20,000 
Type" (Tech) - 130 1 (20) +50 one weap 25,000 
Type 1/1 (Clerical) - 80 1 (10) - 20,000 
Type IV (Recreation) - 80 1 (30) +50 one weap 15,000 
Type V (Labor) - 60 1 (0) - 5,000 

KEY: 
MOTIVE FORM: Refer to the Vehicular Movement Chart (pg 43) for the explanation of these terms. The humanoid types obviously 

move as humans. 
AT (DB): The Armor type is listed, with the standard Defensive Bonus (DB) in parenthesis afterwards. 
ARMAMENT: Any and all armament. The total Offensive Bonus (DB) 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 fu'sion 

converter. § = microfusion reactor, usually internal. Replicants, being organisms, eat to gain energy. 
COST: The average cost for the RobotlAndroid/Replicant in Elmonits. 
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VEHICLES 

We '/I have fun, fun, fun 
'till Daddy takes the T-bird away' 

Unknown 
Pre-starflight Poets 

• • • 
The vehicles described below are for the most part limited to small machines, 

designed to carry no more than ten persons. The craft are either vehicles for private use, 
, small research parties, or exploration. 

• : DEFINITIONS 

Below are described a number of 
• commonly used vehicles of different types 
• and purposes. These are for quick 
• reference and general use. Some general 
• terms 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. Altitude is 

usually fixed at no more than one meter. 
• Gravitic: Utilizing a gravitic field to 
• . partially nullify gravity's effect upon the 
.'~" vehicle. ·Unless otherwise specified (such 
• :tas for air and spacecraft) they have a 

~ .• limited lifting power to an altitude limit of 
• !~ 3 meters. For vehicles like cars, their 
• I'·altitUde is fixed at about.5 meters.. " ...·:1fydro!Oil: A !in or set\~f fins so ~e~igl1ed 

• as to lift a ship's hull out of the "quid and 
• ~reduce friction, thus allowing an increase 
• ~1n speed. This general principle is applied 
• :; with some modifications here. Such craft 
• ;rare usually propelled by hydrojets: jets r which pump tremendous amounts of w~-
• '. ter (or whatever the travel medium is) out 
• With great force, driving the craft forward. 
• r' SMAC: (Singly Manned Attack Convey-
• ance): A type of space fighter used for 
• ~hort-range missions. \ . 

• 1 \ ., 
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8.1 _____ _ 

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. 

ScOOTERS 

Gravbike: An open machine about two 
meters long, the gravbike is designed for 
one occupant, either crouching forward or 
reclining, depending on the design. There 
is a small storage area under the seat, 
,though the-5e vehicles are designed 
primarily for recreational travel. They have 
very limited gravitic lift (normally only up 
to about 5 meters). The faster models are 
equipped with a static field, a low-power 
e_nergy shield which protects the rider 
from the strong airflows. . -', . 
Buzzer: A small, quick two-seater powered 
by Fast Gravitics, the Buzzer looks like two 
enclosed sidecars connected by a horizon­
tal bar between them. Model II is 
equipped with Mk. 5 Heavy Lasers. Both 
models have full graviticlift. 

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 
sealed versus the environment. The 
skooter comes in a variety of styles and is 
often used for recreation and by those 
who prefer something more exciting than 
a gravcar. They have full gravitic lift and a 
static field. 

A more expensive (and less 'sporty') 
model called the ScoutSkooter is available 
with a forward mounted Mk. 5 Heavy 
laser, a greater operating duration, and 
EW and shields capabilities. Scoutskoot­
ers are standard on Imperial Survey 
vessels. 

CARS 

Vehicles for transporting passengers or 
supplies. These have minimal interior 
environmental control (heaVcool/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 propul­
sion. In more sophisticated versions the 
wheels are of some soft material or an 
inflated polymer. This cushions the ride 
for any passengers and equipment. These 
'tires' are often the most vulnerable part of 
such craft., " ' . _ . , ' 
GEM Car: Any GCV which' uses air'" . , . 
cushioned s'uspension falls into this' :',.­
category: These craft tend to have a"skirt' 
of some flexible material around the ' 
bottom of the'vehicle tobetter'contain the 
air cushion. If this skirt is severely 
damaged the air cushion will not function 
properly. greatly hampering the craft 
maneuverability. . - . 
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Gravitic Car: The highest technology 
personal land conveyance medium, such 
vehicles have a built-in stabilized gravitic 
field which holds them suspended above 
any solid (or, if so programmed, liquid) 
surface. Lateral power is usually provided 
by compact, quiet turbofans for slower 
(under 100 KPH) vehicles, while jets, 
turbo-gravitics, or even small rocket 
engines are used on high-speed craft. 

EXPLORERS 

These have full environmental control 
for 10 days per passenger (minimum) and 
are equipped with 3000 km/orbital com 
units, 200 km range Sensors, visual 
scanners, viewports, and an Mk. 40 
computer. 
Exploration Walker: Very maneuverable, 
these vehicles are usually conveyed by 
four to six "legs", computer coordinated 
so that the machine literally walks over 
uneven terrain. These are more stable 
than gravitic craft, but slower; and the legs 
are somewhat vulnerable to damage. 
GEM Explorer: These are more maneuver­
able, but usually lighter than the above 
AFV.because of the enormous power 
expenditure to lift the machine. GEM 
Explorers are uncommon, mainly because 
it is difficult to protect the delicate lifting 
fans and skirt adequately. 
Gravitic Explorer:This craft has a variable 
altitude capability, able to rise up to 100 
meters before encountering stability 
problems. 

8.2 
MARINE SHIPS 

Although called marine, these craft are 
appropriate for navigation through any 
liquid material which would not prohibit 
such travel for some other reason. The 
correctly designed craft, for instance, 
might employ a type of hydrofOil to travel 
through the liquid hydrogen oceans 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 propelled by 
one or more large fans which push the 
vehicle forward. This craft is ideal for 
shallow or viscous liquid. 
Open Hydrofoil: the passenger area of this 
ship is either completely open or protected 
by a limited-environment control cabin. It 
is basically a large speedboat with 
collapsible foils which engage when the 
craft attains a certain speed (about 50 
kph) lifting it out of the liquid and allowing 
for greater velocity. 

Exploration/Xenoenvironment Hydrofoil: 
Much larger than the open version, with an 
interior environment completely 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 is listed. 
Research Submersible: Small, relatively 
slow underwater craft, fitted with explora­
tion equipment like the Explorer craft 
above. These are capable of submerging 
into liquids 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, these 
vehicles are usually also equipped with 
high-speed submersible functions such as 
an aerofilm or electrostat fields to reduce 
liquid friction to a minimum. 

8.3 
AIRCRAFT AND SMALL 
SPACECRAFT 

EmbraCing atmospheric as well as 
small N-space craft, this section includes 
all vehicles whose main mode of travel is 
independent of any solid or liquid environ­
ment. Naturally, prop craft require an 
atmosphere through which to pull the 
ship; and jet propelled aircraft require the 
appropriate oxygen/nitrogen atmosphere. 
Shuttles, SMAC fighters and other N­
Space craft are all capable of atmospheric 
travel and ground landing unless other­
wise noted. 

Helicopter: A highly maneuverable though 
fragile vehicle 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 lift 
and stability, these craft are propelled by 
forward-facing rotors. They require an • 
atmosphere to operate. It should be noted 
that such craft are often preferred over 
combustion jets in Space Master because 
they can be powered by clean electriCity, 
are more efficient and, with new alloys and 
aerodynamics, can move almost as fast as 
most such jet craft. 
Gravprop Plane: Identical to the prop 
above except that it is capable of vertical 
lift-off and landing because of gravitic 
lifting boost. This also reduces energy 
consumption to maintain the plane's 
altitude. Wings are smaller, and the craft 
is capable of greater speeds. These 
require an atmosphere to operate. 
High-speed Jet: Used for long-range 
planetary travel 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 belt is a small 
gravitic generator strapped to the back 
with a wide belt. From the generator, con­
trol appendages extend forward to a pOSi­
tion convenient for the wearer. The belt is 
capable of full lift and maneuverability. 
Gravitic Sled: A small oval platform about 
two meters in length, the sled is designed 
for a standing pilot who controls the sled 
via small console mounted on a column at 
the front of the sled. The sled is capable 
of full lift and maneuverability. 

• • • • • • • • • •• • • • • •• •• •• •• • • •• • • •• • • • • • • • • • • • • • • • • •• •• •• • • •• •• •• • • 
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• • • • • • • • • • • • • • • • • • Gravitic Flitter: Coming in a variety of 
• forms from recreational to exploration, 

these work on the same principle as 
• gravitic cars, except that their vertical lift is 
.' much more powerful and can be manually 
• ' controlled, allowing the craft to fly at 

•
. altitudes of even kilometers. They are not 

as fast as some planes, but very maneu-
.' verable and ideal for Ught survey/explora-
• 'L tion work. 
.;; Runabout: A popular fan flitter which seats 

[('- ~ four people with room for cargo, the 
• ~; 1 Runabout is not sealed against the 
• ;'ff"~ environment, making it a bit more , 
• I' } afforda.ble than. a Grav Prop plane: Motive 
• :';: ! power IS supplied by two great adjustable , 

,~~ turbofans, one on each side of the mostly -
• .:,. transparent cabin. " ' . . 
• . 'i Suborbital Shuttle: With complete interior 
• ;~; environmental control, these vehicles are 

)! designed for very swift planetary travel. 
• ,~ 1 Usually rocket powered with gravitic lift, 
• t"';'l they rise to suborbit level and make most 
• ',i: ( ~f the journey at high speed .w~ere there is 
• / ~ littl~ atmosphere to create fnctlon. 

~{ ~ Mamtenance Pod: A very small craft 
.~, ; powered only by thrusters and incapable 
• ~;, ! of atmospheric maneuvering. Used for 
• It :: repairing ships in Space Dock or other 
.~: : stable, orbit situations. They are equipped 

~ ~ with a standard docking collar and have 
• ~ ~ full interior environment control. 
• [, ; Orb.it Shuttle: Designed for ground-to- . 
• ~ 0 orbit transfer of passengers and supplies, 

~: } these ships are rocket-powered with 
• ~ 'gravitic lift for landing and takeoff. They .0 . are equipped with a standard docking 
.' 0 collar and have full interior environment 
• control. 

• • • • • • • • • • • 

MLAPISTOL 
Cobra/Haunt 

Courier Shuttle: For interplanetary 
journeys, these ships are capable of 
landing 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 5 days. 
Hypershuttle: Primarily for short interstel­
lar journeys, Hypershuttles are light, fast 
vehicles designed to transport personnel 
or materials as quickly as possible. Like 
t~ey other shuttles, they have no arma­
ment and possess only navigational 
deflectors, not useful 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. 0 

OllJRRioN 
SMAC Fighter: These vehicles are small 
but swift and equipped with powerful 
weapons. Some have shields, but others 
even forgo this protection to allow for 
more deadly armament. SMACs usually ~ 
use energy weapons because of their 
lower mass. They have full interior 
environment control but only space for 
one piloVgunner (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. 

life~oat: (A more sophisticated Drone 
~erslOn -:- normally used in passenger 
hner.s - IS .noted in the Robots/ Drones 
sectlo~). lifeboats are installed in all 
starshlps and space vessels larger than a 
s~uttle. Invariably they are very basic craft 
With a one-man console and ten to twenty 
a~cel~r.ation couches. The console has 
Simplified Astrogation/ piloting/ sensor 
controls allowing someone with basic 
skills to manage a planetary landing. 
Some have automatic settings which 
~irect 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-' 
Spa~e. drive rated at 5 or less, with basic 
gravltlcs for landing. Lifeboats are almost 
never Hyperspace capable. All have 
automatic TBD distress beacons and 
Microfreq communicators. They generally 
have medkits and twenty-day food 
supplies, a few hand stunners and survival 
equipment. Better versions also have 1-2 
Medstasis beds for injured passengers. 
Orbital Surveyor: A fully equipped 
p~anetary survey ship, it is deSigned to be 
dispatched from an orbiting starship. 
Surve~ors have a Mk. 50 computer, 
extensl~e sensory and analysis equipment, 
and environmental support for a crew of 8 
for 50 days. The craft has a three-man 
cockpit, a small lab, and a living area with 
eight bunks and five retractable accelera­
tion couches. With powerful Fast Gravities 
and a Fusion Drive, the ship is free to ,< ~; 0 

travel the planet surface and land just . ~ 
about anywhere. A Surveyor is theoreti­
cally capable of interplanetary travel (N­
Space Rating 3) but has limited fuel. . 



. VEHICLE STAT AND COST CHART . 

VEHICLE TYPE MOTIVE PSNGRS CARGO ENVIR MASS CAT (DB) ARMAMENT MI PWR COST 
SCOOTERS 
Buzzer FGRAV 2 1 semi 2 22 (55) ¥ 30,000 
Buzzer" FGRAV 2 1 semi 5 22 (55) 1 Mk5 Laser § 35,000 
GravSkooter MGRAV 1 0 none 4 21 (30) P ¥ 25,000 
SkoutSkooter MGRAV 1 0 none 10 21 (40) 1 Mk5 Laser W § 28,QOO 
CARS 
Wheeled Sedan M Wheel 5 3 semi 2 22 (20) N ¥ 5,000 
Wheeled Truck MIS Wheel 2 60 semi 25 22 (10) N ¥ 50,000 
Wheeled Van M Wheel 8 6 semi 10 22 (15) N ¥ 10,000 
Wheeled Sports Car FWheel 2 2 semi 2 22 (30) N ¥ 8,000 
GEM Sedan MGEM 5 4 semi 2 22 (30) N ¥ 8,000 
GEM Truck MIS GEM 2 50 semi 20 22 (20) N ¥ 80,000 
GEM Van MGEM 8 6 semi 10 22 (25) N ¥ 16,000 
GEM Sports Car FGEM 2 2 semi 2 22 (50) N ¥ 15,000 
Gravitic Sedan M Grav 4 2 semi 2 22 (35) N § 15,000 
Gravitic Truck MIS Grav 2 50 semi 20 22 (25) N § 150,000 
Gravitic Van M Grav 8 7 semi 8 22 (30) N § 30,000 
Gravitic Sports Car F Grav 2 2 semi 2 22 (60) N § 25,000 
Explorers 
Exploration Walker Walker 6 10 full 50 23 (20) N § 150,000 
GEM Explorer MGEM 8 8 full 30 23 (10) N § 100,000 
Gravitic Explorer MGRAV 6 4 full 15 22 (20) N § 180,000 
MARINE CRAFT 
Open Speedboat FHYPROP 4 2 none 1 21 (20) N ¥ 4,000 
Open Airboat MPROP 2 4 none 1 21 (10) N ¥ 
Open Hydrofoil F HYFOIL 4 2 . none 3 22 (30) N § 15,000 
Seascout (explorer) S HYFOIL 6 10 full 18 22 (20) N § 100,000 
Discovery" (explorer) F HYFOIL 8 12 full 25 23 (40) P § 160,000 
Hydroskimmer HYSKIM 2 3 none 2 21 (20) N ¥ 
Hydroskimmer HYSKIM 4 8 full 3 21 (40) N § 60,000 
Research Submersible SSUBM 2 2 full 4 24 (10) N § 30,000 
Exploration Submers. FSUBM 6 10 full 18 24 (20) N § 100,000 
AIRCRAFT 
Helicopter 

§ 1-man . SPROP 1 5 none 1 21 (30) N 6,000 
2-man S PROP 2 1 semi 2 22 (30) N § 15,000 
Prop Plane 
2-man M PROP 2 1 semi 1 21 (20) N § 12,000 
4-man M PROP 4 2 semi 3 22 (20) N § 25,000 
Gravprop Plane 
2-man FPROP 2 2 full 2 21 (30) N § 50,000 
4-man F PROP 4 4 full 5 22 (40) N § 90,000 
High-speed Jet 
4-man FJET 4 4 full 6 22 (30) P § 110,000 
8-man FJET 8 10 full 15 23 (40) P § 250,000 
Gravitic FIiUer 
Gravitic Belt SGRAV 1 0 none .005 N/A N ¥ 3,500 
Gravitic Sled MGRAV 2 1 none .5 21 (30) N ¥ 12,000 
2-man FGRAV 2 3 full 1 22 (30) N § 80,000 
6-man FGRAV 6 4 full 4 22 (30) P § 200,000 
10-man FGRAV 10 6 full 12 22 (30) P § 500,000 
Runabout F PROP 4 2 semi 4 21 (10) § 75,000 
SPACECRAFT 
Suborbital ShuUle 
6-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 
Small Spacecraft 
Maintenance Pod N-Space Thrstr 2 2 full 3 21 (10) N § 30,000 
Lifeboat (small) N-Space 5 10 10 full 50 23 (10) § 500,000 
Lifeboat (large) N-space 4 20 10 full 100 23 (10) P § 750,000 
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VEHICLE STAT AND COST CHART 

VEHICLE TYPE MOTIVE PSNGRS CARGO ENVIR MASS CAT (DB) ARMAMENT MI PWR COST 
Orbit Shuttle 
6-man ":::-:-FUSiOrfRCKT:::=~-:7·6\~:'~1d~·.'::':'full" '25.- '23"7~(50)"" ··:....·~;·:"-;'(?"!"';;;;lf::~r·qoO(rOOO .. "-,. 
20-man,. "'-., -'. FUSION RCKI.. 20 '30·-)ull.:. '9023 ~l:'(50)' =:~, ·'~,·.: .. ~.,.:f,~~tpp-·~',{~.,.§§ '1'~30:,6000,OO.:.900000.~, •. ,~.:,'".i.' 
Courier Shuttle' .",··::::N-SpRtg 20,::~:,:;-:,.:';.;4 .:::-10::full ,100 /,,22 «90), . 
Hyp~~~~uHl(,="i . ,,'4~~Sp~~g lQLIlRtg12.',6_~12 ·.f.ull ,150'. ~?_J~9) ,;~:e.,· j J~,Q~P~QQg~~ 
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 second2• 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. In anemer­

gency each cumet of cargo space could be used for 'passengers', but only for limited periods, as it over/oads the environmental 
control systems. . 

CARGO: 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 heaVcooling and some humidity control; 
full means that the cabin is completely insulated and sealed, and is equipped with complete environmental support. the number 
in parenthesis is how many days of environment (air, etc) are available 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: UP" (Pilot Interface), "W" (Weapons Interface), "S" (Sensor Interface). 
PWR: Either batteries M which last 10 to 50 hours of continuous operation; or a fusion reactor (§). 
COST: the average cost for the vehicle in Elmonits. 

(all speeds in kph unless otherwise noted} 
MOTIVE FORM 

VEHICULAR MOVEMENT CHART 

;. TERRAIN TYPE 

" . 

". Road Trail Clear Ownslope Upslope" Rough WoodSSwamp\'Water'/ Ocean Submrg OnseAtm ThlnAtm 

2400 5000 
• indiCates speeds only attainable by gravitic vehicles capable of high-altitude lift 

\ 
\ 

....................... --------------------------------



_ ~ ~ANTA RAY EX_P~LO::R~E=R~==:::::~S~--====--.J 

~ieW 
b CLASS: Explorer 
1 PRODUCER: Cygnus Shipyards/Kashmere 
)' TONNAGE/HITS: 1200 
p COMPUTER Mk#: 50 Viewports 
: ARMOR TYPE: 23 
~ DB BREAKDOWN: (+35 EW, +30 Screens) 
{j EW VALUE: +35 
'~DEFLECTOR SCREEN RATING: +30 

,,1 RQ'D CREW: 1 Astro/Pilot; 2 Tech 
6CARGO CAPACITY: 600 cumets 
j"MAX SUBLIGHT ACCEL: Rating 16 = 130 km/second2 

r MANEUVERING THRUSTERS: Rating 16 = 13 km/rd2 

IIJ TRANSLIGHT DISPLACEMENT: Rating 14 = 12 LV/day 
!::OPERATING RANGE: 200 LV 
/( LANDING CAPABILITY: Ves 
'~WEAPONRV: 

- two forward-mounted Mk 10 Laser Cannons 
loNOTES: This versatile ship is not only capable of 

planetary landing but underwater maneuvering to 
a considerable depth. It is ideal for in-depth explo­
rations of earthlike worlds, 

Lab 

Plan View 

Side View 

o 3 6· 9 Meters 

Hatch Access (Top & Bottom) 

Matter/Antimatter Reactor 

Cygustar Twin 
Hyperdrive Engines 

,.------.... .,~" 

System Access 

Grids in Floor 

o 2 3 MeterS 
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II CLASS: Light Courier 
2 PRODUCER: Imara Shipyards (Carllsle)/Hayes Hy­

perdyne 
., TONNAGE/HITS: 60 

c; COMPUTER Mk#: 15 
/ ARMOR TYPE: 22 

{DB BREAKDOWN: (+ 10 screems, +30 evade, +30 EW) 
< EW VALUE: 30 

kDEFLECTOR SCREEN RATING: 10 
l~tRQ'D CREW: 1 Astro/Pllot/T&ch 
,CARGO CAPACITY: 5 Cume1s 

\. 

MAX SUBLIGHT ACCEL: Rating 20 = 150 km/sec2 

/JMANEUVERING THRUSTERS: Rating 20 = 15 km/rnd 
·<'TRANSLIGHT DISPLACEMENT: Rating 25 = 16.25 LV/day 
? OPERATING RANGE: 200 IIghtt-years 
1"LANDING CAPABILITY: Ves 
/7WEAPONRV: None 

\ 

DEBARTON COURIER 0 .5 " Meters 

Interstellar Courier 

Cockpit 

Pilot Autocontour Couch 

\, \ / ~---------I-------'--~ I r-'\(\-" ,-, ,-"" ,-, -, ,-"-,,, n :: II I, ': II I 
" " " I I " ' II J' I' I II 'l , , '. l., l.,' _J \_) _, 

Food/Medical 
Supplies 

'--, 

Access Crawlway to 
Engine/Reactor 

Hatch Access' 

Laserfreq Comm Array 

Viewport 
~ ,,~ 

~ -..'; 

Front View Side View 

o 2 4M~rn Fusion Drive Pods , 

~ 
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EED 

Primary Type 

Newer 'Childbearer' 

Older 'Childbearer' 

A - Operations 
B - Control 
C - Stores 
D - Processing 
E - Fusion Drives 
F - Residence 
G - Entry/Exit Points 

0 50 100 150 300 Meters 

Upper and Lower Sections 

Middle Section Cutaway 

EED SHIPS 
1CLASS: Primary 
"PRODUCER: Eed 
:, TONNAGE/HITS: 100,000 
j COMPUTER Mk#: ? 
! ARMOR TYPE: 25 
JDB BREAKDOWN: (+60 screens, +30 evade) 

(;DEFLECTOR SCREEN RATING: 60 
//RQ'D CREW: None 
(/'PASSENGERS: 100 
;,/CARGO CAPACITY: 10,000 cumets 
-1/MAX SUBLIGHT ACCEL: Rating 12 = 110 km/sec2 

J/ MANEUVERING THRUSTERS: Rating 12 = 11 km/rnd 
9/TRANSLIGHT DISPLACEMENT: 14 = 12 LY/day 
!/OPERATING RANGE: 500 light-years 
I! LANDING CAPABILITY: No 
~/ WEAPONRY: 

- 3600 Mk 20 Autocannon 

CD 
oo:t 
• .... 
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COLUMBARI 

Iris Valve Hatch 
(Access Down 

-to Engines) 

__ ~ ____ +-Auxifiary 

Sensors 

Deck (4) 

Medical 

Shop/Lab 
Rec Room 

Service Deck (3) 

Crew Cabins 

Cargo Deck (1) 

Cabin Deck (2) 

~ SHIP NAME: Columbari 
~ PRODUCER: Red Star SSPI 
:, OWNER: Imperial Shippers 

. ~ ClASS: Medium Orbital Freigter 
<; TONNAGE/HITS: 2.500 
?> COMPUTER: Mk.45 -
: ARMOR lYPE: 23 (+ 1 0 screens) 
; EWVALUE: 0 

.' DB BREAKDOWN: (+ 10 screens) 
I}SCREEN RATING: 10 .. 

J/ CREW: 3 ASTRO. 6 TECH 
JJPASSENGERS: 0 
(~MAX SUBLIGHT ACCELERATION: RATING 3 = 30 KM/ 
- SEC/SEC 
/6 TRANSLIGHT DISPLACEMENT; RATING 0 = No 

. Translight Capability 
j:lOPERATING DURATION: 6Decadays 
/~LANDING CAPABILllY: Yes 
Iq WEAPONRY: None 
IjCARGO: 4,500 cumets \ 

o 1 2 3 4 5 Meters ---
1-41 



I SHIP NAME: Fort Keberus 
ZPRODUCER: Jade Voidmasters 
: OWNER: Imperial Science Institute 
'I CLASS: Long-Range SUNey 
5 TONNAGE/HITS: 2.750 
? COMPUTER: Mk.50 
. ARMOR TYPE: 23 (+20) 
(EWVALUE: 0 
'j SCREEN RATING: 20 
/1 CREW: 4 Astro, 8 Tech, 8 Support 
J2PASSENGERS: 12 (or 36 in Cryo) 
,A/MAX SUBLIGHT ACCELERATION: Rating 16 = 130 km/ 

sec/sec 
/r MANEUVERING THRUST: Rating 16 = 13 km/rnd/rnd 
/; TRANSLIGHT DISPLACEMENT: Rating 10 = 10 L Y /day 
/J OPERATING RANGE: 500 L Y 
;; LANDING CAPABILITY: No 

//1 WEAPONRY: 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. 

@ 

@A 
@~@ 

@ 

FORT KEBERUS 
Translight Long Range Explorer 

Cabin Pod (1 of 4) 

o 2 4 6 Meters - -
Pod Area Along 
Spin Axis 
(12 Pods In All) 

L, • 't c::::::J CJ ~ _ 

, .. ---- _._---

••••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 



• •••••••••••••••••••••••••••••••••••••••••••••••••••••••••• 

Bridge Area 
.1 .~ 

Computer 
Helm Crib 

Bridge 

.• > ..... ". ·,h ._" ..... .;.&""-4.i~-." .. ~ . ..-.• ,,, . . '." "...... 1 '.. ..' .. , .. 
• /Micro/LaSerfTBD Array 

:rSD/Comm 

'Spin' Section 

, 
'. 

< • 

Engi 

""""'-Sensor Array 

Engines 

London 
Translight 
Drive 

o 2 4 6 Meters -
~ 



Milgraum/Kock 

Fusion Drive 
Nacelles 

'(SHIP NAME: Sprint Blanc , 
.2 PRODUCER: Vott-Messerschmitt 
.. OWNER: Xantha Express 
Y CLASS: Planetary Shuttle 
s TONNAGE/HITS: 450 
~COMPUTER: Mk.20 
1ARMOR lYPE: 22 

SPRINT BLANC 

Viewport----f-~;;_;::: 

'r DB BREAKDOWN: (+ 10 Screens. + 10 EW. + 10 Armor) 
. EW VALUE: 10 

Top View 

IcSCREEN VALUE: 10 Microfreq Antenna--~ 
flCREW: 1 Pilot. 1 Tech 
PASSENGERS: 4 

tMAXIMUM SUBLIGHT ACCELERATION: Ra~ti~ng~17~~=13~5~~~;~~~§i;~~~;~~ km/sec2 . 

j{MANEUVERING THRUST: 14 km/rnd2 

I; TRANSLIGHT DISPLACEMENT: Rating 0 
:OPERATING DURATION: 2 Decadays 

((LANDING CAPABILllY: Yes Hatch Side View 
)"IWEAPONRY: none o 2 4 6 8 10 Meters 

Astrogation EW Control 

Pilot Storage 
Deflector Screen Control Mini Heaa 

o 2 Meters 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
, . 
• 

jl: 
'\ : 
• 

II: 
• 

II • 
II: 
• • • • 



• • • • • • • • • • • 
• 0 CLASS: Hypershuttle 
., -"PRODUCER: Cygnus Shipyards/Kashmere 
•. <:;"TONNAGE/HITS: 600 
• 0COMPUTER Mk#: 50 
• 1ARMOR TYPE: 22 

• . fDB BREAKDOWN: (+40 EW, +40 Screens) 
, Ij EW VALUE: 40 

• 10 DEFLECTOR VALUE: 40 
• )JRQ'D CREW: 1 Astro/Pilot; 1 Tech 
• . I;.pASSENGERS: 6 
• . !'/MAX. SUBLIGHT ACCEL: Rating· 16 = 130 km/second2 

/$MANEUVERING THRUSTERS: Rating 16 = 13 km/rd2 

• /'7TRANSLIGHT DISPLACEMENT: Rating 14 = 12 LV/day 
• ,;OPERATING RANGE: 200 LV 
• '1'WEAPONRV: None •• • .;; 
• 
·t; .l • • Front View' 

• - Ast~Ogation Cons~'e • 
·1 :1 
.1 
.! . . : 
• • • • • • • • • • • • • • 

.. ,' ~: 

Top View 

Side View 

o 2 4 6 Meters --=:=31_ 

' . 
• ~ Of • . " ..:.~ . 

Exit Ramp 
(E~endsBeneath Vehicle) 

...... n"lno Room 

Delphis .Fusion Drive 

• 0 2 3 Meters Plan View __ ==-__ 
.----------------------------------------------------------~ .-• • • 

[ .. "-.' ...... _.-._' .... "..--, 



COLBURA MORANN 

Weapons 

Communications 
Array 

Gravitic Control Ring 

Side View 

Front View 

Top View 

1 SHIP NAME: Colbura Morann 
.2 PRODUCER: Kubischev-Uoyd Amalgamated 
30WNER: Gilliam Transvoid 

CAPTAIN: Torus Fenelton Golmesh 
4 CLASS: Small Hyperfreighter 
( TONNAGE/HITS: 3.150 
c; COMPUTER: Mk.50 

AUX COMPUTER: Mk.20 
7 ARMOR TYPE: 23 
~ DB BREAKDOWN: (+40 Screens. +30 Evade. +10 EW) 
4 EW: 10 
.IJSCREENS: 40 
/ICREW: 3 Astro. 5 Tech 
11 PASSENGERS: 4 
A,CARGO: 3CXXJ cumets 
J4MAX SUBLIGHT ACCELERATION: Rating 12 = 110 kml 

second2 

~~ MANEUVERING THRUST: 6 km/rnd/rnd 
I~ TRANSLIGHT DISPLACEMENT: Rating 10 = 10 LY/day 
11 OPERATING RANGE: 200 LV 
1t LANDING CAPABILITY: Yes 
)4 WEAPONRY: 4 x Mk.15 Lasers 
,loNOTES: A very popular spacecraft. the Colbura has 

proven its worth throughout the Empire. ThoU­
sands are still in service decades after their con­
struction. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
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( 

• f j · , 
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Medical 

Galley 

Weapo.ns Crib 

Helm 

Astrogation 

Lab/Shop 

Weapons Crib 

,,-...c:O''t�'' ___ .. -----." 

Main Deck (2) 

Upper Deck (3) 

" . Crane 

Storage 

(On Movable 

Gravitic Grids) 

Cargo D~ck (1) 

:~-----------------------------;~~~----------============::::: • • • 



SURVEY (FLYING MERINO II) 

CLASS: Explorer/Scout 
PRODUCER: Devon Transtor 
TONNAGE/HITS: 1200 
COMPUTER Mk#: 70 
ARMOR TYPE: CAT 23 (80) 

y DB BREAKDOWN: (+30 EW, +50 Screens) 
P; EW VALUE: 30 
'JDEFLECTOR SCREEN RATING: 50 
;; RQ'D CREW: 1 Pilot, 2 Tech (can be combined) 
'~PASSENGERS: 6 
i;,CARGO CAPACITY: 800 cumets 
;, MAX SUBLIGHT ACCEL: Rating = km/second' 
. MANEUVERING THRUSTERS: Rating 16 = factor 13 
,.TRANSLIGHT DISPLACEMENT: 14 = 12 LV/day 
·OPERATING RANGE: 300 LV 

1; LANDING CAPABILITY: Ves 
rWEAPONRY: 

- two turret-mounted Mk 10 Laser Cannons; 
- twin fore-mtd Mk 10 M/ A torpedo tubes 

'1'JNotes: A staple of the IAI And lSI, the Survey scout is a 
convenient size for small crews sent on long voy­
ages. 

Consoles 
(.75 Meters Tall) 

Cabins 

EVA Equipment 

6 Meters 

--=~-
o 2 4 

Landing Gear/ 
Hatch 

I 
II----s, , 

I 
u----t:., 

o 3 

Side View 

6 12 Meters --====----
Twin Laser 

Cannons 

Magnetic 

Jairus Translight Drives 

System Access Via 
Floor and Ceiling Grids 
Drive Access 

abin 

Flow Control 

Medical 

.1 
• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • I. 
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, PART II: CONSTRUCTION & REPAIR 
"It is true that I am a wretch. I have murdered the lovely and the helpless; I have strangled the innocent as they slept, and grasped 

to death his throat who never injured me or any other living thing. I have devoted my creator, the select specimen of all that is worthy 
of love and admiration among men, to misery ... " 

10.0 
: USING THE CONSTRUCTION/ 
• RESEARCH CHART 
• Most construction and research refers to the Construction/Research Chart (pg.61). 
• This chart, like the maneuver charts, has a number of different "Difficulty 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 th~ item will function properly initially after 
• construction. Obviously, a test after the roll will reveal whether or not the item operates, 

though that can become involved (or even dangerous) with complex machines/organ-
• isms. It is suggested that in the case of complex construct and organisms such as Rep-
• licant and Clones that the PC be instructed to roll until a 100% total accumulated chance 
• of success is achieved (or utter failure, or the creator gives up). If the item fails, 
• ~~ successive rolls with a cumulative chance of success are permitted. 

~. 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 .r.. in when days or weeks become involved to calculate an actual time span. 
• Note: Research is performed using Scientific skill bonuses; Construction is done using 
• Technic skill bonuses. If a project seems to fall under more than one skill category, 

average the appropriate ones to get the skill bonus to be applied. .: 0: • · ,~ .----'~------------------
• ' .' DIFFICULTY RAnNGs " fied and not open-ended). The Laser 
• ",' When assigning difficulty, a few 'general Pistol fails to work. He rolls again on the f,' guidelines should be kept in mind: .' , Easy column, getting a 67 (tota.I, includ-
.! Routine: Is for very si.mPle operations ing bonus: 107). This reports a 99% 
.1 only, such as improvising wiring on an after one more minute. The percent Is 
• l available generator to recharge an energy cumulative, so there is a 100% chance 
• i,;,,' cell, or assembling a simple, modular the item now works. (Of course, there is 

device. With regard to research, this still a/walft: the chance that the pistol will 
.~' applies to checking one easy reference. malfunc{;;n in normal action, as reflected 
• ~:. Easy: Applies to most elementary con- , in the Failure range of the weapon chart.) , 
• ~. " struction tasks, assembling a small Moderate: For Slightly more sophisticated 
• apparatus with pre-made parts, for operations, yet still in the 'simple' range. 

example. Research is Slightly more , Example: Norvin, in his fully equipped 
., involved than one reference; perhaps two workshop, decides to build a small power 
• " or three sources need to be checked for cell recharge device to run off his 
• '100% completeness. " pomble fusion reactor, so its easier to 

Example: Sanvok has a 40 bonus in recharge his Blaster Rifle Power Packs. 
• Weapons Technology, and decides to Abruptly he realizes (i.e., the GM tells 
• ta.ke his Laser Pistol apart and put it~; him) that he has no idea of the speCifics 
• together again (just for kicks). The GM of the voltagelwattage of the Power Pack 
• determines that this is "Easy", and or how to alter the current. He goes to 

Sanvok rolls a 27 (plus 40 = 67). A 67 the handy Reference Computer (not 
• result in the easy column says that, after necessarily a feature of a workshop, but 
• ten minutes the Laser Pistol is to the invaluable for research) and calls up the 
• point where there is a 95% chance that it Engineering Technical Reference Mem-
• will operate correctly. Sanvok tests it - ory. The GM decides that all the data 

probably by shooting at something. He required for reasonable success in this 
• ro/ls an 03 (Note that this roll is unmodi- operation will probably have to come 

• • • • • 

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 a 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 ro/ls a 78 (78 + 50 = 128). 128 
cross-indexed on the chart reveals 100% 
completion in 20 minutes. Thus, Norvin 
gleans all 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 
insufficient equipment and supplies. The 
GM determines that this operation is also 
Moderate. Norvin rolls 56 and adds his 
40 bonus = 96. The result on the ta.ble 
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 rolls an 87 
(well above the required 06+). It works 
(and will continue to work, under normal 
operation/malfunction rules). 

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. ' 
Complex: Appropriate for Cloning, non­
experimental Replication, and extended 
EugeniCS planning. Also used for creative 
micro-organism work (based 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 numerous cross­
references uses this column. 



Very Complex: This column should be 
used for Construction of sophisticated 
new systems and new types of Alterant 
Replication (based on research) and 
extremely detailed research, with at times 
unclear data. 
Example: Trevoc, after successfully 
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 
rolls a 76, plus his 60 Genetic Engineer­
ing bonus, a total of 136. On the Very 
Complex table, the result is 50% 
complete after 57 days. He rolls again: 
89 (plus 60 = 149) the result is an 
additional 55% (bringing his total to 
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 include the 
100 days while the fetus is in the tank, 
growing to maturity. See Section 12.0 
for more details on Replication and 
Cloning. 

Absurd: Use this column for things which 
woul~ normally be Hardto Very Complex, 
but when there are important facilities/ 
supplies unavailable. Caution is advised, 
however. Even in the universe of Space 
Master, some things are "impossible", 
and if the GM deems something to be 
impossible, he should say so rather than 
allowing 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 
beyond Absurd; the GM calmly and 
reasonably informs Trevoc that unless he 
acquires the proper materials and 
equipment, he cannot even attempt the 
task. (then the GM goes home and 
screams) 

GENERAL FACTORS 

Once a column has been selected 
reflecting the empirical difficulty of the 
project, a few general factors are very 
important to consider, and to represent 
these, a numerical modification to the roll 
is suggested. 

If Research: 
• Are there adequate information sources 

available for the data- gathering in 
question - Or has some vandal stolen 
the needed volume? 

Suggest: Full data: ±O; Near Full -20; 
Partial: -30; Fragmentary: -50 

• Is the environment conducive to research 
(no interruptions)? 

Suggest: Quiet: ±O; Rare Distractions: 
-20; Noisy: -30; Disruptive: -50 

• Is the data appropriately recorded so 
that, when used, it will be accurate? 

Suggest: (storage type) Datadisc: ±O; 
Tapes: -20; Written Text: -30; Disorgan­
ized format: -50 

If Construction: 
• Are the tools and facilities available the 

appropriate ones? 
Suggest: Complete Equipment: ±O; Near 
Complete -20; Partial: -30; Sorely under­
equipped: -50 

• Are there adequate materials, and are 
they of suitable quality? 

Suggest: Complete: ±O; Near Complete 
-20; Partial: -30; Wanting: -50 

• Is the environment suitable and condu­
cive to the delicate work involved (Le., 
not aboard a small spaceship under 
attack or a town during an earthquake)? 

Suggest: Quiet: ±O; Rare Distractions: 
-20; Noisy: -30; In Motion: -50 - -100 
(varies). 

• Are the plans/instructions/source data 
complete and accurate? 

Suggest: Full data: ±O; Near Full -20; 
Partial: -30; Fragmentary: -50 
The research/construction roll(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 rolls should be made: one for each 
system, each possibly with different 
modifiers and complexities. 

It is important to be aware at all times 
the cost of materials. In the Example 
above, Norvin was able 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 built, the workshop is no longer 
"fully equipped", and Norvin will have to 
pay a certain amount to restock it. This 
involves a determination of the Cost in 
Parts. 

This important concept comes up in all 
types of construction, and repair of 
devices when they are seriously damaged . 
Naturally a complete price list of all 
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 general a Cost in 
Parts is about half the cost of an as­
sembled machine or device (due to cost of 
labor, equipment, etc). However, if the 
players are stuck in some low-tech 
outpost, the price could be quite extreme 
(or the items could be completely 
unavailable!). 

GROUP RESEARCH AND CONSTRUCTION 

Group research is almost always more 
productive than individual, and below are 
the factors to be included. Keep in mind 
that adequate facilities for the group are 
necessary for their full efficiency to be 
realized. 

SINGLE SCIENCE/TECH PROJECT 

A situation in which one skill is clearly 
the central one and any others are 
relatively irrelevant. Everyone on the 
'team' must possess this skill bo~us, and 
all the people's bonuses are averaged. 
The roll is also modified by the number of 
people in the team: for each person (more 
than one and up to ten) on the team, add 
+5 to the roll; for every one over ten (up to 
20) add +2; every one after twenty add +1. 
The time listed on the chart should also be 
halved each time a person is added. 
Example: A project that would take one 
person 100 hours takes two people 50 
hours, three people 25 hours, foilr people 
12.5 hours, etc. 

MULTIPLE SCIENCE/TECH PROJECT 

When a project seems to fall under 
several categories, the major applicable 
skills are averaged. Each person on the 
team need only know at least one of the 
necessary skills. Bonuses are as above, 
and the time is also halved as above. 

.' .' .' .' .' .' ., ., ., ., 
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11.0 
MACHINES 

UW~i~e man is a marvello~s machine indeed, I think I might have done bettergiven a 
f~W millIon year~ ~nd an entIre planet to work with. I shall do better in a fraction of the 
tIme and at negltgible cost. " 

11.1 
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, so construction, 
with proper instructions, should rarely be 
more than Hard. 
11.2 _____ _ 

ANDROID 
CONSTRUCTION 

. Cons~ructingan Android is conceptually 
somewhere between constructing a Robot 
and creating an Alterant Replicant, and 
usually more expensive than either. It is 
recommended that the GM read over the 

. Replicant rules to familiarize himlherself 
with the general concepts and difficulties 
so that they will better understand the ' 
mental facets of Android construction .. 
Scientists designing an Android use the -. 
averaged skills of Cybernetics and 
Electronics. Techs building an Android 
use the average of their Cybernetic Tech 
and Electronic Tech skills. Android body 
construction should be considered a Very 
Complex procedure, and linking the body 
to the Molecutronic brain is another, 
VeryComplex, operation. . , . 

ANDROID MATERIALS AND EQUIPMENT 

CosTs 
Equlpment/Malerlal Cost 
Molecutronic Brain ........................ , ..... 50,000 '-
Complete Workshop ....................... 1 ,500,000 
Vocal System ................................ : ....... 2,000 
External (appearance) System ............... 2,000 
Energy/Power System ......................... 10,000 
Muscular System .................................. 3,000 
Nervous System .................................... 5,000 
Skeletal System ..................................... 2,500 
Visual Sensors (eyes; 2)* ..................... 2,000 
Audio Sensors (ears; 2) * ...................... 1,000 
Compact Repair Kit .................................. 300 
Simulskin refill (repairs 200 hits) ............... 20 
Major Repair Kit .................................... 2,500 
* Superior versions can be obtained (at a 
higher cost). . 

Paal Fractiis, Founding President 
Virtual Humanatronics 

Alpha Centauri, Prelmp 5655 

See below for details on cost multipli­
ers for superior systems. The Complete 
Workshop contains all 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 

. s!o~es 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 
mem.ory. It is possible to place such a 
brain in a~other housing, such as a robot 
or vehicle, but it is generally considered a 
waste of the brain's unique learning (self-
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 linked to the Brain: ' 
Intuition, Empathy, Self-Discipline, . 
Memory, and Reasoning, while the other 
five are associated with the body: 
Strength, Quickness, Presence" .•. ..: .. 

Constitution, and Agility. 
PHYSICAL CAPABILmES 

GM Nole:Thefollowing rules are sug­
gested guidelines for the creation of a 
player character Android. The GM should 
read over them carefully and make any 
modifications he sees fit before allowing 
a player to consider being an Android. 
Androids produced by companies in the 
Space Master Milieu will be of varying 
sophistication, the type listed here as 
appropriate for players is 'above average. ' 

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 enhanced 

f~rther by using improved, more expen- . 
slve systems, instead of the 'standard 
part~'. See the cost chart at the end of the 
section for the standard system prices. 
. Since they are no more difficult to 
Install, th~se systems do not make the 
construction roll more difficult. They are 
more costly, as can be seen below: 

Cost 
Multiplier 

(x2) 
(x5) 

System Bonus· 
+ 5 voice or appearance. 
+5 muscular or skeletal; 
+ 10 voice or appearance. 

(x10) +5 energy or nervous; 
+ 10 musculature or skeleton; 
+ 15 voice or appearance. 

(x20) + 10 energy or nervous; 
+ 15 musculature or skeleton; 
+20 voice or appearance. 

(x50) + 15 energy or nervous; 
+20 musculature or skeleton; 
+25 voice or appearance. 

(x100) +20 energy or nervous; 
+25 musculature or skeleton; 
+ 30 voice or appearance . 

(x200) +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 involved: 

. - Improved Strength: 
(skeletal and muscular systems) . 

- Improved Quickness: . : " .' 
(muscular and nervous systems) 

- Improved 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 
purchasing the ne~ded parts. He wants 
his Android to have a + 10 Presence and 
+ 10 Agility (i.e., a + 35 toml in each . 
including intrinsic bonuses.) To do this 
his ~ndroid must have + 10 quality .' 
versions of all the following: Muscula­
ture, Nervous system, Voice, and' " 
Appearance. Note that other factors 
which only have one applicable enhanced 
system (such as Strength, for insmnce, 
for which only Musculature was im­
proved) gain no bonus, because the 
skeleton could not mke the strain should 
the improved muscles be used to 
capacity. Thus, Strength is +0. If Ryk 
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 .... ) 



After construction, the physical sys­
tems cannot be altered without a complete 
physical overhaul (a Complex operation). 

MENTAL CAPABILITIES 

The stats of the molecutronic brain, 
once activated, are all 90 (Temporary) To 
determine potentials, roll one Dl0 adding 
two pOints. Potentials are rolled, then 
each 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 prohibitions (such as 
refusing to kill a humanoid), and loyalty to 
a specific individual.' Although none of 
these are absolutely guaranteed, as the 
brain is self-programming, and, after a 
point, self-motivating, the Android should 
be almost incapable of disobeying explicit 
program directives. 
Note: The GM may wish to institute 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 dislike for Androids 
in some areas, if that is desired. 

11.22 SKILL DEVELOPMENT 
The Android choose!; a profession, and 

makes skill picks, etc. It 'matures' after a 
fashion, as it goes through 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 data 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 to have 
Androids more resistant to stuns, how­
ever, perhaps being stunned for only half 
as long, or, for instance, subtracting 1 
from any stun total). 

However, Androids do not 'lose 
consciousness'; all take 200 hits plus their 
total Con bonus before being incapaCi­
tated. Mo')t Androids have a built-in safety 
mechanism which causes them to 'play 
dead' 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 

Androids do not 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 to 
breathe, though it is an artificial conven­
tion, as are pulse and heartbeat. 

The most advanced Android deSigns 
are absolutely indistinguishable from a 
living being to human senses, and some 
are fully capable of all 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 physiological problems asso­
ciated with most special abilities. In 
addition, other special sense or manipula­
tion skills (e.g., infra-red vision, height­
ened tactile sense) are possible. 

Androids do not 'heal' as 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 
cosmetica.lly repaired in every detail the 
field; this requires appropriate facilities (a 
Major Repair Kit will do). 
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For more severe damage, such as 
'~~scle' or 'bone' damage, a Major Repair 
Kit IS 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 Android anatomy data, and 
acts as a guide for repair/construction 
purposes. 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 roll(s). Treat "66" as "100". 
Separate criticals require separate repairs. 
Example: An 87 "cn critical is rolled on 
Billy 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 rolls a 65. 65 + 60 = 125, 
minus 87 equals 38. Thus, a 38, which 
reads 20 minutes to repair with 10% CIP 
(cost in parts). The 10% is ten percent of 
the damaged area, which the GM must 
subjectively decide the approximate value 
of. 

Natura"y there will be inconsistencies 
between the actual critical to 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 
obviously necessary, and the Repair Chart 
alone is not enough. Unless there are 
specific replacements available (they could 
be purchased ahead of time) the Android 
wi" be crippled until such replacements 
can be found. 
11.3 _____ _ 

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 robots, 
vehicles and even spacecraft. 
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• • 12.0 . 
• ORGANISMS .' .1 .In the u~iverse of ~pace Master some cultures have made an art of genetic manipu-

latIOn. Engineered microbes and other tiny organisms serve as everything from food to 
• I computers t~ ~arbage cons~mers: On many planets can be found plants and animals 
• crea~ed specifically for certa!n environments and for certain functions. Cloning of 
• Sentlents ~as become (relatively) simple, and artificially constructed and bred people are 

even possible. 
• The GM should keep in mind that, even in the far future the social ramifications of 
• s~me of these things would be significant: racial resentment of Alterant Replicants; 
• mistrust of Clones (perhaps because of 'tampering' by the Genetic engineers). etc. 
• 12.1 _____ _ 

• 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. .t 12.2 ______ _ 

• ~} ALTERANT REPLICATION. .' :" Alterant Replication is a process 
• . whereby a living fetus is altered by , . , 
• ': artificial means at the genetic level to 
.' produce an different (usually improved in' 

-::., some way) being or creature. The 
• £ Research/Construction Chart (pg.61) is 
• i'. used. and - in general- the greater the 
• I~ a~i1.ities of the ne~ Replicant. the more . 

f difficult the operation. , 
• f; Conceptually similar to the simpler 
• t genetiC alterations. R.eplication involves 
• ~ implanting new genetic material into a 
.;~ fetus ("blank" fetuses are produced in 

f large numbers using a modified cloning , 
• ,; process) and growing the prepared fetus 
• at an accelerated rate in a special tank. 
• ' Very expensive, sophisticated machin-
• ery is necessary to 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 full growth (20 year-
• old equivalent for full maturity; with five 
• days in the tank equalling 1 year if the 
• Replicant is to be brought out pre-

maturely and perhaps raised as a normal 
• hominoid). 
• When creating a Replicant. first the 
• appropriate research is required to 
• determine exactly how the genes are to be 

• • • • 

altered. Genetics is the Scientific skill 
used. If the desired Replicant type has 
already been created by someone else 
(this can be determined by a percentage 
roll, likelihood determined by the GM) the 
Research is Easy. If it is a new type. 
research is Very Complex. The GM is 
urged to place restrictions on how 
powerful or sophisticated the designed 
Replicant can-be. 

It is suggested that no special stat 
bOnus exceed +30 (in addition to an 
intrinsic stat bonus) and that the average 
of all bonuses never exceed lS. These 
restrictions should be even lower for 
Eugenics Products (+20 maximum special 
stat bonuses. and a maximum 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 I (warrior) has 
a +10 average bonus. Thus. the creator of 
this Replicant might be given a 100 (lOx 
10.0) mcntifier to his detriment (-100) 
when rolling to construct the Replicant. (If 
using data from a type already created. the 
difficulty modifier is halved - assuming 
construction data records ar.e 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 -SO vs. Channeling 
and Essence. They are intrinsically at this 
level because those Realms are virtually 
unknown in Spacs Mastsf, and those who 
do know of them don't bother with them. 
Any improvement of those conditions 
must start from the "SO level. Against the 
other areas, Replicants start at +0, as with 
Stat modifiers. 

In the area of healing and injury 
Replicants: s~ul departure delay is two 
~ounds; thiS IS generally considered 
Irrevocable. Stat deterioration is +S, but 
can be reduced at a cost of S modifier 
penalty per 1 pOint of deterioration 
decrea~e. Recovery factor is base 1.0, but 
can be Improved (or reduced) at a 
modifier of ± 5 per .Sx of recovery rate 
(can't be reduced below .1x). 

Each 'Starting Language' costs in the 
form of a 10 modifier, and it is implanted 
and permanently known. 

Hit dice start at 08. with a +S cost per 
extra "side" of die roll. The flat bonus per 
level costs +10 per + 1 hiVlvl. 

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. etc. must be bought specifically 
and installed 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 
~odifier on a one-to-one correspondence 
(I.e., twenty extra years of life equats a 20 
modifier). The lifespan can also be dec­
reased, but at no bonus. Replicants don't 
age until their programmed expiration. 
wh~n they age very rapidly (one yearlhour) 
unt,1 death at a 100 year-old equivalent. 
Example:The first creator of the Type I . 
(Warrior) Replieant's modifiers: 100 from 
total average Stat bonus enhancement. ' 
40 for average RR enhancement 5 due to 
reduced Stat deterioration. 5 from 
improved healing rate. 10 from two.extra 
"die-sides" and 20 for two extra auto­
matic hits/lvl. Total modifier: 170 to the 
creator's detriment. See the cost chart 

for associated expenses. 
GENETlC MATERIALS CosTs CHART 
Replication Materials : ' Cost 
Genetic Combination Eqpmt .••.•• : ••.••••••••. 2 mil 
Memory Transfer Eqpmt ••.....•••..•.••••• 150,000 
Growth Tank w/monitors ........•. : ......•• 300.000 
Growth Fluids (1 use) •.•.••.•.•..•.•.••.•••.•••..•.• 500 
'Blank' fetus * .••••.....••..•..••••.•.•.•.••••• : ..••. :~,OOO 
Additional Genetic Material (each stat):* 

+5 ................................. : ..... : .................. 500 

:it:::::::::::::::::::::::::::::::::::.::::::::::::::::t5 
+25 ..................................................... 8.000 
+30 ................................ : .................. 16,000 

Background .............................. 1.000-10,000 
• Price highly variable; onen available only on 
the Black Market (3x Normal Cost) w/lower 
quality and reliability). ' 
Genetic material cost is given for gene material 
which ~iII provide a stat bonus for one specific 
stat, whIch replaces material in a 'blank' fetus. 



General physiological/appearance 
factors (sex, eye and hair color, skin 
tones, height and other body proportions, 
etc.) are set by the Greator at no additional 
cost - within reason and subject to other 
factors: Replicants with superior strength 
are probably taller and definitely bulkier 
than average; those with great agility less 
so, etc. 

Psychological background (in general) 
is pre-programmed as desired, including 
general attitudes and inclinations. 

Some Replicants do not deal well with 
the fact of their origins. The GM may wish 
to institute a rule in which a Replicant 
must make a roll with SO as a modifier vs 
'disenchantment'. If they fail (roll under 
100) - and depending on how badly -
they will become depressed and unhappy 
and perhaps even commit suicide. Below 
is a small table which can be used to 
determine depression severity. 

Roll Result 
01-05 Criminally Suicidal (violent; 

06-25 
26-50. 
51-75 

secondarily Homicidal) 
Suicidal. 
Inactive/Semi-Comatose. 
Surly and prone to RRs vs. 
respect for authority. 

76-90 Deeply Depressed (-25 for all 
actions). 

91-100 Depressed, at -5 for all activity. 
Some can be helped with treatment 

(attempting to roll over 100 with SO mod, 
one per month while in "intensive treat­
ment", all at an additional-50, modified 
by the therapist's Psychology bonus. An 
addition subtraction of -10 is added for 
each month of a roll under 100) if they 
succeed, they are cured. 

When the Replicant is removed from 
the growth tank, his stats are rolled in the 
same manner as a Player Character, 
including Temps and Potentials, etc. 
Profession, as well as Adolescent and 
Apprenticeship skill selection are also pre­
programmed. It is naturally 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 will 
obey the wishes of its master if imprinted 
(see below) or whatever authority figure is 
available if it is suitably passive in the area. 

Imprinting (the very strong bonding of 
the Replicant to - or against - a certain 
individual) is more involved. Imprinting 
and must be done within one day of the 
Replicant's emergence. The method is 
this: a subconscious 'trigger' is pre­
implanted, with the desired inclination 

(devotion, love, selfless protectiveness, 
open dislike, cunning, murderous 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 
person is rarely effective and often results 
in damage and confusion to the Replicant. 
12.3, _____ _ 

CLONING 
Cloning is much more straightforward 

that Alterant Replication, since genetic 
'tinkering' is not involved. A living flesh 
sample is taken from the donor, and 
grown in a fetus propagation tank (differ­
ent from and more complex than a regular 
growth tank). Successful completion of 
this phase alone is a Vel}' Complex 
operation, and takes the time indicated on 
the chart. Then the fetus is prepared and 
placed in the normal growth tank for the 
term, again a (unmodified, except for the 
creator Genetic Tech bonus) Vel)' Complex 
task. After both operations are completely 
successful, the living Clone emerges. He 
or she has the exact Potential stats as the 
Donor (though Temps are at 1 st level 
equivalent) and intrinsic abilities. The new 
Clone has no skills, however. 

This problem can be avoided or 
corrected in two ways: The Clone can be 
awakened as an infant (after about 10 days 
in the growth tank) and trained. This may 
result in slightly 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 
possibly kill or mentally damage the Clone. 
The proper "Memory Transfer" equipment 
is required, and a roll on the Hard column 
of the Research/Construction Chart is 
needed. If 100% success is not achieved 
immediately, the Clone must roll over 100, 
with Memory as a modifier. If he fails, 
there is a 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 rolled to 
awaken the memories, and its actual skill 
knowledge is reduced by the same 
amount. Subsequent attempts to restore 
memories after the Clone has failed once 
will definitely kill it. If the Clone resists, 
the Creator may roll again, attempting to 
complete the memory restoration. 

Assuming the restoration is successful, 
the Clone will have all memories and skills 
of the original, up to the point the sample 
was taken. However, the Clone is now a 
separate entity, and its environment 
immediately begins to take effect. There 
will be inevitable attitude divergences as 
the Clone has new experiences and makes 
its own choices. 
Example: Trevoc is tl}'ing 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 Clone must make a 
Roll. Its Temp Memol}' is 80, so a 20% 
chance of failure. Trevoc rolls 16. 
Ooops, not high enough. Trevoc rolls the 
chance of death: 47: Well, it doesn't die, 
but its Memol)' and Reasoning are 
reduced by 30 (100 - 70 = 30). His 87 
Pot. Memol)' is now 57, and his 76 
potential Reasoning is now 46. Not 
good. Also, 30% of the Clone's back­
ground and skill know/edge is lost, the 
specifics to be decided by the GM, 
probably by assigning numbers to the 
total number of Trevoc'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 personal­
ity traits. The result is a combination: 
whatever is not altered in the Replication 
process carries through from the original. 
This procedure is more delicate, however, 
and the RRs necessary when Memory 
Restoration is attempted on a normal 
Clone must be followed at every step of 
this Clone Alteration. Any failed rolls by 
the fetus (using Adolescent level Temp 
Constitution as a modifier during Altera­
tion) results in death. Memory Restora­
tion to an Alterant Clone is done in the 
same way as normal Clones, except that 
failure of a roll by the Clone invariably 
results in death. 
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CONSTRUCTION / RESEARCH CHART 

Routine Easy Moderate Hard Complex Very Complex Absurd 
-151 light malfunction Moderate Moderate Moderate Severe malfunction Severe 'malfunction Physically 

to the equipment. malfunction to malfunction to the malfunction 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- malfunction to Ifunction to malfunction to 50% of materials wasted and 100% of after one year. All 
ment. equipment. equipment. equipment. (clone. replicant. materials destroyed materials lost. 

machine parts. etc.) due to error. 
destroyed. 

(-100) - (-51) 5% 5 minutes. 5"1.40 mins. Upgrade to HARD. 5% 100 hours. 10 hours lost; 20% Problem 30 days into 5% 6 yrs. Slight 
Waste 1 hour. of materials task. 50% chance pro- progress. but 

destroyed due to ject destroyed (If re- equipment acts 
error. 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 hours. 5% 350 hrs. If con- 10% 100 days. If 5% 5 yrs. If con-
(12 rounds). struction. 1 0% of construction. 20% of struction. 50% of 

material destroyed. material destroyed and materials dam-
must be replaced. aged. 

(-25) -0 20% f minute (6 10% 30 mins. 10% 2 hour" 10% 60 hours. 10% 350 hours. 20% 90 days. If con- 5% 4 yrs.lf 
rounds). 

'j 
struction, 10% of construction, 
material destroyed 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.lf 
eonstruction, 
100/. of materials 
damaged. 

21-40 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% 1.5yrs. 

56-65 90% 6 rounds. 95% 20 mins. 50% 40 mins. 35% 30 hours. 25% 300 hours. 30% 80 days. 5,..1 year. 

66-75 95% 6 rounds. 95% 10 mins. 60% 40 mins. 40% 30 hours. 25% 250 hours. 30% 78 days. 6% 1 year. 
, 

76-85 99% 6 rounds. 99% 10mins. 70% 35 mins. 45% 30 hours. 25% 250 hours. 35,.. 75 days. 7% 1 year. 

86-95 100,.. 6 rounds. 99% 5 mins. 70% 30mins. 50% 30 hours. 30,.. 250 hours. 35% 72 days. 8% 1 year. 

96-105 100% 6 rounds. 99% 2 mins. 95% 20 mins. 50,.. 30 hours. 40% 250 hours. 35% 70 days. 9% 1 year . 

106-115 100% 5 rounds. 99% 1 min. 98% 20 mins. 55% 25 hours. 400/. 200 hours. 40,.. 69 days. 10% 1 year. 

.. - ~, c -----.. 

116-125 100% 4 rounds. 99% 1 min. 99% 20 mins. 60% 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. 450/. 200 hours. 45% 60 ,days. 10% 250 days. : 

136-145 100% 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. 80% 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 hours. 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 to the fraction of research I construction on the project that has been completed by the given roll. TImes (unless otherwise noted) 
indicate the amount of time required to complete the given percentage of the project. .. 



.. ·MALfUNCTION / REPAIR CHART 
ROUTINE (1-5) LIGHT (6) MODERATE (7) SEVERE (8) VERY SEVERE (9) . EXT. SEVERE (10) 

-151 Sad job. Damage/Mal Dam/Mal becomes very You deliver 10 pts. of . You deliver 30 pts. 01 You deliver 150 Hitsto the System is destroyed (Explo. 
function becomes severe after 1 round. damage to the system. : damage to the system. system. System is a write sively il possible). 100% crew 
Very Severe after 1 Roll again. Repair on extremely off. casualty rate. 
round. severe column. 

-------.--.----.--~-------~----.---------------

(·150) - (-101) Dam/Mal becomes Dam/Mal becomes se- DamlMal becomes ex- ; DamlMal becomes very System is a write off after 1 - 100% of repair crew be-
severe after 4 rounds. vere after 5 rounds. tremely severe after 1 severe. After one hour 2 hours of tinkering. comes casualties. System de. 

minute. waste 10% CIP. stroyed. 
-----~-----.-------~---------.-~---. ---------------.--.---.~-- ._-------.---

(-100) - (-51) Dam/Mal becomes Dam/Mal becomes mod· DamlMal becomes . DamlMal becomes ve ry Dam/Mal upgraded to 2 members of repair crew takes 
moderate after 4 erate after 6 rounds. very severe after 2 severe after 6 rounds. extremely severe after 1 appropriate "0" critical strike. 
rounds. minutes. hour. ----_. 

(-50) - (-26) Dam/Mal becomes 20 minutes with 5% CIP. DamlMal becomes se- 3 hours to repair with 72 hours to repair with 1 member of repair crew takes 
light after 3 rounds. otherwise 30 minutes. vere after 1 minute. 10% CIP. 50% CIP. appropriate "C" critical strike. 

1-. ----_._------------ - .. ------
(-25)-0 You fumble with de- 10 Minutes to repair unit. 40 minutes to repair 2 hours to repair with 48 hours to repair with 1 - 100 Hits to system. Try 

vice for 5 minutes until Unit operates at ·25% with 10% CIP. You 10%CIP. 50% CIP. again. 
it is working again. with a routine malfunc- overload circuits caus-

tion. ing a random malfunc-
tion. 

01-20 3 minutes to repair. 8 minutes to repair. 30 minutes to repair 90 minutes to repair 36 hours to repair unit to Repair may not be attempted 
damage with 10% CIP. damage with 10% GIP. 50% effectiveness. 48 until 2 "severe" procedures are 
Malfunction repaired 60 minutes to repair mal- hours to fully repair. 50% completed. 
-no cost. function with 10%. CIP. 

i--- ------ ._-- ----._-
21-40 2 minutes to repair. 5 minutes to repair. "Rou- 20 minutes to repair 1 hour to repair with 24 hours to repair with 200 hours to repair with 50% 

tine" malfunction will with 10% CIP. 10%CIP. 25% CIP. CIP. 

: occur next time system is 
used. 

---- ------
41-55 1 minute to repair. 5 minutes to repair. 15 minutes to repair 1 hour to repair damage 24 hours to repair with 120 hours to repair with 50% 

with 5% CIP. 25 min. with 10% CIP. Malf. re- 25% CIP. CIP. 
otherwise. paired without cost. 

-----.-
56-65 5 rounds to repair. 5 minutes to repair. 13 minutes to repair 55 min. to repair damage 24 hours to repair dam- 110 hours to repair to 50% ef-

with 5% CIP. 25 min. with 10% CIP. Malf. re- age with 25% CIP. Malf. fectiveness. 120 hours to repair 
otherwise. paired without cost. repaired without cost. fully. 50% CIP. 

-.---.----.----~---.----------.----.-. 

66-75 5 rounds to repair. 5 minutes to repair. 12 minutes to repair. 50 min. to repair damage 18 hours to repair dam· 110 hours to repair with 50% 
Dam/Mal becomes with 10% CIP. Malf. re- age with 25% CIP. Malf. CIP. 
"light" after 1 round. paired without cost. repaired without cost. 

76-85 4 rounds to repair. 4 minutes to repair. 10 minutes to repair. 45 minutes to repair 15 hours to repair with 100 hours to repair with 50% 
damage with 10% CIP. 10%CIP. CIP. 
Malfunction repaired by 
two light procedures. 

1---------_._--_. ---------- --------. 
86-95 4 rounds to repair. 4 minutes to repair. 9 minutes to repair. 40 minutes to repair With 15 hours to repair with 90 hours to repair damage with 

5%CIP. 10%CIP. 50% CIP. Malfunction repaired 
without cost. 

r-- - .. ----- -_._--- -- --_._._- -_. __ ._---- ---. 
96 -105 3 rounds to repair. 3 minutes to repair. 8 minutes to repair. 40 minutes to repair. 13 hours to repair dam- Repair reduced to 2 "moderate" 

age with 10% CIP. Malf. procedures. 
repai red without cost. 

----.--.---.----- --- .-----. -----_ .. ---------- ----- ~-------.--------- - - -- -------_._--- -_._-- - ----------------_._----
106 -115 3 rounds to repair. 2 minutes to repair. 7 minutes to repair dam- 30 minutes to repair with 10 hours to repair unii to 80 hours to repair with 50% 

age. 6 minutes to repair 5% CIP. 40 minutes to 50%capacity. 11 hours to CIP. 
malfunction. repair otherwise. repair fully. 10% CIP. 

-- .----------- -----_._--
116-125 2 rounds to repair. 2 minutes to repair. You isolate 3 "routine" 30 minutes to repair. 8 hours to repair. 10% 70 hours to repair damage with 

procedures to repair CIP. 50% CIP. Malfunction repaired 
unit. Start next round. without cost. 

.------.----- ._----_._---------------------------------------- - '-- -----_ .. ------- --- . __ .. _-. __ .. - ---- ---
126 -135 2 rounds to repair. 6 rounds to repair. 5 minutes to repair. 25 minutes to repair. 5 hours to repair. 10% 70 hours to repair damage or 60 

GIP. hours to repair malfunction. 
Both have 25% CIP . 

. _--------_._- .. _-----_._. ---
136 -145 You may use equip- 4 rounds to repair. Unit at -25% in 3 min- 20 minutes to repair. 5 hours to repair. 10% 60 hours to repair to 50% eHec· 

ment next round. ut~s. Unit repaired in 5 CIP. Malfunction isdol'ln- tiveness. 70 hours to repair 
minutes. graded to severe. fully. 25% CIP. 

--------
146-155 Unit ready next round. 3 rounds to repair. Unit at -50% in 6 20 minutes to repair 4 hours to repair. 10% 50 hours to repair with 25~, 

rounds. Unit repaired in damage. Malf. repair is 3 CIP. CIP. 
5 minutes. routine procedures. 

.---------_._--- -------- -- .-.- _._-- . __ . -... ---- -- - -.-... -- ._-- ._._----
156 -165 Unit ready. You have 2 rounds to repair. 3 minutes to repair. Downgrade repair to 3 hours to repair. 10% Procedure reduced to 2 "se-

1/2 of the round left. moderate after 5 min· GIP. vere" repair procedures. 
utes. 

--- ... ------~---- - ------ .. ----------~--------------. -- .----- ._-_. "--- .- .. __ .--- ---~.-

166+ Quick adjustment. 1 round to repair. 2 minutes to repair. 10 minutes to repair. Reassesment of systems 40 hours to repair with 25'" 
You have the full shows 2 "light" repairs GIP. 
round to act. are required. 

- --- _._---.-.-.. _--- - --------- -.. ---
Note: Concussion hits repaired on a vehicle in a 25110ur period = a Mechanical Tech repair roll divided by 10. 
Note: If only one person is working on a repair. double the times listed. Double the necessary time if no repair scanner or diagnostic computer is used dUring the repair. 
CIP refers to Cost-in-Parts. This is the indicated percentage 01 the parent unit cost which must be invested to bring about the desired repair. -

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 
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MALFUNCTION AND DAMAGE CHART " i.tJ5.i.f .... U •.•.•.• 'JlhP!!JP-4'.SIh.t. 

1-2 I 

3-5 I 

6-7 I 

I 

8-9 I 

10 

MECHANICAL I 
(5%)" 

ELECTRONIC I 
(15%) 

COMPUTER 
(10%) 

POWER 
SYSTEMS 
(60%) 

WEAPONS 
(10%) 

6 
7-8 

2' 
3 
4 
5 
6 

7-8 
9 
10 
1 

2-3 
4 

5-6 
7 
8 
9 
10 . 

4 
5-6 • 

7 
A 

ILanding Gear Inoperative " . - . 

Internal Lighting Systems out.(Emergency on) . " 

Navigation Control (Main/Auxiliary) J • 

Other Console " . "" 

" 

Other Console" 
. 

c , " 
~ , , 

Communications . "" 
Electronic Warfare 

" ' 
.," 

Sensors 
Medical ,) 

Other System: ." 
J. 

Deflector Shield Control 
Sensor Analysis (now at 1-100) 
Computer aided Astrogation 
Memory Banks ,(Courseplots/archives) 
Autopilot 
Sentient Functions/Diagnostics 
Main Processing Core (All above out) 
Other System:. - ...... -.' 

RIF Generator " 
Deflector Shields" 
Internal Gravitics , 
':vt.a.rnol r::.rouitl",C!. 

HUD 
Control (Computer) 

System: 
Weapon System: 
Weapon System: 
Weapon System: 
W .. ,,,,nn System: " 

1-5 - Routine (system operative but 50% chance Mod. Malf. each time stressed or hour of use) 
6 - Light (System at 75% of normal capability) 
7 - Moderate (System at 50% of normal capability - or if a multiple system, half have faifed). 
8 - Severe (System Inoperative until repaired or upgraded). 
9 - Very Severe (System Inoperative u-ntil repaired or upgraded).. . ('. 

,:I! 

"' 

I 

10 - Extremely Severe (noperative until repaired/upgraded. May be irreparable w/o spacedock) . 

.... I 

Roll I Weapon Type 

HAND-HELD OR HAND-HELD OR GRENADE, I FORCEKNIFE OR 
PORTABLE PORTABLE PRO- ROCKET, OR POWERSWORD 
ENERGY JECTILE EXPLOSIVES 

Weapon cooling; Safety catch on; Minor guidance or I Temporary power 
(-34)-0 Forfeit 1d5 Fire Percep or WpnT. structural flaw drain; Blade "blinks 

Phases. to notice what's callses a -20 out" this round. 
wrong. modifier. 

01-30 Wire breaks Dud round/minor Weak blast; any I Minor power drain; 
inside weapon; ammo jam; Better Critical effects Blade dims a little 
Final shot is at -10 sit this one out. are reduced by 1. attacks at -20 

31-50 
Short circuit fries Barrel Slightly off; Launcher Focal problem; 
internal wiring and All shots are at problem or misdi- Blade blurs; Range 
drains En Cell. -15 rected blast; is x2 but attacks at 

attack is at -20. -40 

Weapon works, Weapon Jammed; Warhead/timer I Capacitor flaw; 
51-65 but fires a little off Clearing it is a flaw; Explosion Blade is very dim 

target (-25). Routine WpnT occurs 1d20 and attacks at -30. 
maneuver. seconds late. 

Fire control stuck Weapon Jammed 
66-75 

Arming mecha- Power surge causes 
(50% ·OW) if ON, and damaged; nism or fire a +10 before 
take one attack at Failure chance is control stuck in shorting weapon 
+50. doubled. "safe" position. out. 

Surge Damages Obstructions in Charge seems to I Major power drain; 

76-90 lens or focal ca- barrel cause all be a dud; but it Blade barely visible; 
pacitor; last shot shots to go off at will explode in Attacks'at -50. 
is at +15. -50. 1d10 rounds 

91-100 
Crackling sound If Autoloader, gun Launcher/arming I Badly focused blade 
emits from overheats for 1 mechanism fails; damages weapon; 
weapon; Failure minlMk. if not, Charge never Failure chance is x3. 
chance is x3. reroll. detonates. 

Power surge jolts Extractor breaks; If set charge, I Major surge; Attack 
1 01-120 I user (PB attack at 10%/rd gun jams detonator fails. at +30 this round, 

+20, no Qlf DB). (50% if fired Missile blows up then shorts out. 
twice). 1d20m from user. 

Flash towards Pin malfunction; Explodes in As above plus user 
121-150 I user's face (PB Shots fail to fire launcher or near takes a "C" Elec 

attack at +40, no 50% of the time. user (PB attack at Crit. 
QUDB) +50). 

Weapon explodes Blowback to Explodes before As above but attack 

151 170 I (PB attack at user's face; set/thrown (PB is at +50 and Crit is 
- +100, no QU DB, Blinded 1d10 rds attack at +100, no an "E". 

max as Mk. 5). (10% perm). QU DB). 
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13~ .' " ' 
MALFUNCTIONS AND REPAIR 

This section deals with the breakdown of equipment, vehicles, weapons, and any 
other mechanical or electronic contrivance, known herein as a 'construct'. This section 
also deals with the rules fro repairing such malfunctions. 
13.1 _____ _ 

WHEN MALFUNCTIONS 
OCCUR 

Malfunctions occur in one of two ways: 

13.11 A POOR MANEUVER/ 
USE ROLL 

Malfunctions most frequently occur 
because of user abuse, mishandling, or 
other unwarranted 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 
chance .of malfunctioning every time they 
are fired anyway. The GM should enforce 
the possibility of any vehicle suffering a 
random malfunction at any given time. 
13.2 _____ _ 

VEHICLE MALFUNCTIONS 
AND DAMAGE 

GMs should periodically roll to deter­
mine if a vehicle used by PCs has suffered 
a malfunction. This is a two-step process: 

13.21 010 A MALFUNCTION 
OCCUR? 

First we must find out if the vehicle 
suffered a breakdown. Some frequency 
guidelines are given here: 

Interstellar Travel 
1 % chance of malfunction for every 10 

light-years traversed (note that this should 
never go above 5%, as shunts over 50 
light-years are 'blind' and very dangerous). 

Interplanetary Travel 
1 % for each: planetary orbit traversed 

(including destination and departure 
points), landing/takeoff, day in flight. 

Planetary Air travel 
1% for each: 1000 (or fraction) . 

kilometers travelled ,landing/takeoff. 

Planetary Ground Travel 
1 % for each: activation of vehicle, 100 

(or fraction) kilometers travelled. 
In each case, calculate the chance of a 

malfunction and roll. If no malfunction is 
indicated, the trip is mechanically unevent-

ful. Should a malfunction be indicated, roll 
0100 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 should determine the percent of 
the way through the trip. As long as the 
GM gets malfunction results, he should 
keep rolling. This continues until the GM 
fails to 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 1010 roll to discover the 
exact nature of the problem for each mal­
function (some extrapolation may be 
necessary), notes 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 
handily by the weapon attack table itself. A 
'Failure' result on the table has a chance of 
either being a fumble, a charge depletion 
(for energy weapons) or a malfunction. 
Should this result of an exceptionally bad 
attack rtill in the Space Master combat 
system be encountered, roll 1D10 to 
determine the Severity of the Malfunction 
incurred: 

ROll SEVERITY MOD 
1-5 Routine ................................. -35 
6 Light ..................................... -20 
7 Moderate ............................... ±O 
8 . Severe .................................. +30 
9 Very Severe .......................... +50 
10 Extremely Severe ................. +70 

The Severity Modifier found above is 
applied to a roll of 10100, and the total is 
referenced against the Weapon Malfunc­
tion Chart (pg 63). Unless otherwise 
stated, the Malfunction thus determined 
will remain in effect until it is repaired. 
13.4 _____ _ 

REPAIRS 
Repairs are handled using the MalfUnc­

tion/Repair Chart (pg 62). A designated 
repairman rolls on the chart, adding his 
appropriate Tech Skill. (The GM may wish 
to impose modifiers using the Static 
Action Chart in the Player Book, 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 five people can't be 
repairing one multiscanner at once!) It 
must be stressed that only one roll at a 
time is allowable for each repair. If 
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 divalium crystal covnverter on the 
hyperdrive has suffered a Severe 
malfunction, goes back with 
his'hypnospanner to make repairs. He 
has a +70 in Power System Tecnnics, 3nd 
roils (open-ended) The result is a 
(oops!) -189! The modified rol/ 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 
different indications, one for Malfunction 
and one for Damage. Damage only occurs 
as a result of unusual stress (combat or 
unusual maneuvers) and the Malfunction 
result is used unless otherwise indicated. 

In addition to the repair time indicated, 
the chart sometimes has a notation U_% 
CIP" (,Cost In Parts'). This means that a 
given pe[cent of the system's original 
value in parts is necessary to make the 
repair. In most cases the GM will have to 
estimate costs (easy for a small device or 
weapon), but for vehicle systems, the 
Malfunction and Damage Chart provides a 
guide. The U%" listed under area column 
indicates the percent of the total vehicle 
cost is in the given system, and the U%" in 
the system column indicates the percent­
age of that portion. 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • :1 
• • • • • • • • • • • • • • • • • • • • • • • • • 



• • • • • • MASTER WEAPONS CHART 1: PROJECTILE WEAPONS 

• NAME TYPE RATE 
• CONVENTIONAL PISTOLS: ';" ~ 
• 5mm Lt Pistol . . 1H Proj ".' Wrnd 

10mm Med Pistol _", 1H Proj . 21rnd 
• 12mm Hvy Pistol.;} lH.Proj ". 2Irnd 
• CONVENTIONAL MACHINE PISTOLS: 

F 

2 
2 
2 

RANGE (METERS) 
PB SR MR LR 

1 10 20 50 
2 15 30 80 

'2 20 40 100 

RANGE MODIFIERS 
PB SR MR LR· TABLE USED 

+ 15 0 .,-30:90, .; .. Sml Proj Mk.1 
+ 15 0 ':-30 ~90 Sml Proj Mk.2 
+15 O',.·~30:.~90 .... , Smt Proj Mk.3_ 

Ammunition Notes 
Shots Bursts Load 

6 • 5mm Lt MP 1 H Proj 2 bursts 3 2 5 20 50 + 15 0 -30 -90 Sml Proj Mk.1 
2Irnd 2 2 5 20 50 + 15 0 -30 -90 Sml Proj Mk.1 30 

• 10mm Med MP 1H Proj 2 bursts 3 2 10 30 80 +15 0 -30 -90 Sml Proj Mk.2 12 

Notes 

• .. _., _.7'1"';:;;>~,,2Irnd .. ,2,.,., .. 2. 10, .. 3080 +15 0 -30 -90 SmlProjMk2 60 

• ~;.~~!V~~~:~:~;Rfi~~S~pt~t·;··:>~nid·· '-.:~:2:?< 2 .' 30 <90': '150 . : ;;:5 {~0:,iGrift~6':~t;~il ;~!M~: 1')~.~~~:15 "1~i~:~ag'" ..•.. 
·:10mm Med Rifle N,.:2H ProJ.; 2Irnd 2 3 ·50 "150 500.+15 0;:~30o' :90,.; ..• .:.,.Sml Prol Mk.2 .'" 15 ., .. ':i'.'" :.:Mag, 

• )?mm Hvy .~Jfte ••..•. :.:.?H g!,gi._~,;-c <~r.l!d ... .1.. ..~.1 00;::200 JOO. ..~~ !?. 0 ... ' ~~Q .. ..tt!}().:i;.:' .• ;, S.,!!I_p~oj Mk,3 .".,;" . 15 >..~.:;",~:.,;.<;J.1ag .•. i;:~:: 
• CONVENTIONAL ASSAULT RIFLES: 

• 
5mm Lt AR 2H Proj 2Irnd 2 2 25 50 100 + 15 0 -30 -90 Sml Proj Mk.1 

2 bursts 3 2 20 40 80 + 15 0 -30 -90 Sml Proj Mk.1 
30 

6 
• 10mm Med AR 2H Proj . 2Irnd 2 3 40 120 400 + 15 0 -30 -90 Sml Proj Mk.2 60 

2 bursts 3 3 30 100 300 + 15 0 -30 -90 Sml Proj Mk.2 

~ ~~i'it~~~i·~;'!~~;;!;1:111~~i'~\i·,<~i.".::f~'·2-1I0!.'~;::::t<:.oj~"~~1 
• CONVENTIONAL SHOTGUNS: 

15mm Shotgun 2H Proj • • 15mm Sawed-off 2H Proj 

• • .iIf~_ 
• • 
• =-;;;;.-:-=;=~ · "'-"--"'_ •. 

• • • 
• jfwoiiri!S • • "TAft.A.·,....;;,. 

• • • 
ROCKETGUNS: 
Rocket Pistol 
Rocket Carbine 

• Rocket Rifle 

• •. :.M~ 

1H Proj 
2H Proj 

2H Proj 

'M~ 

• GRE-NADE ~UNCHERS: 
• • Grenade Rifle Launcher 

2Irnd 

2Irnd 

2Irnd 
2Irnd 
2 bursts 
2Imd 

2 

2 

4 
4 
4 
4 

3 20 40 fiO 

2 . 10 20 30 

o 100 300 900 
o 100 300 900 
o 75 150 450 
o 100 300 900 

+15 0 -30 -90 

+ 15 0 -30 -90 

o 
o 
o 
o 

o ; -30 -90 
o -30 -90 
o -30 -90 
o -30 -90 

·RPG ~u!lm~t._~~l.ijRct,.er~.:.i~1.h1!!l.~~.2'>1i;~.Q..;:itQCI.~~QO ... i.:~IPO.~:;"1: 
• . PORTABLE MISSILE ~UNCHERS: 
• PML Launcher 

PML Quad Launcher 
• PML Autofeed Launcher 

• Mag = ~~fai1i~~~~~~~~~ii 
• Belt= 
• Brch=' 

• • • • 

Shotgun 

Shotgun 

Sml Proj Mk.3 
Sml Proj Mk.3 
Sml Proj Mk.3 
Sml Proj Mk.3 

5 
10 

15 
2 

Mag 
Mag 
Mag 
Mag 
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. MASTER WEAPONS CHART 2: 'ENERGY WEAPONS 
RANGE (METERS) RANGE MODIFIERS 

NAME TYPE RATE F PB SR MR LR PB SR MR LR TABLE USED NOTES 

LASERS: 
Mini Laser lH Energy 1/rnd 7 1 5 10 15 +15 0 -30 -90 Laser Mk.l 1 Utility or Weapon Cell. 
Laser Pistol lH Energy 21rnd 7 3 20 50 200 +15 0 -30 -90 Laser Mk.2 1 Weapon Cell. 
Assault Laser 2H Energy 21rnd 7 3 25 75 300 +15 0 -30 -90 Laser Mk.3 1 Weapon Cartridge. 
Laser Rifle 2H Energy 21rnd 7 3 30 100 400 +15 0 -30 -90 Laser MkA 1 Weapon Cartridge. 
Heavy Laser Sup Energy 21rnd 7 5 100 500 2000 +15 0 -30 -90 Laser Mk.5 1 Weapon Pack. 
BLASTERS: 
Mini Blaster lH Energy l/rnd 5 1 5 10 15 +15 0 -30 -90 Blaster Mk. 1 1 Utility or Weapon Cell. 
Blast Pistol lH Energy 21rnd 5 3 20 40 120 +15 0 -30 -90 Blaster Mk.2 1 Weapon Cell. 
Assault Blast 2H Energy 21rnd 5 3 25 70 150 +15 0 -30 -90 Blaster Mk.3 1 Weapon Cartridge. 
Blast Rifle 2H Energy 21rnd 5 3 30 90 250 +15 0 -30 -90 Blaster MkA 1 Weapon Cartridge. 
Heavy Blaster Sup Energy 21rnd 5 5 80 400 1000 +15 0 -30 -90 Blaster Mk.5 1 Weapon Pack. 
FLAMERS: 
Mini Flamer lH Energy l/rnd 10 1 2 3 5 +15 0 -30 -90 Flamer Mk.l 1 AamerCeli. 
Flame Pistol lH Energy 21rnd 10 2 5 10 15 +15 0 -30 -90 Flamer Mk.2 1 Flamer Cell. 
Assault Flamer 2H Energy 21rnd 10 3 10 20 30 +15 0 -30 -90 Flamer Mk.3 1 Flamer Cartridge. 
Flame Rifle 2H Energy 21rnd 10 4 20 40 60 +15 0 -30 -90 Flamer Mk.4 1 Flamer Cartridge. 
Heavy Flamer Sup Energy 21rnd 10 5 40 80 120 +15 0 -30 -90 Flamer Mk.5 1 Flamer Pack. 
STUNNERS; 
Mini Stunner 'lH Energy l/rnd 5 1 2 3 10 +15 0 -30 -90 Stunner Mk.l 1 Utility or Weapon Cell. 
Stun Pistol lH Energy 21md 5 3 5 10 50 +15 0 -30 -90 Stunner Mk.2 1 Weapon Cell. 
Assault Stun 2H Energy 21rnd 5 3 10 20 100 +15 0 -30 -90 Stunner Mk.3 1 Weapon Cartridge. 
Stun Rifle 2H Energy 21rnd 5 3 15 30 200 +15 0 -30 -90 Stunner MkA 1 Weapon Cartridge. 
Heavy Stunner Sup Energy 21rnd 5 5 20 60 300 +15 0 -30 -90 Stunner Mk.5 1 Weapon Pack. 

l/rnd 5 5 10 20 100 +15 0 -30 -90 Stunner Mk.3 Affects all in 30 deg. arc. 
DISRUPTORS: 
Mini Disruptor lH Energy 1/rnd 5 1 2 3 10 +15 0 -30 -90 Disruptor Mk.l 1 Utility or Weapon Cell. 
Disrupt Pistol lH Energy 21rnd 5 3 5 10 50 +15 0 -30 -90 Disruptor Mk.2 1 Weapon Cell. 
Assault Disrupt 2H Energy 21rnd 5 3 10 20 100 +15 0 -30 -90 Disruptor Mk.3 1 Weapon Cartridge. 
Disrupt Rifle 2H Energy 21rnd 5 3 15 30 200 +15 0 -30 -90 Disruptor Mk.4 1 Weapon Cartridge. 
Heavy Disruptor Sup Energy 21rnd 5 5 20 60 300 +15 0 -30 -90 Disruptor Mk.5 1 Weapon Pack. 
PLASMATIC REPEATORS: 
PR Rifle 2H Energy 2 burst 9 3 20 .40 100 +15 0 -30 -90 Blaster Mk.5 1 Weapon Microfusion Reactor. 
Heavy PA Sup Energy 2 burst 9 3 30 80 250 +15 0 -30 -90 Blaster Mk.5 1 Weapon Microfusion Reactor. 

, m MASTER WEAPONS CHART 3: MELEE WEAPONS 
Melee Melee Missile Missile 

Name Type F Mk.' Cril Mk.' Crl! Range/DB Mod Notes 

DaggerlKnife lH Edged 1 1 Slash 1 Puncture 3/-10 8/-20 17/-30 
Main GaUChe lH Edged 2 1 Slash 1 Puncture 3/-15 May parry other melee 

weapons at + 15 to DB. 
Rapier lH Edged 4 2 Puncture - - Mk.l vs AT's 9-20. 
Short Sword lH Edged 2 2 Slash 1 Slash 3/-30 
Hand Axe lH Edged 4 2 Slash 1 Slash 3/-15 8130 17/-45 Mk.3 vs AT's 9-12 & 17-20 

when used in melee. 
Scimitar lH Edged 4 3 Slash - -
Broadsword lH Edged 3 3 Slash - -
Falchion lH Edged 5 3 Slash- - - Mk.4 vs AT's 9-12 & 17-20. 
Force Knife t r lH Edged 6 3 Slash Advanced energy weapon. ;:P - -
Club lH Crush 4 1 Krush 1 Krush 3/-40 
Whip lH Crush 6 1 Entangle - - Mk.2 vs AT's 1-4. Melee range 

is 3 meters. 
Mace lH Crush 2 2 Krush 1 Krush 3/-35 
Warhammer lH Crush 4 2 Krush 1 Krush 3/-20 81-40 17/-60 Mk.3 vs AT's 9-12 & 17-20 

when used in melee. , 

Morning Star lH CrUSh 8 3 Krush - -
Quarterstaff 2 Handed 3 2 Krush - - Mk.3 vs AT's 1-4. 
War Mattock 2 Handed 6 4 Krush - - Mk.3 vs AT's 5-8 & 13-16. 
Flail 2 Handed 8 4 Krush - -
Battle Axe 2 Handed 5 4 Slash - -
2-Handed Sword 2 Handed 5 4 Slash - -
Power Sword f ~ . ~1' \iJ2 Handed 9 5 Slash - - Advanced energy weapon. 
Bola 2 Handed 7 1 Krush 2 Krush 17/0 30/-20 50/-40 

Javelin Pole Arm 4 2 Puncture 2 Puncture 310 171-20 30/-40 
Spear Pole Arm 5 2 Puncture 2 Puncture 31-10 8/-20 17/-30 
Pole Arm Pole Arm 7 3 Puncture - - Mk.4 vs AT's 9-12 and 17-20. 
Mounted Lance Pole Arm 7 4 Puncture - - If dismounted, use as spear. 

Nole: Each attack with a melee weapon has an DB modifier associated with it: Mk.l =-50, Mk.2=-40, Mk.3=-30, Mk.4=-15, Mk.5=0 

T- 66 -
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MASTER WEAPONS CHART 4: ARCHAIC MISSILE WEAPONS 
MIs. .. ile 

Name Type F Mk.' Critical Range/DB mod 
r::-. 

"Thrown 6 2 Krush 31+25 20/0 . 4oi:.to ,60/-65 ·.Sling - . 
'Short Bow Bow 4 2 Puncture 3/+10 30/0 60/-40 80/-70 
),ight Crossbow'. " ::Bow .. 

.-

5 3 Puncture 31+15 "' 30/0 '70/~35 "1001-50 130/-75 
-,' 

Composite Bow Bow 4 3 Puncture 3/+15 30/0 70/-35 100/-60 
).Gng Bow :~ Bow 5 4 Puncture 31+20 ",:,30/0 ~ .~701"30 .. :1001-40 1401-50 --.,' 

.... ... ., 
. Heavy Crossbow Bow 5 4 Puncture 6/+30 30/0 70/-25 1001-40 130/-55 

Note: All missile attacks are resolved on the Small Projectile attack table, 

SIMILAR WEAPONS CHART 

.. ' .. ~ 
,. 
, . ..... 

" 

• Projectile Pistols: Needleguns: Heavy Energy Weapons: 
U Pistol Needle Pistol Heavy Laser 

• Med Pistol Needle Carbine Heavy Blaster 
• Hvy Pistol Needle Rifle Heavy Flamer 

U Machine Pistol (semi-auto mode) t-=Ta-n-,gl=-e-gu-n-s:-----------I Heavy Stunner 
• Med Machine Pistol (semi-auto mode) Tangle Pistol Heavy Disruptor 
• Tangle Pistol Tangle Carbine Heavy Struptorgun 
• Rocket Pistol Tangle Rifle Heavy Plasma Repeator 

I-:M=-LA_P-,iS::-tO_'-:-::-::-~-=~:__----_i Taserguns: standard Lasers: 
• Conventional Machine Pistols: Taser Pistol Laser Pistol 
• U Machine Pistol (automatic mode) laser Carbine Assault Laser 

Med Machine Pistoi (automatic mode) Taser Rifle Laser Rifle 
• (Note: automatic/semi-automatic modes are Sta d rd BI st 
• . similar skills for MP's) Heavy Rockelguns: n a a ers: 

I-=.;;.::.:.....:.;..:..;,;.:.,,:.:.;.,..;,.;;.:,....::!..-------I Rocket Carbine (automatic mode) Blast Pistol 
• .. ProJectUe Rifles: ROcket Rifle (automatic mode) Assault Blaster 

~ ~:~.~.~~~~ 

.. :~.~~~\~¥;J 
··· .. :Ci~~~~ 

• U Rifle (Note: Automatic/semi-automatic modes are Blast Rifle 
Med Rifle similar skills for RG's) t-Sta=-n-:d-'ard-=-=F:-'Ia-m-ers-: ---.------1 

.' Hvy Rifle I-=-~-:-:---=----,,-.;.~------I Rame Pistol 
• 

_t U Assault Rifle (semi-automatic mode) Magnetic Linear Accelerators: 

I 
MLA Pistol - Assault Flamer 

Med Assault Rifle (semi-automatic mode) MLA Rifle(~ Rame Rifle 
• - 15mm Shotgun '. 
• 20mm Shotgun', ' . Portable Missile Launchers: Standard Stunners: 

Tangle carbine " - PMl .. Stun Pistol 
• ; Tangel Rifle ,; '; PML Quad Assault Stunner 
• Taser Carbine PML Autofeed Stun Rifle 

J Taser Rifle ,- Energy Mini Weapons: Standard Dlsruptors: 
• ~ Rocket Carbine (semi-automatic mode) Mini Laser Disruptor Pistol ; 
• t Rocket Rifle (semi-automatic mode) Mini Blaster Assault Disruptor • r MLA Rifle 'Mini Aamer Disruptor Rifle 
• t-CO=--nv-e-nt~lo-n-al:-Assa::---u~lt-=R~If:-le-s:------i Mini Stunner Standard Struptorguns: 

t.' UAssault Rifle (automatic mode) Mini Disruptor Struptorgun Pistol 
•. Mad Assault Rifle (automatic mode) Mini Struptorgun Assault Struptorgun 

. 

• Lt Machine Gun (used unmounted). t-:-En-e-rgy--=p:O:-ist":"o-7ls'-:-----------f Struptorgun Rifle 
(Note: automatic/semi-automatic modes are Laser Pistol I-;;::.PI;-as..:..m-a-::tl~c-=R-ep-e-at:-o-rs-: -------1 

• ~-si-m-ila-r-sk-il-'s __ f-or-A-R-'s.:,..) _____ .:....--1 Blast Pistol Plasma Repeator Rifle . 
• Conventional Machine Guns: Rame Pistol Heavy Plasma Repeator 
• U Machine Gun'· . Stun Pistol Recoil Support Weapons: 

Med Machine Gun . '. Disruptor Pistol Lt Machine Gun 
• t-Hvy:-:-' _M_ac.,.,.h..,..in_e~G=-=u_n ~ _______ -t-:S;:_tru-Pt-o=rg:::un_,.-Pi-st-OI--------__1 Med Machine Gun 
• Conventional Shotguns: Energy Rifles: Hvy Machine Gun 
• 15mm Shotgun Assault Laser Heavy Blaster '.' 

15mm Sawed-off Shotgun Laser Rifle Heavy Plasma Repeator 
• 20mm Shotgun Assault Blaster 
• 20mm Sawed-off Shotgun Blast Rifle 

~Co:--nv-e-n~tlo-n-a:-I A:-ut":"o-s:-hO-:'tg'-u-n-s:------I Assault Flamer 
• 15 Aame Rifle 
• mm Autoshotgun ." . Assault Stunner 

20mm Autoshotgun 
• Stun Rifle 

Assault Disruptor 
• Disruptor Rifle 
• Assault Struptorgun 
•. Struptorgun Rifle 

.--------------------~--------------------~--------------------~ • • • • 
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15.1 SMALL PROJECTILE 'AlTACK TABLE 
20 19 18 17 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 F F F F F 01-0X 
OX-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 .0 0 0 0 OX-39 
40-42 0 0 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 40-42 
43-45 0 0 0 2 2 2 0 0 0 0 0 0 2 0 0 0 0 0 0 0 43-45 
46-48 0 0 1 2 2 2 2 0 0 0 0 0 3 2 0 0 0 0 0 0 46-48 
49-51 0 1 2 2 2 2 2 2 0 0 0 2 3 3 2 0 0 0 2 0 49-51 
52-54 1 1 2 2 2 2 2 2 0 0 1 2 4 3 3 2 0 0 3 2 52-54 
55-57 1 1 2 2 2 2 2 2 0 1 2 2 4 4 3 2 0 1 4 3 55-57 
58-60 1 2 2 3 2 2 2 3 1 1 2 3 4 4 4 3 1 1 5A 4 58-60 
61-63 1 2 3 3 2 2 3 3 1 2 3 3 5 5 4 4 1 2 5A 5 61-63 
64-66 1 2 3 3 2 3 3 3 2 2 3 3 5 5 5 5 2 2 6A 6A 64-66 
67-69 1 3 4 3 3 3 3 4 2 3 4 3 5 6 5 5A 2 2 6A 6A 67-69 
70-72 2 3 4 4 3 3 4 4 2 3 4 4A 0 6 6 6A 2 3 6B 6A 70-72 
73-75 2 4 4 4A 3 4 4 5A 3 4 4 4A 6 6 6A 6A 2 3 6B 7A 73-75 
76-78 2 4 4 5A 4 4 5 5A 3 4 4A 5A 6 7 6A 7A 3 4A 7B 7B 76-78 
79-81 2 4 5A 5A 4 5 5A 6A. 3 4 5A 5A 6 7 7A 7A 3 5A 7B 7B 79-81 
82-84 2 4 5A 5B 5 5 6A 6B 4 4 5A 6B 7 7A 7A 7B 4A 6A 8C 8B 82-84 
85-87 3 5 5A 6B 5 6 6A 7B 4 5A 6B 6B 7 7A 78 7B 5A 68 9C 8C 85-87 
88-90 3 5A 6A 6B 5 6 7A 7B 4 6A 6B 7B 7 8A 8B 8B 6B 78 10C 8C 88-90 

Maximum Result for MARK 1 Weapon 
91-93 3 6A 6A 7B 6 7A 7A 88 5 6A 78 88 88 88 88 98 7B 88 12C 9C 91-93 
94-96 4 6A 7A 7B 6 7A 8A 8B 5 6A 7B 88 8B 9B 98 10B 8B 9C 13C 11C 94-96 
97-99 4 7A 7A 8B 7A 8A 8A 9B 6 7A 8B 9B 9B 9B 10B 118 9C 10C 150 130 97-99 
100-102 4 7A 8A 8B 7A 8A 9A 10B 6 7A 8B 98 9B 10B 11 B 128 10C 12C 170 150 100-102 
103-105 5 8A '8A 9B 8A 9A 9A 11 B 7A 8A 98 10B 10A 11 B 12B 13C 11C 14C 190 170 103-105 

Maximum Result for MARK 2 Weapon 
106-108 5 8A 9A 98 8A 9A 10A 12B 7A 8A 9B 108 118 128 13C 14C 12C 160 210 19E 106-108 
109-1 ". 6 9A 9A 10B 9A 10A 11A 138 8A 9A 108 118 12B 13C 15C 160 140 180 22E 21E 109-111 
112-114 6 9A 10A 11B 9A 10A 128 14B SA 9A 10B 11 C 13C 14C 170 180 160 200 23E 23E 112-114 
115-117 7 11)A 10A 128 10A 11A 13B 16C 9A 10B 11B 12C 14C 160 190 200 180 220 24E 25E 115-117 
118-120 7A 10A 11A 13B 10A 12A 148 18C 10A 118 12B 13C 150 180 210 22E 200 240 25E 27E 118-120 

Maximum Result for MARK 3 Weapon (Mark 1 VS. RM AT's 5-20) 
121-123 8A 11A 11 B 148 11A 138 15B 20C 118 12B 13C 14C 160 200 23E 24E 220 26E 27E 29E 121-123 
124-126 8A 11A 128 15C 11A 148 16C 22C 128 13C 15C 160 180 22E 25E 26E 24E 28E 29E 31E 124-126 
127-129 9A 12A 12B 16C 128 158 17C 24C 13C 14C 170 180 20E 24E 27E 28E 26E 30E 31E 33F 127-129 
130-132 9A 128 13B 17C 13B 16C 19C 26C 14C 150 190 200 22E 26E 29E 30E 28E 32E 33F 35F 130-132 
133-135 10A 138 14B 18C 14B 18C 21C 280 15C 160 210 22E 24E 28E 31 E 32F 30E 34F 35F 37G 133-135 

Maximum Result for MARK 4 Weapon (Mark 2 VS. RM AT's 5-20) 
136-138 118 138 16C 200 16C 20C 230 300 160 170 23E 24E 26E 30E 33F 34F 32F 36F 37G 39G 136-138 
139-141 128 14C 18C 220 18C 220 250 32E 170 19E 25E 26E 28E 32F 35F 36G 34F 38G 39G 41H 139-141 
142-144 138 15C 200 240 200 240 27E 34E 18E 21E 27E 28F 30F 34F 37G 38G 36G 40G 41H 43H 142-144 
145-147 14C 170 220 26E 220 26E 29E 36E 19E 23E 29F 30F 32F 36G 39G 40G 38G 12:1 43H 45H 145-147 
148-150 15C 190 240 28E 24E 28E 31 E 38E 20E 25F 31 F 32F 34G 38G 41G 42G 40H 44H 45H 47H 148-150 

Maximum Result for MARK 5 Weapon (Mark 3 VS. RM AT's 5-20) 

151-153 170 210 26E 30E 26E 30E 33E 39G 22F 27F 33F 34G 35G 39G 42G 43G 41H 45H 46H 48H 151-153 
154-156 190 23E 28E 32E 28E 32E 35G 40G 24F 29F 35G 36G 36G 40G 43G 44H 42H 46H 47H 49H 154-156 
157-159 210 25E 30E 34F 30E 34G 37G 41G 26F 31G 37G 38G 37G 41G 44H 45H 43H 47H 48H 50H 157-159 
160-162 23E 27E 32F 36F 32G 36G 39G 42G 28G 33G 39G 40H 38G 42H 45H 46H 44H 48H 49H 51H 160-162 
163-165 25E 29F 34F 38G 34G 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 36G 40G 36G 39G 41 H 44H 32G 37H 42H 43H 40H 44H 47H 48H 46H 50H 51H 53H 166-168 
169-171 29F 33G 38G 41G 38G 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 42H 46H 49H 50H 48H 52H 53H 55H 172-174 
175-177 33G 37G 40H 43H 40H 42H 44H 47H 38H 41 H 45H 46H 43H 47H 50H 51H 49H 53H 54H 56H 175-177 
178-180 35G 39H 41H 44H 41H 43H 45H 48H 40H 42H 46H 47H 44H 48H 51H 52H 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 5 4 3 2 1 

Note: All Criticals are Puncture. 
Note: For Autofire/8urst fire against 1 target all Puncture crits become Shrapnel crits, and concussion hits are increased by 50% (round up). 
01-0X = Failure (Consult Master Weapons Chart, pp65-67, for actual failure range). If Failure is rolled, roll 1010: 01-05: weapon malfunction, roll 
on Weapon Malfunction Chart (pg 63); 6-10: weapon fumble, roll on Weapon Fumble Table (pp 95-96) 

F = 'E' Puncture Critical + 'A' Impact Critical G = 'E' Puncture Critical + '8' Impact Critical H = 'E' Puncture Critical + 'C' Impact Critical 
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: ,'15.2 SHOTGUN ATTACK TABLE' 
• < " W ' 

20 19 18 17 16 15 14 13 12 11 10 9 8 . 7 6 5 4 3 

01-0X F ,:;F,.' F,.,:.:F. '. ,,: F ... F ' F,o; F .F '. F ' F F F F F .':. F F ", F 
OX-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 . - -" _ . 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 0 0 
37-39 0 0 0 0 0 0 0 1 0 0 0 0 0 0 0 1 0 1 
40-42 0 0 0 1 0 0 ,0 1 0 0 0 1 0 0 0 1 0 1 
43-45 0 0 0 1 0 0 0 1 0 0 0 1 0 0 0 2 0 2 .. .. 

46-48 0 0 0 1 0 0 0 2 0 0 0 1 0 '0 1 3 1 2 
49-51 0 0 0 2 0 0 1 3 0 0 0 2 0 0 1 3 1 2 
52-54 0 0 1 2 0 0 1 4 0 0 1 2 0 0 2 4 2 3 
55-57 0 0 1 2 0 0 2 4 0 0 1 2 0 0 3 4 2 3 
58-60 0 0 2 3 0 0 3 5 0 0 2 3 0 0 3 5 2 4 
61~63 0 0 2 

->'- 3 -0' 0 '~4'" 5 0 0 2 3 0 1 4 5 3 4 
64-66 0 0 2 3a 0 1 4 6a 0 0 2 3a 0 2 4 6a 3 5 
67-69 0 1 3 4a 0 2 5 6a 0 1 3 4a 0 3 5 6a 4 5a 
70-72 0 2 3 4a 0 3 5 7a 0 2 3 4a 0 3 5 7a 4 6a 
7" ,",e: 
'''' '" 0 2 3a Sa 0 3 6a 7a 0 2 3a 5a 1 4 6a 7a 5 6a 
76-78 

.. 

0 
--2 

- ---
4a 5a 

__ ·0-
1 "--4 ' 6a 8a 0 2 - '4a "Sa 2 4 6a '-8a - .. 

5 
.0_-

7a 
79-81 0 3 4a 6b 2 4 7a 8b 0 3 4a 6b 3 5 7a 9b 6a 7a 
82-84 0 3a Sa 6b 3 Sa 7a 9b 0 3a Sa 6b 4 6a 8a lOb 6a 8b 
85-87 0 4a 5b 7b 4 6a 8b lOb 0 4a 5b 7b 5 7a 9b llb 7a 9b 
88-90 0 4a 6b 8b 5 7a 9b llb 0 4a 6b 8b 6 8a lOb 12b 8a lOb 

. ' __ Maximum Resull for long 
, ... ~ ..... -: ... ,- .:,.~.',,;, •• _ f:.~ : .~: .;..~ !c .. ~ - :' .. ~'" .,. ~ 

. :.~ 
8a 

:.I : . ., 

91-93 1 Sa 6b 9b 6 lOb 12b 1 Sa 6b 9b 7 9a 11~ 136 lOa 12b 
94-96 1 Sa 7b lOb 7 9a llb 13b 1 Sa 7b lOb 8 lOa 12b 14b 12b 14b 
91·~:·.' 2 6b 7b l1b 8 lOb 12b 14b 2 6b 7b llb 9 llb 13b 15b 14b 16b 
100-102 2 6b 8b 12b 9 11b 13b 15b 2 6b 8b 12b 10 12b 14b 16b 16b 18b 
lu3-105 3 7b 8b 13b 10 12b 14b 16b 3 7b 8b 13b 11 13b 16b 18b 181) 20b 
.0 '''':'~' :-""~"~'~""':~''''::~'~''''':,MailmumResu" for Medluni Range (Long'Range'Vs:RM Ars '~-:20) :~' 
"1'06-1'08"'''"''''3~~j~964~fb-'~lf-r3bi6b .... ~18b' '~'~'3' W.7b, --9b '~14b --i2-'14rl-'fab- '"206 
109-111 4 8b lOb 15b 12 14b 18b 20b 4 8b lOb 15b 13 15b 20b 22b 
112-114 4 8b llb 16b 13 15b 20b 22b 4 8b 11b 16b 14 16b 22b 24b 
115-117 5 9b 12b 17A 14 16b 22b 24A 5 9b 12b 17A 15 17b 240 
118-120 5 ·9b 13A 18A 15 17b 24A 26A 5 9b 13A 18A 16 18b 26A 

2 1 

'>F F.:.L(~Ol,~9~ 
0 0 OX-30 
1 1 --31-=33 
2 1 34-36 
2 2 37-39 
2 3 40-42 
3 3 43-45 
3 4 --46-48 
4 4 49-51 
4a 5 52-54 
Sa 5a 55-57 
Sa 6a 58-60 

,-

6a 6a "-'61~63 
6a 7a 64-66 
7a 7a 67-69 
7a 8a 70-72 
8b 9a 73-75 

... 

9b-'10b ---'76:'18' 
lOb l1b 79-81 
l1b 12b 82-84 
12b 13b 85-87 
13b 14b 88-90 

". ....... ~ ,'~ ' ... ':"' .. -'l!r~:£ 

15b 16b 91-93 
17b 18b 94-96 
19b 21b 97-99 
21b 24b 100-102 
23b 27b 103-105 

i~ ~ en 
.~;I~~~~~ . ~~. ~ i 

• t ~ .: . . ' .' • • • • • • • • • • • • • • e 
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01-0X = Failure (Consult Master Weapons Chart, pp65-67, for actual failure range). If Failure is rolled, roll 1010: 01-05: weapon malfunction, roll 
on Weapon Malfunction Chart (pg 63); 6-10: weapon fumble, roll on Weapon Fumble Table (pp 95-96). 

NA = not applicable . . 
a = 'A' Puncture or Slash Critical Strike (type depends on ammo used). 
b = 'B' Puncture or Slash Critical Strike (type depends on ammo used). 
A, B, C, 0, E = Shrapnel Critical Strikes.' .. 

*.:.. Special Ammo witll the~e' Maximum Result leVels include: S.;per-teflon coated shot versus ATs 5-8 and lrulcn coated shot versus ATs 9-20. : 
The GM may also ~isit toincludl! other special ammo (e.g., Uhigh-pow~red" shell, armored piercing shot, etc.). '." :' 
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15.3 GRENADE / EXPLOSIVE WARHEAD ATTACK TABLE 
20 19 18 17 16 15 14 13 12 11 10 9 8 7 ii 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 01-02 
03-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 03-30 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 1 31-33 
34-36 0 0 0 0 0 0 0 0 0 0 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 0 1 0 0 0 1 0 1 1 2 40-42 
43-45 0 0 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 0 1 2 2A 46-48 
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 0 0 1 0 0 1 1 0 0 1 1 0 0 1 2 1 2 2 3A 52-54 
55-57 0 0 1 2 0 0 1 2 C 0 1 2 0 0 1 3A 1 2 3 3A 55-57 
58-60 0 0 1 2 0 0 1 2 0 0 1 2 0 0 2 3A 1 2 3A 4A 58-60 
61-63 0 0 1 2 0 0 1 2 0 0 1 2 0 0 2 3A 1 2A 3A 4A 61-63 
64-66 0 0 1 2 0 0 2 3 0 0 1 3 0 1 2 4A 1 3A 4A 4A 64-66 
67-69 0 0 1 2 0 1 2 3 0 0 2 3 0 1 3 4A 2 3A 4A 5A 67-6S 
70-72 0 1 1 3 0 1 2 3 0 1 2 3A 0 1 3 SA 2A 3A 4A 5A 70-72 
73-75 0 1 1 3A 1 1 2 4 0 1 2 4A 1 2 4 5A 2A 4A SA SA 73-75 
76-78 0 1 2 3A 1 1 3 4 0 1 3 4A 1 2 4 SA 2A 4A SA 6A 76-78 
79-81 0 1 2 3A 1 1 3 4A 0 1 3 SA 1 2 5 5A 2A 4A SA 6A 79-81 
S2-84 0 1 2 3A 1 2 3 4A 1 1 4 5A 1 3 SP 6A 3A SA 6A 6A 82-84 
S5-S7 0 1 2 3A 1 2 3 4A 1 1 4A :'A 2 3 6A SA 3A SA 6A 7A 85-87 
S8-90 0 1 3A 3A 1 2 4 4A 1 2 4A 6A 2 3A 6A 6A 3A 58 68 78 88-90 

.'- Maximum Results For 5th Blast Radius 
91-93 1 1 3A 3A 2 2 4 4A 1 2 SA 6A 3A 4A 6A 7A 48 68 78 78 81-93 
94-96 1 2 3A 4A 2 2 4A SA 1 2 SA 66 3A 4A 7A 78 4B 68 78 88 94-96 
97-99 . 1 2 3A 4A 2 3 4A SA 1 2A 5A 78 3A 4A 78 78 48 78 78 SB 97-99 
100-102 1 2 3A 48 2 3 4A 58 2 3A 68 7B 3A 4A 7B 88 58 78 S8 S8 100-102 
103-105 1 2 4A 48 3 3A 5A 58 2A 3A 6B 78 4B SB SB SB 58 SC 8C 9C 103-105 

Maximum Results For 4th Blast Radius -
106-108 1 3 18 58 ') 3A SA 68 2A 3A 68 8B 4B 5B 8B 98 6e 8C 9(; 9C 106-108 oJ 

109-111 2 3 4B 58 3 3A 58 58 2A 3A 78 8B 4B SB <)B 9C 6C 9C 9C 10C 100-111 
112-114 2 3 4B 5B 3A ~A 5B 6B 2A 4B 73 9C 5B 6B 9C 10C 7C 9C 10C 10C 112-114 
115-117 2 3A 58 68 3.4 4A 68 6G 3A 4B 8C vI"' 

~J 5B 6B 10C 10C 7C 10C 10C llC 115-117 
111l-120 2 4A 58 68 3A 4B 68 6C 3A 48 8C 10C SC 7C 10C 11C BC 10D llD 11 D i 18-120 
. Maximum Results For 3rd Blast Radius 
121-123 2 4A 6B 6C 3A 5B 68 6C 3B 48 4C 10C 6C 7C llC llC 8D l1D 11 D 12D 121-123 
124-126 3 4A 6B 6C 3A SB 6C 7C 3B 5B 9C 11 D 6C 8C l1C 12D 9D l1D 12D 12D 1 :'·1-126 
127-129 3A 4A 6C 7C 4A 5B 7C 8D 4B 5C 10C l1D 6C 8C i20 120 9D 12D 12D 13D 127-129 
130-132 4A 5A 7C 7C 4B 6C 7C 9D 4C 6C 10D 12D 7C 9D 12C 13D 10D 120 13D 14U 130-132 
133-135 5A 5B 7C 8D SB 6C 8C 10D 5C 7C l1D 12D 8D 9D 13D 14D llD 13E 13E lSE 133-135 

Maximum Results For 2nd Blast Radius 
136-138 6B 6B 7C 9D 6C 7C 9C 11 D 6C 8C l1D 13D 9D 10D 13D lSD 12E 14E 14E 16E 136-138 
139-141 7B 7C 8D 10D 7C 8D 10D 12D 7C 9D 12D 14D 10D llD 14D 16E 13E 15E 14E 17E 139-141 
142-144 SC SC 9D 11 D 8D 9D 11 D 13E 8D 10D 12D lSE llD 12D 14E 17E 14E 16E lSE lSE 142-144 
145-147 9D 9D 10D 12E 9D 10E 12E 14E 9D llE 13E 16E 12E 13E lSE 18E 15E 17E lSE 19E 145-147 
148-150 10E 10E 11E 13E 10E 11E 13E lSE 10E 12E 14E 17E 13E 14E 16E 18E 16E 18E 16E 20E 148-150 

Maximum Results For Ground Zero 

151-153 10E l1E 12E 13E 11E llE 13E lSE 11 E 12E 14E 17E 13E 14E 16E 18E 16E 18E 16E 20E 151-153 
154-156 l1E 12E 13E 13E 12E 12E 13E 15E 12E 13E 14E 12E 13E 14E 16E 18E 16E lSE 16E 20E 154-156 
157-159 12E 13E 14E 14E 13E 13E 14E lSE 13E 14E 15E 17E 14E lSE 16E 18E 16E 18E 16E 20E 157-159 
160-162 13E 14E 15E 15E 14E 14E 15E 16E 14E lSE 16E 17E 15E 16E 17E 18E 16E lSE 16E 20E 160-162 
163-165 14E 15E 16E 16E lSE 15E 16E 17E 15E 16E 17E 18E 16E 17E 18E 19E 16E 18E 16E 20E 163-165 

Maximum Results For Ground Zero vs. RM AT's 

20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 

Note:Hits shown on chart are multiplied x the Mk MODIFIERS: 
number of the grenade. Critical type is deter- + 5: per Mk# of explosive +35: if "touching" target when it explodes 
mined by the type of Grenade (see pg 12). +40: ground zero -x: Defender's cover bonus --
01-02:; Failure. If Failure is rolled, roll 1 Dl 0: +30: 2nd blast radii -y: Defender's armor quality bonus 
01-05: Grenade malfunction, roll on Weapon +20: 3rd blast radii -z: Defender's applicable miscellaneous bonuses 
Malfunction Chart (pg 63); 6-10: fumble, rol on + 10: 4th blast radii - Shield Projectile DB vs Shrapnel & General Purpose Grenades 
Weapon Fumble Table (pp 95-96). - Shield Energy DB vs Concussion & Plasma Grenades 
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. 15.4 lASER ATTACK TABLE . 
20 19 18 17 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 F F F'F··· F ",Ol:9X 
OX-45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
46-48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 "1 '''0 ..... -.. , 
49-51 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 2 1 
52-54 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 2 2 
55-57 0 0 0 1 0 0 0 1 0 0 0 1 0 0 0 1 0 1 3A 2 
58-60 0 0 1 .,.2, 0 0 1 2 0 0 1 2 0 0 ... 1. .. _~ 0 1 3A, 3 
61-63 0 0 2 2 0 0 2 2 0 0 2 2 0 0 2 2 1 1 3A 3A 
64-66 0 0 2 3A 0 0 2 3A 0 0 2 3A 0 0 2 3A 1 2 4A 3A 
67-69 0 0 3A 3A 0 0 3A 3A 0 0 3A 3A 0 1 3A 3A 1 2 4A 3A 
70-72 0 0 3A 3A 0 l' 3A 3A 0 0 3A 3A 0 2 3A 3A 2 3 4B 4A 
7~-75 ___ ._,O,_Q ,3A .4~ .. _. __ O .... ,2,_3A.,~A,,_._0 ... 1 3A 4A 0 3A 3A .. ~A ....... ,2 .. )A 5B_jB, ..... _ .. 
76-78 0 d 4A 4A 0 3A 4A 4A 0 2 4A 4A 2 3A 4A 4B 2 4A 5B 5B 76-78 
79-81 0 1 4A 4A 2 3A 4A 5A 0 3A 4A 4A 3A 4A 4B 5B 3 4A 6B 5B 79-81 
82-84 0 2 4A 5A 3A 4A 4A 5B 0 3A 4A 5A 3A 4A 5B 5B 3A 5A 6B 6C 82-84 
85-87 0 3A 5A 5B 3A 4A 5B 5B 2 4A 5A 58 4A 58 5B 6C . 4A 5B 6C 6C 85-87 
88-90 0 3A 5B 5B 4A SA 5B 6B 3A 4A 5B 5B 4B 5B 6C 6C SA 6B 7C 7C 88-90 
. ,. . .,.,-., ".. .. '~':' .. MaxImum Result for MARK lWea oil....;';:.:··,:·:.:;,,,·,;;..·, ....;,.::.;, .. ..;;;,.:,.' . ....;. ·:..:.:.'·'....;·....;..,;..:..:.:.:.~=L.::=l-..::::~;~I ., ............. .;._ ... _. __ ..... ,--_.. '.. ..., . ""'''' p '. ,.. ._ ...... ,·c." 

91-93 0 3A 5B 5B 4A 5B 6B 68 3A 4A 5B 6B 5B 5C 6C 7C 5B 6C '. "91 
94-96 0 4A 5B 68 4A 58 6B 7C 3A 4A 6B 6B 5B 6C 7C 70 6B 7C 7C 80 94-96 
97-99 3A 4A 68 6B 5B 6B 7C 7C 4A SA 6B 6B 5C 6C 70 80 6C 7C 80 80 97-99 
100-102 3A 4A 68 6B 5B 6B 7C 8C 4A 5B 6B 7B 6C 7C 80· .80 7C 8C 80 90 100-102 
103-105 3A 5A 6B 78 5B '6B 8C 8e 4A 5B 7B 7B 6C 7C 80 90 7C 80 90 100 103-105 
., .... ~. -".,,;. . ",. '.': ' .... ;~T··'<·;·· '~<.' . Maiimurii Resuit for'MAR~: 2 W~apon'(Maik\ vs: 'RJA Ats 5::20'1":-:,. :,::i. .. ~.:~:":::.:. ~f~ .-=,:~.'~~'. E~=,_=""'.~~.~f. .. 33~1 
10S:'10S---'"'4A--'5'B""71r""7C" 68 7C 8C 9C 5A 5B 7B 8C 7C 80 90 100 80 90 100 llE 106-108 
109-111 4A 58 7B 8C 6C 7C 9C 100 5B 6B 8C 9C 70 80 100 l1E . 80 90 110 12E 109-111 
112-114 4A 6B 7C 8C 7C 8C 100 110 5B 6B 9C 10C 80 90, llE 12E 90 100 12E 13E 112-114 
115-117 5A 68 8C 9C 7C 80 110 12E 6B 7C 10C llC 80 10E 12E 13E 90 l1E 13E 14F 115-117 

5A 6B 8C 9C 80 90 12E 13E 6B 7C l1C 120 9E llE 13E 14F 10E 12E 14F 15F 11 120 

136-138 
139-141 
142-144 
145-147 
148-150 

110 8010E 
120 90 llE 
130 10E 12E 

8C 10C 14E 16E 
8C 110 15E 17F 
9C 120 16E 18F 
90 13E 17F 19F 
100 1 

llE 13E 
'12E ·14F 

15F 
16G 
17G 
18H 

Note: All Criticals are Heat. 

7B 
15E; 7C 
16F.. 8C 
17F . 9C 
18G 10C 

1 
19G 16G 
20G 17G 
21H .. 18H 
22H 19H 

20H 
21H 
22H 
23H 

16F 18G 20G 21H 136-138 
. 176 19G 21H 22H 139-141 
: 18G 20H 22H 23H 142-144 

19H 21H 23H 24H 145-147 
·20H 22H 24H 25H 148-150 

01-0X = Failure (Consult Master Weapons Chart, pp 65-67 for actual failure range). If Failure is rolled, roll 1010: 01-06: charge depleted; 07-09: 
weapon malfunction, roll on Weapon Malfunction .c~art (pg. 63); 10: weapon fumble, roll on Weapon Fumble Table (pp 95-96). 

F = 'E' Heat Critical + 'A' Puncture Critical 
G = 'E' Heat Critical + 'B' Puncture Critical 
H = 'E' Heat Critical + 'C' Puncture Critical 



15.5 BLASTER ATIACK TABLE 
20 19 18 17 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 F F F F F 01-0X 
OX-60 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 OX-60 
61-63 0 0 0 0 1 2 3 3 0 0 0 0 2 3 4 4 1 2 3 4 61-63 
64-66 0 0 0 0 1 2 3 3 0 0 0 0 2 3 4 4 2 3 4 5 64-66 
67-69 0 0 0 0 2A 3A 3A 4A 0 0 0 1 3A 4A 5A 5A 3A 4A 5A 6A 67-69 
70-72 0 0 0 1 2A 3A 4A 4A 0 0 1 2 3A 4A 5A 6A 4A 5A 6A 7A 70-72 
73-75 0 0 1 2 3A 4A 4A 5A 0 1 2 3 4A 5A 6A 7A. 5A 6A 7A 8A 73-75 
76-78 0 1 2 3 38 48 58 68 1 2 3 4A 48 58 68 88 68 78 88 98 76-78 
79-81 1 2 3 4 4A SA 5A 7A 2 3 4A 5A 5A 6A 7A 9A 7A 8A 9A 10A 79-81 
82-84 2 3 4 SA 48 58 68 88 3 4 5A 6A 68 78 88 108 88 98 108 118 82-84 
85-87 3 4 5 6A 5A 6A 7A 9A 4 5A 6A 78 7A 8A 9A 11A 9A 10A 11A 12A 85-87 
88-90 4 5 6A 7A 6C 7C 8C 10C 5 6A 78 88 8C 9C 10C 12C 10C 11C 13C 14C 88-90 

Maximum Result for MARK 1 Weapon 
91-93 5 6 7A 88 7C 8C 9C 11C 6 7A 88 98 9C 11C 12C 14C 12C 13C 15C 16C 91-93 
94-96 6 7 8A 9A 8A 10A 11A 13A 7A 8A 9A 10A 11A 13A 14A 16A 14A 15A 17A 18A 94-96 
97-99 7 8A 9A 108 90 120 130 150 8A 9A 108 11C 130 150 160 180 160 170 190 200 97-99 
100-102 8A 9A 10A 11A 118 148 158 178 9A 10A 11A 138 158 178 188 208 188 198 218 228 100-102 
103-105 9A 10A 118 128 130 160 170 190 10A 11 8 128 15C 170 190 200 220 200 210 230 240 103-105 

Maximum Result for MARK 2 Weapon (Mark 1 vs. RM AT's 9-12 & 17-20) 
106-108 10A 11A 12A 13C 15C 18E 19C 21E 11A 128 14A 170 19C 21E 22C 24E 22C 23E 25C 26E 106-108 
109-111 11A 12A 138 14A 17E 20C 21E 23C 12A 14A 16C 19C 21 E 23C 24E 26C 24E 25C 27E 28C 109-111 
112-114 12A 138 14C 16C 19E 22E 23E 25E 138 16C 18C 210 23E 25E 26E 28E 26E 27E 29E 30E 112-114 
115-117 13A 14A. 158 188 210 240 250 270 14A 188 208 238 250 270 280 300 280 290 310 330 115-117 
118-120 148 158 16C 20C 23F 26F 27F 29F 158 20C 220 25E 27F 29F 30F 34F 30F 31F 33F 36F 118-120 

Maximum Result for MARK 3 Weapon (Mark 2 vs. RM AT's 9-12 & 17-20) 
121-123 15A 16C 17A 220 25A 28F 29A 32F 178 220 24A 27E 29A 32F 32A 36F 32A 33F 36A 39F 121-123 
124-126 168 17A 19C 24A 27F 30A 31 F 35A 19C 24A 260 29A 31 F 34A 35F 39A 34F 35A 39F 42A 124-126 
127-129 178 18C 210 260 29F 32F 33F 38F 21C 260 28E 31F 33F 36F 38F 42F 36F 38F 42F 45F 127-129 
130-132 18A 198 238 288 318 348 358 418 23A 288 30B 33B 358 388 418 458 388 418 458 488 130-132 
133-135 19C 200 250 30E 336 366 386 446 250 30E 32E 35F 376 406 446 486 406 446 486 516 133-135 

Maximum Result for MARK 4 Weapon (Mark 3 vs. RM AT's 9-12 & 17-20) 
136-138 20C 220 27E 32E 356 386 416 476 270 32E 34F 38F 396 426 476 516 426 476 516 546 136-138 
139-141 218 24C 29C 34C 37C 40C 44C SOC 298 34C 36C 41C 41C 44C SOC 54C 44C SOC 54C 57C 139-141 
142-144 220 26E 31E 36F 39H 42H 47H 53H 31 E 36F 39F 446 43H 47H 53H 57H 47H 53H 57H 60H 142-144 
145-147 23C 280 330 380 410 450 500 560 33C 380 420 470 450 500 560 600 500 560 600 630 145-147 
148-150 24E 30E 35F 40F ' 43H 48H 53H 59H 35F 40F 456 506 4BH 53H 59H 63H '53H 59H 63H 66H 148-150 

Maximum Result for MARK 5 Weapon (Mark 4 vs. RM AT's 9-12 & 17-20) 

151-153 27E 33F 386 436 46H 51H 55H 61H 38F 436 486 52H 51H 56H 61H 64H 56H 61H 65H 67H 151-153 
154-156 300 360 410 460 490 540 570 620 410 460 510 540 540 590 620 650 590 630 670 680 154-156 
157-159 33F 39G 446 49H 52H 56H 59H 63H 446 496 53H 56H 57H 61H 63H 65H 62H 65H 68H 69H 157-159 
160-162 36E 42E 47E 52E SSE 58E 61 E 64E 47E 52E SSE 58E 60E 63E 64E 66E 65E 67E 69E 70E 160-162 
163-165 396 45H SOH 55H 58H 60H 63H 65H SOH 55H 57H 60H 63H 64H 65H 66H 68H 69H 70H 71H- ·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 6 5 4 3 2 1 

Note: All Criticals are Heat. 
01-0X = Failure (Consult Master Weapons Chart, pp 65-67 for actual failure range). If Failure is rolled, roll 1010: 01-06: charge depleted; OZ~09: 
weapon malfunction, roll on Weapon Malfunction Chart lpg 63); 10: weapon fumble, roll on Weapon Fumble Table (pp 95-96). 

F = 'E' Heat Critical + 'A' Radiation Critical 
6 = 'E' Heat Critical + '8' Radiation Critical 
H = 'E' Heat Critical + 'C' Radiation Critical 
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15.6 FLAMER ATTACK TABLE 
20 19 16 15 14 13 12 11 10 9 8 7 6 5 4 

01-0X F .F F;,:::~F .;,:~~OF.,_ F. :F ,"iJ .. ,·F F F _ L.'· J ... F. :.' F F. . F~:~.LF 
OX-~O .... __ 0 0 0 0._.0._0 _.0 ... 0 0 0 0 .. O .... _0 .. 0 . 0 0 .. 0. __ 0 
31-33 0 0 0 00 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 0 
40-42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 2 0 
.43~45 0 0 0 0 0 0 0 0 0 0 . 0 0 0 O. 0 0 .. 0... 0 3 0 
46-48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 4 1 
49-51 0 0 'I 0 '0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 4A 2 
52-54 0 0 0 1 0 0 0 1 0 0 0 1 0 0 1 1 1 2 5A 3 
55-57 0 0 0 2 0 0 0 2 0 0 0 2 0 0 1 2 2 3 SA 4A 

31-33 
34-36 
37-39 
40-42 
43-45 
46-4S 
49-51 
52-S4 
55-S7 

58~60_. ___ 0 0 t _3A 0 .0.1 _ .. 3A .. 0 .. 0 1 3A 0 1 2 ..... 3A .... 3 __ 4A ... 6A_SA .... _~.,,_V..l._. 
61-63 0 0 2 4A 0 0 2 4A 0 0 2 4A 0 1 2 4A 4A 4A 6A SA 
64-66 0 1 2A 4A 0 1 3A 4A 0 1 2A 4A 0 2 3A 4A 4A SA 7 A 6A 
67-69 0 2 2A SA 0 2 3A SA 0 2 3A SA 1 2 3A SA SA SA 7 A 6A 
70-72 0 2A 3A SA 1 2A 4A SA 0 2A 3A SA 1 3A 4A SA SA 6A SA 7A 
73~7S. __ .0_.2A ... 3A __ 6A ___ .l ._.3A.4A _ .. 6A . ___ L .. 2A __ :4A ... 6A .... _2 __ 3A .. _ 4A .. SA _._6A. _6A. __ 8A._lA __ --'-"'-.-'~. 
76-7S 1 2A 4A 6A 2 3A .SA 6A 1 3A 4A 6A 2 4A SA 6A 6A 7A 9B SA 
79-S1 1 3A 4A 7A 2 4A SA 7A 2 3A SA 7A 3 4A SA 7A 7A 7A 9B 8A 
S2-S4 2 3A SA 7A 3 4A 6A 7A 2 4A SA 7A 3 SA 6A 7A 7A SA lOB 9B 
S5-S7 2 4A SA SB 3 SA 6A SA 3 4A 6A SA 4 SA 6A SA SA SB lOB 9B 
SS-90 3A 4A 6B SB 4A SA 7A SA 3A SA 6A SA 4A 6A 7A SA SB 9B l1B lOB 

.:-,,::= .. ~~::: ... ~,~~_.=::,=,. ::,~., :.:~.)iI.ai!riifm)~Il~'~tf~~.KUy~ijJ'on·~.,.' "','T' c.' !~.""",,: 
91-f.13 3A SA 6A 9B 4A 6A SA 9B 4A SA 7 A 9B SA A SA 9B 9B 
94-96 4A SA 7A lOB SA 7A 9A lOB 4A 6A SA lOB 6A SA 9A lOB lOB 
97-99 4A 6A 7B l1B SA 8A lOB l1B SA 6A 9B l1B 7A 9A lOB l1B :I1B 
100-H12 SA 6A SB 12B 6A 9A l1B 12B SA 7A lOB 12B SA lOA l1B 12B 12C 
103-10S SA 7B SB 13B 6A lOB 12B 13B 6A SB l1B 13B 9A l1B 12B 13B 14C 
::.:.:::::..:~:;.::::::::,.-=:~="'iiiin~m~'sulif9!K~~lw~iiionJM!~wJ!Mltr~~?Q[~~:;' .~~~~~~~~~ 
106-1 OS 6A 7B 9B 14C 7A 118 13B 14C 6A 9B 12B 14C lOA 12B 13B 14C 16C 
109-111 6A· SB lOB 15C 7A 12B 14B lSC 7A lOB 13B lSC llA 13B 14B lSC lSC 20C 2S0 210109-111 
112-114 7A SB llC 16C SA 13B 15C 16C 7A l1B 14C 16C 12A 14B lSC 17C 20C 220 270 230 .112-114 
115-117 ·7A 9B 12C 17C 9A '14B 16C 17C SA 12B 15C 17C . ,13A .15B 16C 19C . 220 240 290 250 ::115-117 
11S-120 SB 9C 13C 'lSC lOB 15C 17C lSC SB 13C 16C lSC . 14B 16C 17C 21C 240 '260 . 310 270 118-120 
·:;;;:;:;:::;;-=~;'f944,.;;MiilmE~i'i!1!gr.MARijWe:ruiilM...ift(~Ab~~ 
121-123 SB 10C 14C 190 llB .16C 18C 190 9B 14C 17C 190 . 15B 17C lSC 230 .260 2S0 33E 29E121-123 
124-126 9B '10C 15C 200 12B 17C 19C 210 lOB 15C lSC 200 16B lSC 19C 250 '2S0 300 35E 31E124-126 
127-129 9B l1C 160 21D 13B lSC 200 230 118 16C 190 210 . 17B 19C 210 270 300 32E 37E 33E 127-129 
130-132 lOB 12C 170 220 14B 19C 210 2S0 12B 17C 200 220 lSB 21C 230 29032E 34E, 39E 35E .130-132 
133-135 10C 130 lS0 230 15C 200 220 270 13C lS0 210 230 19C 220 250 310 34E 36E' 41E 37El33-135 
·.,.nr:v-;r~,~~:~ . .'~~~MaiimiimRaiUiFforilRK·4Wiift'on(Ma~-3"'Ys:RM.:Ars5;2()\,~~;'~9:~ -.... ~-.~~_~_J< 1(, .. ,"" __ ",,, .... __ .... __ !~ .... .......... _ ...... ____ .r...~ .. ~~ ,~~_.~~ 

, .. - . ~ - " 

136-13S l1C 140 190 24E 16C 210 230 29E 14C 190 220 25E 20C230 270· 33E 36E 3SE 43E 39E 
139-141 12C 150 200 25E 17C 22D 250 31E 15C 200 230 27E 21C 240 290 35E 3SE 40E 45E 41E 
142-144 13C 160 21E 26E lSC 230 27E 33E 16C 210 24E 29E 22C 250 31E 37E 40E 42E 47E 43E 
145-147 14C 170 22E 27E 19C 240 29E 35E 17C 220 2SE 31E 23C 270 33E 39E 42E 44E 49E4SE 
14S-1S0 150 lSE 23E 2SE 200 2SE 31E 37E lS0 23E 27E 33E 240 29E 35E '41E 44E 46E 51E 47E 

20 19 18 17 16 15 14 13 12 11 10 9 8 . 7 6 5 4 3 2 1 

136-13S 
.139-141 
142-144 
145-1~7 

. 14S-15O , 

01-0X = Failure (Consult Master Weapons Chatt. pp 65-67 for actual failure range). If Failure is rolled, roll 1010: 01-07: charge depleted; 07-09: 
weapon malfunction, roll on Weapon Malfunction Chatt (pg 63); 10: weapon fumble, roll 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. - 0= '0' Heat critical the first round struck and a 'B' the following round. 
C= 'C' Heat critical the first round struck and an 'A' the following round. E= 'E' Heat critical the first round struck and a 'c' the following round. 



15.7 STUNNER / DISRUPTOR ATIACK TABLE 
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 

01-0X F F F F F F F F F F F F F F F F 
OX-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
40-42 0 0 0 1 0 0 0 1 0 0 0 1 0 0 0 1 
43-45 0 0 0 1 0 0 0 1 0 0 0 1 0 0 0 1 
46-48 0 0 0 1 0 0 0 1 0 0 0 1 0 0 0 1 
49-51 0 0 0 2 0 0 0 2 0 0 0 2 0 0 0 2 
52-54 0 0 0 2 0 0 1 2 0 0 0 2 0 0 1 2 
55-57 0 0 0 3 0 0 1 3 0 0 1 3 0 0 1 3 
58-60 0 0 1 3 0 0 2 3 0 0 1 3 0 1 2 3 -
61-63 0 0 1 4 0 1 2 4 0 0 2 4 0 1 2 4A 
64-66 0 0 2 4 0 1 3 4 0 1 2 4 0 2 3 4A 
67-69 0 1 2 5 0 2 3 SA 0 1 3 5 1 2 3 SA 
70-72 0 1 3 5 1 2 4 SA 0 2 3 5 1 3 4A SA 
73-75 0 2 3 6 1 3 4 6A 1 2 4 6A 2 3 4A 6A 
76-78 1 2 4 6 2 3 5A 6A 1 3 4 6A 2 4 SA 6A 
79-81 1 3 4 7A 2 4 SA 7A 2 3 5 7A 3 4 SA 7A 
82-84 2 3 5 7A 3 4 6A 7A 2 4 5A 7A 3 5 6A 7B 
85-87 2 4 5A 8A 3 5 6A 8A 3 4 6A 8A 4 5 6A 8B 
88-90 3 4 SA 8A 4 5 7A 88 3 5 6A 8A 4 6 7A 88 

Maximum Result for MARK 1 Weapon 
91-93 3 5 6A 9A 4 6 8A 9B 4 5 7A 9A 5 7A 8B 9B 
94-96 4 5 7A lOA 5 7A 9A lOB 4 6 8A lOA 6 8A 9B 10C 
97-99 4 6 7A l1A 5 8A lOB 11 B 5 6 9A 11 B 7 9A lOB l1C 
100-102 5 6 8A 12A 6 9A 11 B 12C 5 7A lOB 12B 8 lOB l1C 12C 
103-105 5 7 8A 13B 6A lOB 12B 13C 6 8A 11 B 13B 9A l1B 12C 130 

Maximum Result for MARK 2 Weapon (Mark 1 lIS. RM AT's 5-20) 
106-108 6 7 9A 14B 7A 11 B 13C 14C 6 9A 12B 14B lOA 12B 13C 140 
109-111 6 8 lOA lSB 7A 12B 14C 150 7A lOA 13B lSC llA 13B 14C 150 
112-114 7 8A l1A 16B 8A 138 15C 160 7A l1B 14C 16C 12A 14B 150 170 
115-117 7 9A 12B 17C 9A 148 160 170 8A 12B 15C 17C 13A 15C 160 190 
11S-120 S 9A 138 18C lOA 15C 170 lS0 SA 138 16C lSC 14B 16C 170 210 

Maximum Result for MARK 3 Weapon (Mark 2 VS. RM AT's 5-20) 
121-123 8 lOA 14B 19C llA 16C 180 190 9A 14B 17C 190 lSB 17C 180 23E 
124-126 9A lOB 15B 20C 12B 17C 190 21E lOB 15C 18C 200 16B 180 190 2SE 
127-129 9A 11 B 16B 210 138 180 200 23E 11 B 16C 190 210 17C 190 21E 27E 
130-132 lOA 12B 17C 220 14C 190 21E 25E 12B 17C 200 22E 18C 210 23E 29E 
133-135 lOA 13B 18C 230 15C 200 22E 27E 13B 18C 210 23E 19C 220 25E 31E 

Maximum Result for MARK 4 Weapon (Mark 3 VS. RM AT's 5-20) 
136-138 l1A 14B 19C 240 16C 210 23E 29E 14B 19C 220 25E 20C 230 27E 33E 
139-141 12B 15C 20C 25E 17C 220 25E 31E 15C 200 23E 27E 21 C 24E 29E 35E 
142-144 13B 16C 210 26E 180 23E 27E 33E 16C 210 24E 29E 220 25E 31 E 37E 
145-147 14B 17C 220 27E 190 24E 29E 35E 17C 220 25E 31E 230 27E 33E 39E 
148-150 15B 18C 230 28E 200 25E 31 E 37E 18C 230 27E 33E 240 29E 35E 41 E 

Maximum Result for MARK 5 Weapon (Mark 4 VS. RM AT's 5-20) 

151-153 17C 200 250 30E 220 27E 33E 39E 200 25E 29E 35E 260 31E 37E 43E 
154-156 19C 220 27E 32E 240 29E 3SE 41E 220 27E 31E 37E 28E 33E 39E 45E 
157-159 210 240 29E 34E 26E 31E 37E 43E 240 29E 33E 39E 30E 35E 41E 47E 
160-162 230 26E 31E 36E 28E 33E 39E 45E 26E 31E 35E 41E 32E 37E 43E 49E 
163-165 25E 28E 33E 38E 30E 3~E 41E 47E 28E 33E 37E 43E 34E 39E 45E 51E 

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 5 

~o)e: 'Ji:n 1::iHlca1s are Stun for Stunners and Internal Disruption for Disruptor 

~ 3 

F F 
0 0 
0 0 
0 0 
0 0 
0 1 
0 1 
0 1 
0 2 
1 2 
1 2 

;1 ----3 
2 3 
2 3 
2 4A 
3 4A 
3 4A 
3 5A 

4A SA 
4A SA 
4A 6A 
5A 6A 

6A 7A 
7A 8A 
8A 9B 
9A 108 

lOB 11 B 

11 B 13B 
12B 158 
13B 17C 
158 19C 
17C 21C 

19C 23C 
21C 25C 
23C 270 
25C 290 
270 310 

290 330 
310 35E 
330 37E 
35E 39E 
37E 41E 

38E 42E 
39E 43E 
40E 44E 
41E 45E 
42E 46E 

4 3 

2 1 

F F 
0 0 
0 1 
1 2 
1 2 
2 3 
2 3 
3 4 

3A 4 
4A 5 
4A SA 
SA 6A 
SA 6A 
6A 7A 
6A 7A 
7A 8A 
7A 8A 
8A 9B 
8A 9B 
9B lOB 
9B 108 
118 lOB 

118 13C 
12C 15C 
13C 170 
150 190 
170 210 

190 230 
210 250 
230 27E 
25E 29E 
27E 31E 

29E 33E 
31E 35E 
33E 37E 
35E 39E 
37E 41E 

39E 43E 
41E 45E 
43E 47E 
45E 49E 
47E 51E 

48E 52E 
49E 53E 
50E 54E 
51E 55E 
52E 56E 

2 1 

01-0X 
OX-30 
31-33 
34-36 
37-39 
40-42 
43-45 
46-48 
49-51 
52-54 
55-57 
58-60 
61-63 
64-66 
67-69 
70-72 
73-75 
76-78 
79-81 
82-84 
85-87 
88-90 

91-93 
94-96 
97-99 

100-102 
103-105 

106-108 
109-111 
112-114 
115-117 
11S-120 

121-123 
124-126 
127-129 
130-132 
133-135 

136-138 
139-141 
142-144 
145-147 
148-150 

151-153 
154-156 
157-159 
160-162 
163·165 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • ,. 
01-0X = Failure (Consult Master Weapons Chart. pp 65-67 for actual failure range). If Failure is rolled, roll 1010: 01-06: charge depleted; 07-09: 

') : 
• weapon malfunction, roll on Weapon Malfunction Chart (pg' 63); 10: weapon fumble, roll on Weapon Fumble Table (pp 95-96). 

" : 
• 

~: 
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16.1 MELEE WEAPON ATTACK TABLE (against SM ATs) 
2Q 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 

01-0X . ·LF ~.;'.F ,'.: F .<,F':,:F F ·;-'F F F F F !;F .;'.F ··'F 'F ·:F 
OX-18 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
19-21 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
22-24 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
25-27 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 
28-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 1 
31-33 0 0 0 0 0 0 0 0 0 0 0 1 0 0 1 2 
34-36 0 0 0 0 0 0 0 0 0 0 0 1 0 0 2 2A 
37-39 0 0 0 0 0 0 0 1 0 0 0 2 0 1 2 3A 
40-42 0 0 0 1 0 0 0 1 0 0 1 2 0 1 3 3A 
43-45 0 0 0 1 0 0 0 2 0 0 2 3A 0 2 3A 4A 
46':-48 -0- . ---_. -

2 
_._" 

0 2 
.. 

0 0 0 0 1 2 1 3A 1 2 4A 4A 
49-51 0 0 1 2 0 0 1 3 0 1 3 4A 1 3 4A 5A 
52-54 0 0 1 3 0 1 2 3 0 2 3A 4A 2 3A 5A SA 
55-57 0 1 2 3 0 1 2 4 1 2 4A SA 2 4A SA 6A 
58-60 0 1 2 4 1 2 3 4A 1 3 4A SA 3 4A 6A 6B 
61-63 1 2 3 4 1 2 3 SA 2 3 '-SA 6A 3A SA 6A 7B 
64-66 1 2 3 5 2 3 4 SA 2 4A SA 6A 4A SA 7A 7B 
67-69 2 3 4 5 2 3 4A 6A 3 4A 6A 7A 4A 6A 7B 8B 
70-72 2 3 4 6A 3 4 SA 6A 3A SA 6A 8A SA 6A 88 9C 
73-7S 3 4 S 6A 3 4 SA 78 ·4A SA 7A 98 SA 7B 88 10C 
76::78-------- ... 3 4 S -7A------4 5A---6"----8B -4A ---SA .. -

7A "TOB --6A ---7B --98 --:-'lC 
79-81 4 5 6A 7B 4 SA 6B 98 SA 6A 88 l1B 6A 
82-84 4 SA 6A 8B SA 6A 78 10C 6A 7A 9B 12B 7B 
85-87 SA 6A 7B 9B 6A 7B 8B l1C 7A 8A lOB 13B 88 
88-90 6A 7B 8B 10C 7A 8B 9C 12C 8A 9B llB 14C 9B 
~M."t';Z''''''''''''~ ..... ~,......'''J.!: .--...,.- .... '1"' .. ~'--.~ • .,.~,'- "'~;JIV ,._. ",-. . '.. • c""',,, . .. .• -.• _----_., '"~ .... ". . . 

• ; ......... : . ..;..,.~!A;~k_.~~~,,~,,-...i.NI~!~.ulI:tfl.e_su_!! '!Jr ,MARK !Weapon~~::~:08 Mod. 
91-93 7A 8A lOA 12B 
94-96 8A 9A 12B 14B 
97-99 9A lOB 14B 16B 
100-102 .10B12B 16B 18B 
103-105 ~·11B 14B 18B 20C 
'= 
106-108 
109-111 
112-114 
115-117 
118-120 

8A 9B 
9A lOB 
lOB 12B 
12B,14C 
14B 16C 

" 

llC 
13C 
lSC 
17C 
19C 

14C 
'16C 
18C 
20C 
220 

36F 
38F 
40F 

9A lOB 13B 16C 
lOA 12B lSB 18C 
12B 14B 17C 20C 
14B 16B 19C 22C 
16B 18C 21C 24C 

133-135 210 26E 33E 3SF 28F 33F 38F 42F 31E 36E 41F 44F 

lOB 
12C 
14C 
16C 
18C 

8B 10C 12C 
8B llC 140 
9C 12C 150 
lOC 13C 160 

16C 18E 
180 20E 24F 
200 22F 26G 

4 3 2 1 

'F,~iJ :~;i'~J.~;~f ... 
o 0 0 0 
0 0 1 0 19-21 
0 0 2 0 22-24 
0 0 3A 2 25-27 
0 0 4A 2 28-30 
0 0 -4A'aA----al-33 
0 0 SA 4A 34-36 
0 0 SA 4A 37-39 
0 1 6A SA 40-42 
0 2 6B SA 43-45 
0 --3A 7B 
1 3A 7B 
2 4A 8B 

3A 4B 8C 
3A SB 9C 8C 
4A 'SB ---9C ---8C---

4B 6C 10C 9C 
SB 6C 100 9C 
SB 7C 110 100 
6C 8C 110 100 

---6C "'-90 -120" 
7C 100 13E 
80 110 14E 
90 12E lSE 
10E 13E 16E 

=--..... ,..···,.,...-·~..,..-'N"W'-.-.M -;:;r----"R'-'It'" .. ··MARK· .. W .... '~'~rl)B "~;~~_!!.~~~;~~~~~~~~~~~~~~~~ , __ '!"'"#,,"*,", ... , .. ,.~~~~.~.A,m~J!I.,_~~~_~r .~_ .... __ eap0!1;J$.~~~ .. ~ 
136-138 22E 27E 34F 36F 29F 34F 39F 43G 32E 37E 43F 46F 
139-141 23E 28E 3SF 37F 30F3SF 40F 44G 33E 38E 4SF' 48F 
142-144 24E 29F' 36F 38F 31F 36F41G 45G 34E 39F 46F SOF 
145-147 2SE 30F 37F 39F 32F 37G 42G 46G 3SF 40F 47F S2G 

50 26E 31F 38G 40G 33G 38G 43G 47G 36F 41F 48G S4G 

20 19 18 17 16 15 14 13 11 10 9 

37F 44G 471 
38G 46G 501 
39G 48G 531 
40G SOH S6J 

8 7 6 5 

01-0X = Failure/fumble (Consult Master Weapons Chart, pp 65-67 for actual failure/fumble range). 
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For Power Swords and Force Kinives - If Failure is rolled, roll 1 01 0: 01-05: charge depleted; 06-08: weapon malfunction, roll on Weapon 
Malfunction Chart (pg 63); 9-10: weapon fumble, roll on Weapon Fumble Table (pp 95-96). 

For Other Melee Weapons - Weapon fumble, roll on Weapon Fumble Table (pp 9S-96). 
r---~--------~--~----------------------------~ 

Note: Against Ro/emaster ATs use the normal 
Arms Law Tables. 

Note: Critical type is determined by the type of 
Weapon (see pg 66). 

F = 'E' Slash and 'A' Heat for Power Swords and Force Knives; 'E' critical for other weapons. 
G = 'E' Slash and 'B' Heat for Power Swords and Force Knives; 'E' critical for other weapons. 
H = 'E' Slash and,'C' Heat for Power Swords and Force Knives; 'E' critical for other weapons. 
I = 'E' Slash and '0' Heat for Power Swords and Force Knives; 'E' critical for other weapons. 
J = 'E' Slash and 'E' Heat for Power Swords and Force Knives; 'E' critical for other weapons. 



16.2 MARTIAL ARTS ATIACKTABLE: STRIKING 
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 

01-02 F F F F F F F F F F F F F F F F 
03-30 0 0 a a a a 0 a a a a a a 0 a 0 
31-33 a a a a a a a a a a a a a a a a 
34-36 a a a a a a a a a a a a a a a a 
37-39 a a a a a a a a a a a 0 a a a 0 
40-42 a a a a a a a 0 a 0 a a a a a a 
43-45 a a a a a a a a a a a a a a a 1 
46-48 0 0 0 a a 0 0 1 a a a 0 0 0 1 1 
49-51 0 0 a a a 1 1 1 0 a a 1 0 1 1A 2 
52-54 0 a 0 1 0 1 1 2 a a 1 1 1 1 2A 2 
5S-S7 a 0 1 1 1 1 2 2 0 a 1 2 1 2 2A 3 
S8-60 a a 1 2 1 2 2 3 a a 2 2 2 2 3A 4A 
61-63 a 0 1 2 1 2 3 4 a 1 2 3 2 3 4A 4A 
64-66 0 0 2 3 2 3 3 4 0 1 3 3 3 3A 4A 5A 
67-69 a 1 2 3 2 3 4 S 0 1 3 4 3A 4A 5A 6A 
70-72 0 1 3 4 3 4 5 5A 1 2 4 4 4A 4A 5A 6A 
73-75 0 1 3 4 3 4 5 6A 1 2 4 5A 4A 5A 6A 7A 
76-78 0 2 4 5 4 5 6A 7A 1 3 5 5A 5A 5A 7A 8A 
79-81 1 2 4 5 4 5A 6A 7A 2 3 5A 6A 5A 6A 78 8A 
82-84 1 3 S 6A 5A 6A 7A 8A 2 4 6A 7A 6A 7A 88 9A 
8S-87 1 3 5 6A SA 6A 7A 9A 3 4 6A 7A 6A 7A 98 10A 
88-90 2 4 SA 7A 6A 7A 8A 9A 3 SA 7A 8A 7A 8A 98 10A 
91-93 2 4 6A 7A 6A 7A 9A 10A 4 SA 7A 8A 78 88 108 118 
94-96 2 SA 6A 8A 7A 8A 9A 10A 4 6A 8A 9A 88 98 108 '128 
97-99 3 SA 7A 8A 7A 8A 10A 11A SA 6A 8A 9A 88 98 11 C 128 
100-102 3 SA 7A 9A 8A 9A 10A 12A SA 7A 9A lOA 98 10B 12C 138 
103-10~ 4A 6A 8A 10B 8B 9B 11B 12B 6A 7A 9B 10B 9B 10B 12C 14B 

Maximum Resulls For Rank 1 AUacks 
106-108 4A 6A 8A 10B 98 lOB 11 B 138 6A 8A lOB l1B 10C 11C 13C 14C 
109-111 4A 7A 9A 11 B 98 10B 12B 138 7A 8A 10B 11B 10C 11C 13C 1SC 
112-114 SA 7A 9A 11 B 10B 11B 13B 14B 7A 9A 11B 12B 11C 12C 14C 16C 
11S-117 SA 8B 10B 12C 10C 11C 13C 15C 7B 9B 11C 13C 11C 13C 1SC 16C 
118-120 6A 8B 108 12C 11C 12C 14C 1SC 8B 10B 12C 13C 12C 13C 15C 17C 

Maximum Results For Rank 2 AUacks 
121-123 6A 9B 10B 13C 11C 12C 14C 16C 88 10B 12C 14C 120 140 160 18C 
124-126 6A 9C 11C 13C 12C 13C 1SC 17C 9C 11C 13C 14C 130 140 170 180 
127-129 7B 9C 11C 140 120 130 1S0 170 9C 11C 130 1S0 130 1S0 170 190 
130-132 7B 10C 12C 140 130 140 160 180 10C 12C 140 1S0 140 1S0 180 200 
133-13S 8C 100 120 1S0 130 140 170 180 100 120 140 160 140 160 18E 200 

Maximum Results For Rank 3 AUacks 
136-138 8C 110 130 1S0 140 1S0 170 190 110 130 1S0 160 1SE 16E 19E 21E 
139-141 80 110 130 16E 14E 1SE 18E 20E 110 130 1SE 17E 1SE 17E 20E 22E 
142-144 90 12E 14E 16E 1SE 16E 18E 20E 12E 14E 16E 17E 16E 17E 20E 22E 
145-147 9E 12E 14E 17E 1SE 16E 19E 21 E 12E 14E 16E 18E 16E 18E 21E 23E 
148-150 10E 13E 1SE 18E 16E 17E 20E 22E 13E 1SE 17E 19E 17E 19E 22E 24E 

Maximum Resulls For Rank 4 AUacks 

20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 

Nole: All critical results are rolled on the Martial Arts Striking Critical Table. 
Nole: Bare hands attacks by non-martial artists are Rank 1 attacks. 
01·02 = Failure. Attack lost. no effect. 

4 3 2 

F F F 
0 0 0 
a a a 
a a a 
0 a 0 
a a 1 
a 0 1 
a 1 2 
1 1 2 
1 2 3 
2 2 4 
2 3 4A 
3 4 5A 
3 4A 6A 
4 5A 6A 

5A 5A 7A 
5A 6A 8A 
6A 7A 8A 
6A 7A 9A 
7A 8A 9A 
7A 9A 10A 
8A 9A 11A 
9A 108 118 
9A 108 128 
10A 118 138 
10A 128 138 
11 B 12B 148 

11B 13C 1SC 
128 13C 15C 
13B 14C 16C 
13C 1SC 16C 
14C 15C 17C 

14C 160 180 
15C 170 180 
150 170 190 
160 180 200 
170 180. 200 

170 19E 21E 
18E 20E 22E 
18E 20E 22E 
19E 21E 23E .. 
20E 22E 24E 

4 3 2 

1 

F 
a 
a 
0 
a 
1 
1 
2 
3 
3 

4A 
5A 
5A 
6A 
7A 
7A 
8A 
9A 
9A 

10A 
11A 
11A 
128 
138 
138 
148 
1S8 

1SC 
16C 
17C 
17C 
18C 

190 
190 
200 
210 
210 

22E 
23E 
23E 
24E 
2SE 

1 

01-02 
03-30 
31-33 
34-36 
37-39 
40-42 
43-45 
46-48 
49-51 
52-54 
55-57 
58-60 
61-63 
64-66 
67-69 
70-72 
73-75 
76-78 
79-81 
82-84 
8S-87 
88-90 
91-93 
94-96 
97-99 

100-102 
103-105 

106-108 
109-111 
112-114 
11S-117 
118-120 

121-123 
124-126 
127-129 
130-132 
133-135 

136-138 
139-141 
142-144 
145-147 
148-150 

, 
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• • • • .' .' .' .' .' .' .' .,' ., 
• ., 
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• ., ., 
• • • .' .' .' .' .' 
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16.3 MARTIAL ARTS ATTAcK TABLE: SWEEPS & THROWS 
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 

01-02 F" F PF' 'F '. F": F":F' F:' F·'.~J·~:·F~·::~F:"::;;P~.F·~·,..F ::,:.F :·~.~.jiltli]lrfD'f'M:Qj~t 
03-30 0 0 0" 0 0' 0' '0 0 0 0 0 0 0 0 0 0 0 0 0 0 03:30-· 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 31-33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 34-36 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 00 0 0 0 0 0 37-39 
40-42 0 0 0 0 0 - 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 40-42 

:~::~ .-~ .. ~ .-~.~ .~.-.~ .... ~ -~ --.-~ ... ~ ... -~. --K---~ -~ .. -~ .. , .. ~ .... -·-K·--~ ~ ~ :~::~ 
49-51 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49-51 
52-54 1 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52-54 
55-57 1 A 1 0 0 1 0 0 0 0.0 0 0 0 0 0 0 0 0 0 0 55-57 

~~:~~ .~~ .. ~~ '-i~ --~ "-A"+-'--~"-"~ "---~-'--'~-{'-"-~"-""-~--~---~""~---{'-~"-~H~!~-
64-66 1A 1A 1A 1A 1A 1A 1 0 ,1 1 0 0 1 0 0 0 0 0 00 64-66 
67-69 1A 1A 1A 1A 1A 1A 1 1 1A 1 0 0 1A 1 0 0 0 0 0 0 67-69 
70-72 1A 1A 1A 2A 2A 1A 1A 1 1A lA lOlA 1 0 0 0 0 0 0 70-72 
73-75 lA 2A 2A 2A 2A 2A 1A lA lA lA 1 1 2A lA 1 0 0 0 0 0 73-75 
i6~78 1A 2A"2A · ... 2A "-"2iC'2A 2A 2A---1A .. 1A .... -iA-1 .. --2A··-U·-r- .. -l .. --0--0-0--0--i6-78 

79-81 lA 2A 2A 2A 2A 2A 2A 2A lA 2A 2A lA 2A 2A lA 1 0 0 0 0 79-81 
82-84 2A 2A 2A 3A 3A 2A 2A 2A lA 2A 2A 2A 3A 2A 'i.A lA 0 0 0 0 82-84 
85-87 2A 2A 3A 3A 3A 3A 3A 3A 2A 2A 2A 2A 3A 3A 2A 2A 0 0 0 0 85-87 
88-90 2A 2A 3A 3A 3A 3A 3A 3A 2A 2A 3A 3A 3A 3A 3A 2A 1 0 1 0 88-90 

·91-93·---2S .. 3S-·-jS .. -aS--... -S8--3S ... ·3'A-aA-(2S-· 2A3A-3A----~nr-3A3A-aA 1 1 lA 0 91-93 

94-96 28 38 38 48 38 38 3A 4A28 3A 3A 3A 48 4A 3A 3A lA 1 2A 1 '94-96 
97-99 28 38 48 48 4848 4A 4A 28 3A 4A 4A 48 4A 4A 4A 2A lA 2A 1 97-99 
100~102 28 38 48 48 48 48 4A 4A 28 3A 4A 4A 58 4A 4A 4A 2A 2A 3A 2A 100-102 
103-105 28 38 48 58 48 48 48 58 28 38 48 58 58 58 58 58 3A 2A 3A 2A 103-105 
~ ,.. .. . ""'~, , .. , --::---::::-.::::-.. "'y!o::::::JFtlIa'i)miiniR8suns~torRankj~AttaCks~::::.=:==.:-::;Z:C;:C::::t::Z!.:t'!. _.4.*,.~;;.'J,= ~ . .....,;II;$;'" .... '~l ........... ""'""~ ............... , ... ~ .... ·"~~~ ___ ""~-_"""'_~' __ ':'-'_"'_~~~_'~''''''~~''' ___ !!''' __ '' ••• __ IIi ••• __ -MIIftI; 

106-108 2C 3C 4C 5C 4C 4C 58 58 3C 48 58 58 SC 58 58 58' 3A 3A 4A 3A' 106-108 
109-111 2C 3C 4C ,SC SC 4C 58 58 3C ·48 58 58 SC 58 58 68 3A 3A 4A 4A' 109-111 
112-114 2C 4C SC SC SC ·5C .58 68 "SC '48 58 :68 6C68 68 68 4A '4A SA 4A 112-114 
115-117 3C 4C SC 6C SC '5C . SC 6C 3C. 4C 6C . 6C 6C 6C 6C 6C 48 48 58 . 58 115-117 
118-1203C '4C SC 6C :'SC SC6C·6C.'3C '4C6C7C 6C'SC 7C ,7C 5858 ;68 58 '118-120 

&f~.~~~.tX;·e;.·;~¥Mailiii!JiResu-ns:~'~~[:ik,~\'l;~;;~n .. ~._~~~· ~il"~' =~ii!~i!i~(Iii~;;. 
121-123 3D 40 50 60 50 50 ,6C 7C 30SC 6C 7C . .10 7C7C 7C 58 58 78 68 _.121-123 
124-126 3D 40 60 60 60 60 6C 7C . 3D 5C3C 7C 70 7C 7C 8C SC 6C 7C 7C 124-126 

, 127-129 3D 40 60 70 60 60 70 7040 50 'lO 80 '70 70 80 80 6C 6C 8C' 7C 127-129 
130-132 3D 50 60 7060 "60 '7080 '-40 50 . 7080 80 8080 906C 7C 8C 8C 130-132 
133-135 3D 50 60 70 ·60 60 70 80 .:'40 50 80 '90 80 80 90· 90 70 70 90 80 133-135 
j~.:;:.::.a;..::~:f.~~;.:..'OloI~ ... .;ift;:f-'Y'l&:~.!!!Jm.uJ!!!!I!.Its!.ot~~~;;~~};:==;gRBki a iBi! 
136-138 3E SE. 7E 7E 7E :-:7E 70 80 4E 60. 80 90 8E 80 90, 100 70 80 90 90 136-138 
139-141 3E SE 7E 8E 7E 7E 8E 9E 4E SE8E 9E 9E 9E 9E 10E70 80 100 100 139-141 
142-144 3E 5E 7E 8E 7E· 7E 8E 9E 4E 6E 9E ·10E \9E 9E 10E l1E 8E 9E 10E 10E 142-144 
145-147 3E SE 7E 8E 7E 7E 8E 9E 4E 6E 9E 10E 9E 9El0E llE 8E 9E llE 11E 145-147 
148-150 4E 6E 8E 9E 8E-8E 9E 10E ·5E 7E 10E 11E '10E 10E llE 12E 9E 10E 12E 12E 148-150 

20 '19. 18 17 16 15 .14 13 12 11 10. ~ 9 ,8 7· 6 5 

Note: All critical results are rolled on the Martial Arts Sweeps and Throws Critical Table. 
Note: 8are hands attacks by non-martial artists are Rank 1 attacks. 
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Note: Humanoid type creatures attempting to subdue (without major injury) other humanoid types may use this table or the Envelop/Entangle 
Attck Table (both with a maximum result of 105). '" 

01-02 = Failure. Attack lost. no effect. 
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16.4 ENTANGLE / ENVELOP ATIACK TABLE 
20 19 18 17 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 F F F F F 01-0X 
OX-30 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 OX-30 
31-33 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 31-33 
34-36 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 34-36 
37-39 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 37-39 
40-42 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 40-42 
43-45 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 43-45 
46-48 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 46-48 
49-51 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 49-51 
52-54 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 52-54 
55-57 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 55-57 
58-60 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 58-60 
61-63 1A 0 0 0 1 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 61-63 
64-66 1A 1 0 0 1A 1 0 0 1A 1 0 0 1 1 0 0 0 0 0 0 64-66 
67-69 1A 1A 1 1 1A 1A 0 0 1A 1 0 0 1 1 0 0 0 0 0 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 2A 1A 1 1 1A 1A 1 1 2A 2A 1 0 0 0 1 0 73-75 
76-78 1A 1A 2A 2A 2A 2A 1A 1 1A 1A 1 1 2A 2A 1 1 0 0 1 0 76-78 
79-81 1A 2A 2A 2A 2A 2A 2A 2A 1A 2A 1A 2 2A 2A 1 1 0 0 1 0 79-81 
82-84 1A 2A 2A 3A 2A 2A 2A 2A 2A 2A 2A 2A 3A 3A 2 1 0 0 2A 1 82-84 
85-87 1A 2A 3A 3A 3A 3A 2A 3A 2A 2A 2A 3A 3A 3A 2A 2 0 0 2A 1 85-87 
88-90 1A 2A 3A 3A 3A 3A 3A 3A 2A 2A 3A 3A 3A 3A 3A 2 1A 1 3A 2 88-90 

Maximum Results For MARK 1 Weapon 
91-93 28 2A 3A 4A 3A 3A 3A 4A 2A 3A 3A 4A 4A 4A 3A 3 1A 1 3A 2 91-93 
94-96 28 3A 4A 4A 4A 4A 4A 4A 2A 3A 4A 4A 4A 4A 4A 4 1A 2A 4A 3 94-96 
97-99 . 28 3A 4A SA 4A 4A 4A 5A 2A 3A 4A SA 4A SA 4A 4A 2A 2A SA 4 97-99 
100-102 28 3A 4A SA 4A 4A 4A SA 3A 3A 4A SA SA SA SA 5A 2A 3A 5A 4 100-102 
103-105 28 38 58 58 48 58 58 68 38 48 58 6A 58 58 SA 5A 3A 4A 6A 5A 103-105 

Maximum Results For MARK 2 Weapon and Small Attacks 
106-108 2C 4C 58 68 58 58 58 68 38 48 58 6A 68 68 6A 6A 3A 4A 6A 6A 106-108 
109-111 2C 48 58 68 58 58 68 78 38 48 68 7A 68 68 6A 7A 4A SA 7A 6A 109-111 
112-114 2C 48 68 78 58 68 68 78 38 48 68 7A 68 78 7A 7A 4A SA 8A 7A 112-114 
115-117 2C 4C 6C 7C 5C 6C 6C 7C 4C 5C 7C 88 7C 7C 78 88 58 6A 88 8A 115-117 
118-120 2C 4C 6C 7C 6C 6C 7C 8C 4C 5C 7C 88 7C 7C 88 88 58 78 98 8A 118-120 

Maximum Results For MARK 3 Weapon and Medium Attacks 
121-123 3D 5C 7C 8C 6C 7C 7C 8C 4C 5C 8C 98 7C 8C 88 98 68 78 98 9A 121-123 
124-126 3D 5C 7C 8C 6C 7C 7C 9C 4C 5C 8C 9C 8C 8C 9C 10C 6C 8C 10C 9A 124-126 
127-129 3D 50 70 90 70 70 80 90 40 60 80 10C 80 90 9C 10C 7C 8C 10C 108 127-129 
130-132 3D . 50 80 90 70 80 80 100 40 60 90 10C 80 90 10C 11C 7C 9C 11C 118 130-132 
133-135 - 3D 50 80 90 70 80 90 100 50 60 90 110 90 90 100 110 80 100 120 11C 133-135 

Maximum Results For MARK 4 Weapon and Large Attacks 
136-138 3E 60 80 100 70 80 90 110 50 670 100 110 90 100 110 110 80 100 120 12C 136-138 
139-141 3E 6E 9E 10E 8E 9E 9E 11E 5E 7E 10E 12E 9E 10E 110 130 90 110 130 130 139-141 
142-144 3E 6E 9E 11 E 8E 9E 10E 12E 5E 7E 11 E 12E 10E 11E 12E 13E 9E 11E 13E 130 142-144 
145-147 3E . 6E 9E 11 E 8E 9E 10E 12E 5E 7E 11 E 13E 10E 11E 12E 14E 10E 12E 14E 14E 145-147 
148-150 4E 7E 10E 12F 9E 10E 11 E 13F 6E 8E 12E 14F 11E 12E 13E 14F 11 E 13E 15F 15F 148-150 

Maximum Results For MARK 5 Weapon and Huge Attacks 

20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 

Nole: All Criticals are Grappling 
Note: An F-severity critical result indicates an E critical roll and a C critical roll 
01-0X = Failure (Consult Master Weapons Chart, pp65-67, for actual failure range). If Failure is rolled, roll 1 01 0: 01-05: weapon malfunction, 
roll on Weapon Malfunction Chart (pg 63); 6-10: weapon fumble, roll on Weapon Fumble Table (pp 95-96). 
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17.6 STUN CRITiCAL ·STRIKE TABLE 

A B C 0 E 
I 

01-05 
You might have a chance again Foe shrugs 011 attack. Foe is lucky. this time. +2 hits. Foe stunned 1 round. 

! next round. 
I '. , 

· 
1 No extra damage. +1 hit. Foe stunned for 1 round. Big deal. Foe stunned for 1 round, and is at Blow leaves foe stunned and unable 

\ 06-10 ! -20 for 2 rounds thereafter. to parry for 3 rounds. Add +10 to 
your next attack. 

~ 
) Weak strike gives + 1 hit. Foe operates at -10 for Stun foe 2 rounds and he is at Attack leaves foe stunned Malignant damage stuns foe 
! 11-15 3 rounds. -20 for 4 rounds. for 3 rounds. for 5 rounds and puts him 
~ at -10 for 2 days. · ! Foe stunned next round. Foe is stunned and must parry Moderately discouraging attack Foe is stunned 5 rounds and loses Foe loses the use of his legs 
; 16-20 at -20 next round. +1 hit. stuns foe 3 rounds. the use of an arm for 24 rounds. for 3 days. He is stunned 
I +4 hits. for 8 rounds. +6 hits. 
! , , Foe somewhat dazed. He is Weak impact sees foe stunned Forceful impact stuns foe Blast paralyzes foe from waist down Foe stunned and loses control of i 
I 21-35 stunned next round and is at for the next 2 rounds, but little , 4 rounds, during which-lie must for 7 rounds. If standing, he falls neck muscles for 12 rounds. 
l -10 for 2 rounds. else. parry at -10. over and takes 5 hits. Head 110ps about at random. 
• 
) Stun foe for 2 rounds. Foe stunned for 3 rounds and Glancing strike spins foe. He is Foe stunned for 8 long rounds. Foe staggers off in a random 

36-45 .' must parry at -20 next round. stunned and unable to parry Add +20 to your next two attacks direction for 16 rounds, not at all 
for 5 rounds. against this opponent sure of what's going on. 

Mild blow stuns foe for 2 Unspectacular strike stuns foe Foe stunned 6 rounds. Lingering Attack leaves foe stunned and Blast stuns foe for 20 rounds and he 

46-50 
rounds and all maneuvers are for 4 rounds. disorientation puts hiro at -10 for unable to parry for 9 rounds. is unable to parry for 10. Add +20 to 
at -10 for 4 rounds. 1 hour. +3 hits. +6 hits. your next attack against tnis 

opponent. 

\ Foe stunned for 2 rounds and Foe knocked to his knees and Stunning blast causes minor Foe gasps for air. He is stunned Foe dazed for 24 rounds. He is 
I 51-55 must parry at -20. stunned 5 rounds. He is at cellular disruption. Foe stunned 10 rounds while parrying at -20. incapable of taking any action. 
j -30 to maneuvers next round. and at -30 for 7 rounds. Poor fool. 
t -
1 

56-60 
Your attack stuns foe ~oe stunned 6 rounds. +3 hits. Foe stunned for 8 rounds and is Foe left incapacitated by attack. Blast knocks foe down. he is out for 

I 
for 3 rounds. Add + 10 to at -20 for 12 rounds. He is out for 11 rounds. 28 rounds. "' '.!" 
your next attack. 

Foe stunned for 4 rounds. Stunning blast immobilizes Blast overloads foe's neurons Foe drops to the ground and is left Foe falls on his face. He is stunned 
He may not parry next round. foe's arms for 7 rounds. momentarily. He is stunned, writhing in spasms. He is stunned and unable to parry for 32 rounds. 

61-65 He is stunned next round. blinded and unable to parry and unable to parry for 12 rounds. +10 hits. .-
for 9 rounds. +5 hits. .. +7 hils. .. 

.:- .-, .. 
Lucky strike shocks foe. He is Impact throws foe back Forceful attack drops foe for Foe snaps rigid and falls over, Foe falls, sending himseH into a 

66 
stunned for 10 rounds and is 3 meters. He is stunned and 20 rounds. He is inert and quite bnIaIdng an ann in the process. . coma for 20 days. When he comes 
unable to parry for 5. +7 hits. unable to parry for 15 rounds. helpless. +13 hits. He is aut for 24 rounds and at to, he wiD be at -30 for an additional , 

+10 hits. , . ...., for 2 days thereafter. +18 hils. 20 days. +25 hits. , 

Foe drops weapon. Foe dazed. He drops his Scrambling burst leaves foe Foe collapses into a jiggling, mushy Foe falls on top of his own 

67-70 
He is stunned for 5 rounds. hand-held equipment and drooling. He is stunned and heap after scattering his equipment. equipment, causing random 

stares giassy-eyed for 8 rounds. unable to parry for 10 rounds. He is aut for 13 rounds. ! maHunctions. He is out for 
NoactMty. A pathetic sight .' ". 36 rounds. 

f , Foe unbalanced by your attack, Foe knocked over and stunned Blast knocks foe down. He is Strike spins foe. He is stunned and Control of arms and legs is lost 
f 71-75 

stunned for 6 rounds and may for 9 rounds. Numb legs stunned and parries at-SO at -40 to orientation attempts . ,. temporarily. Foe drops prone 
( not maneuver for 3. +1 hit. prevent him from standing for 11 rounds. Add +15 to for 14 rounds. . for 40 rounds. 

I again for 10 rounds. +5 hits. your next attack. 

~ Shocking blast spins foe. Muscle lock. Foe may not move Foe swallows own tongue. Strike leaves neurons misfiring for Foe is stunned for 45 rounds and is 

76-80 He is stunned for 7 rounds for 10 rounds. Unlucky, isn't he. He is stunned 12 rounds and is quite some time. Foe is stunned at -SO for 2 d~ys. 
and orientation rolls are at at -40 for 15 rounds. 15 rounds and is at -so for . . , 
-30 for 10 rounds. 20 hours. Sad, but true. '. 

j 

~ Foe knocked down. He is Foe stunned for 11 rounds and Staggering blast Foe stunned and Blast leaves one side of foe's body Disrupting strike causes foe's heart 

81-85 
stunned for 8 rounds and may may not parry for 3. Add + 1 0 to unable to parry for 3 rounds, then paraJyzed for 16 rnds. He is at -70. to sieze up. He drops. Unless tended 
not parry for 3. +2 hits. your next action. falls prone for an additional to, foe will die in 10 r!lunds. 

, 10 rounds. +6 hits. 

Foe stunned and unable to Foe knocked onto his back and Cruel blow stuns foe 14 rounds. Foe drops, motionless, for Foe sent into coma for 30 days, and 

86-90 parry for 9 rounds. Add + 15 to is immobilized for 12 rounds. He is at -20 for 5 hours. 17 rounds, though he retains 21! of incapable of subconscious activity. 
your next attack. his senses. +9 hits. +20 hits. 

Blast disorients foe. He is Impact frazzles foe's brain. He Confusing blast leaves foe cross- Foe wishes he were somewhere Motor control sporadiC. Foe is 

91-95 stunned for 10 rounds and is stunned for 15 rounds and is eyed. He is stunned 18 rounds else. He is stuMed and unable to stunned and unable to parry for an 
at -25 for one. hour. at -20 for one day. and perceives at -SO for 1 day. parry for 18 brutal rounds. incredible 25 hours. Very sad. .. 
Stunning blast knocks foe Foe rocked by strike. He falls Foe knocked prone for 24 rounds Foe is left a babbling idiot for Blow sends foe reelina. He colapses 

96-99 back 3 meters. He falls and is prone for 20 rounds, and takes and then slips into a 10 day" 3 days after the attack. He is quite 6 meters away, not to regain 
out for 15 rounds. +4 hits. 1 hit per round. coma. incapable of defending himself. consciousness for 30 days. 

Impact sends foe into spasms. Foe knocked out for 24 rounds Brutal attack leaves foe stunned Direct hit leaves foe totally Sadly, foe dies next round due to 
He is stunned for 20 rounds and is at -SO for 6 hours after and unable to parry for 30 spazed-out. He is stunned and massive nerve failure. 

100 and is at -10 for 3 hours. Foe he comes around. rounds. He is then at -40 for unable to parry for 50 rounds. 
has whiplash. 25 hours. +8 hits. +15 hits. 

T-SS 
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17.7 INTERNAL DISRUPTION CRITICAL STRIKE TABLE 

A B C 0 E 
01-05 A near miss. No extra damage. Glancing blow. +0 hits. +1 hit. +3 hits. +4 hits. 

+1 hit. +3 hits. +4 hits. Add +10 to your next You may attack before this oppo- +6 hits Foe loses his next attack op. 
06-10 attack. nent in the next Fire Phase. +5 hits. portunity. 

You may resolve your fire Soft strike to foe's side. You Minor disruption of foe's side. +6 hits. Foe is stunned for +8 hits. Foe is stunned for 2 rounds. 

11-15 before this opponent's next may fire before this opponent + 7 hits. Foe takes 2 hits per 2 rounds. 
round. +2 hits. for the next three mds. +4 hits. round. 

Foe is stunned next round, and Blow to foe's side delivers Blow stuns foe for 3 rounds. Minor side wound causes foe to Minor disruption gives foe 1 hit per 

16-20 must parry for the next two +5 hits. Foe must parry next +8 hits. take 3 hits per round. He is stunned round. He must parry for 3 rounds. 
rounds. +3 hits. round at -30. next round. 

Foe must parry next three Foe stunned for the next three Disrupting strike hits foe along Blast to foe's upper leg. +7 hits. Attack disrupts foe's side. +9 hits. 

21-35 
rounds. +4 hits. Add +5 to rounds. +5 hits, and foe takes side of chest. Foe stunned and He is stunned and unable to parry Foe takes 3 hits per round and is 
your next attack. 1 hit per round. unable to parry for 2 rounds. Foe for 3 rounds. stunned for 4 rounds. 

takes 3 hits per round. +9 hits. 

Burst muscle in foe's lower Disrupt loe's lower leg. Major wound to lower leg. Foe Wound foe's groin. Shocked, he is Blow to leg shatters several bones 

36-45 
leg. foe stunned for one round Foe moves at -50 and takes takes 5 hits per round and is stunned for 7 rounds and unable and shreds muscle. Foe at -70 and 
and receives 1 hit per round. 4 hits per round. +6 hits. knocked to one knee. He is I!l parry for 4 rounds. +8 hits. I takes 4 hits per round. Add + IOta 
Move at -50. stunned for 4 rounds. Add + IOta your next attack. your next attack. 

Minor flesh wound along foe's Disrupting blast along foe's Blast across foe's back tears skin. Disruption of foe's lower back Minor disruption to foe's lower 

46·50 
back. +5 hits. Foe stunned for lower back. He is stunned and Foe takes 3 hits per round and is paralyzes him Irom the waist down. back. Foe is stunned and unable to 
two rounds. may not parry for 4 rounds. stunned for 5 rounds. He is down and out for 20 rounds. parry for 5 rounds. He takes 4 hits 

+7 hits, takes 1 hit per round. +10 hits. per round. +10 hits. 

Minor disrupting strike to foe's Blow to foe's chest drops him Disruption in upper chest drops Blast in chest collapses foe's lungs I Foe's chest ruptured. He takes 6 hits 

51·55 
chest. Foe is stunned and to the ground. Foe takes 4 hits loe lor 3 rounds. Foe takes 3 hits and breaks ribs. Foe operates at -50 per round. In 3 rounds he drops, 
unable to parry for three mds per round and is stunned per round. +10 hits. for 4 rounds then slips into a coma. and after 3 more, he dies. 
and receives 3 hits per round. for 5 rounds. +8 hits. He dies 6 mds thereafter. + 12 hits. 

,Minor thigh disruption. Foe Energy dissipation shreds foe's I Pulverizing blast to foe's upper I 81Mt. ",P" log '" ".,,"' i Major groin injury. Vitals destroyed. 
knocked down and stunned thigh muscle. Foe takes 4 hits thigh. + 11 hits. Foe falls and is takes 6 hits per round. He is at -90. I Foe stunned for 14 rounds and 

56·60 for 2 rounds. +5 hits. per round. +9 hits. Foe moves stunned for 5 rounds. He takes Add +10 to your next action. takes 2 Ms per round. 
Foe takes 3 hits per round. at -50. 5 hils/rnd and moves at - 75. 

Blast along forearm. +5 Ms. Blast to foe's lorearm. Strike rips into foe's forearm. I Forearm destroyed. Foe takes : Disrupting strike severs arm above 

61·65 Foe takes 3 hits per round Hand useless. +9 hits. Arm useless. Foe takes 4 hits per 7 hits per round and is stunned : the elbow. Foe takes 5 hitslrnd and 
and is at -25. Foe takes 5 hits per round. rnd and operates at -40. + 12 hits. ! for 5 rounds. He is at -40. 

i 
is stunned for 8 rnds. He is at -50. 

Non-weapon shoulder bursts Elbow in foe's weapon arm Foe's knee destroyed. He loses Blast to the face destroys foe's , Burst destroys lungs. Heart 
from inside, Anm useless; wlll disrupted. Joint is destroyed lower leg, and takes 5 hits per eyes, ears. nose and throat. He : explodes. Foe lalls and is inactive 

66 fall off if foe takes more than and arm useless. + 1 0 hits. rpund. Foe drops and is out dies after 4 painful rounds. ; for 3 agonizing rounds before dying, 
25% activity; stunned no parry Foe stunned and unable to I for 10 rounds. Afterwards he is : +20 hits. 
for 6 mds, +10 hits, 5 hits/md. parry lor 10 rounds. I at - 70. +25 hits. 

I 

Break foe's collar bone. Blow to loe's neck. Foe stunned Blow to collar area. Foe is Massive cellular disruption in foe's Blast inside shoulder sends arm 

67·70 
+6 hits. Foe is stunned for lor 6 rounds and may not parry stunned for 12 rounds choking. shoulder. + 14 hits. Foe stunned lIying. Foe stunned and unable to 
4 rounds and may not parry lor 3 rounds. Foe operates He operates at -80. +13 hits. I for 6 rounds and operates at -60. parry for 12 rnds, +22 hits, 6 hitsl 
lor two rounds. Foe at -20. at -10. +10 hits. rnd. Add +10 to your next attack. 

Disrupt tendons in lower leg. Muscles burst in foe's call. Foe's calf muscle destroyed, i Blast destroys loe's foot. He is Shuddering blast scraps leg. Bone, 
Foe at -50 and knocked to one Foe at -50 and receives 5 hits tendons disrupted and bone shat- ! at -50 for 5 rounds before passing muscle and blood vessels burst. 

71-75 knee. Foe stunned for 3 rnds perround. + 11 hits. teredo Foe is at -50: takes 6 hitsl out. Foe takes 5 hits per round. Foe knocked down. stunned for 
and takes 2 hits per rnd. rnd. Add + 1 0 to your next attack. 6 rnds. He takes 6 hitslrnd. +24 hits. 

Disrupt foe's bicep. +7 hits, Non-weapon arm disrupted, I Non-weapon arm disrupted and I Foe's non-weapon arm explodes Foe's weapon arm bursts open. 

76-80 and 3 hits per round. Foe at -40 and takes 6 hitslrnd, I useless; muscles destroyed; bone ! and is messily removed from his It is destroyed. Foe takes 6 hits 
Foe at -30 and stunned He is stunned and unable to I fractured. Stunned for 12 rnds; i body. Stunned and unable to parry per round. and is stunned 
for 4 rounds. parry for 7 rnds. Arm useless. I takes 4 hits/rnd. + 14 hits. i for 18 rnds, 6 hits/rnd ... 20 hits. lor 36 rounds. +30 hits. 

Strike foe in the side. Internal Blow to foe's side. + 12 hits. 1 Blow to side of lower abdomen. Variety of foe's abdominal organs Foe's backbone shattered by blast. 

81·85 
bleeding delivers 7 hits per Foe takes 8 hits per round. I + 15 hits, Internal bleeding causes explode. He takes 8 hits per round He falls and dies after 6 Quiet 
round. Foe stunned 8 rounds. He is stunned for 12 rounds 6 hits/rnd. Foe fights for 24 rnds and is at -80 for 4 rounds before rounds due to massive organ 
Add + IOta your next attack. and operates at -40. I then dies due to organ failure. expiring. +30 Hits. failure. +40 hits. 

Disrupting blast along foe's Strike to back of foe's head. ! Shot pulps foe's brain. He dies i Shattering blast destroy:; foe's Strike disrupts hip joint. Leg IS 10SI. 

86-90 back. Foe takes 4 hits/rnd and The subsequent brain disruption ; instantly. +25 hits. Add + 15 to I kidneys and severs spine. +40 hits. Foe lapses into unconsciousness. 
is stunned for 5 rnds. +8 hits. kills foe instantly. + 15 hits. ! your next attack. ! Foe drops. then dies next round. dymg in 6 rounds. +30 hits. 

! I 
Blow off foe's ear. +9 hits. Blast disrupts hip, destroying Foe's chest explodes from the in- I Disgusting strike guts through Foe's arm and side destroyed by 

91-95 Foe takes 5 hits per round the joint, + 15 hits, stunned for side. Heart destroyed. Foe drops i opponent. He is disemboweled disrupting blast. He is stunned 
and hearing is at -50. 10 rnds before passing out. then dies next round. +35 hits. ! and dies instantly. Add .20 to and unable to parry for 8 rounds. 
Foe stunned for 10 rounds. Add +20 to your next attack. I your next action. 

~ 
then dies. +35 hits. 

Disrupting strike to middle of Blast blows out side of foe's Blast shatters backbone and I Back blow sends foe reeling. Internal explOSion sends rib 

96-99 
face, stunned and unable to head. Foe drops and takes 5 hits exposes upper chest cavity. ; Broken in half. foe drops and dies fragments flying. Foe drops and dies 
parry lor 12 mds, 5 hits/rnd. per round for three rounds Foe dies instantly. +45 hits. : next round. immedlalely. Add +20 to all actIOns 
Add +5 to your next attack. belore dying. ! lor Ihe next 2 rounds 

Strike disrupts foe's neck, Head strike destroys brain. Foe Foe's head explodes. He is very : Head shot destroys bram in Foe's body ripped apart by cruel 

100 severing his head from the is dead. dead, permanently. ! a gruesome display. Foe's disrupting blast. He is no more. 
rest of his body, Foe dies , lifeless. headless body Good work. 
immediately. +20 hits. : tossed back 3 meters 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 



• • • • • • 
• 01-05 • 
• 06-10 • 
• 11-15 

• 
• 16-20 

• 
• 21-35 

• 
• 36-45 • 
: 46-50 

• 
• 51-55 
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A 
01-05 A. lot of static. +0 hits 

06-10 +1 hit 

Foe loses initiative for 1 round. 

11-15 +2 hits. 

16-20 
Foe is spun about and loses 
1 round of initiative. +3 hits. 

21-35 
Blast unbalances foe. He loses 
2 rounds of initiative. +4 hits. 

36-45 
Light distracts foe, and he 
must parry for 1 rnd. +5 hits. 

Minor burns. Foe must parry 

46-50 for 1 round and takes 1 hit per 
round. +2 hits. 

Sizzling but weak blast stuns 

51-55 
foe for 1 round. +6 hits. 

Foe is unbalanced and is 

56-60 forced to parry next 3 rounds. 
+7 hits. 

Chest strike. If fOe has metal 

61-65 
armor, he is stunned for 
2 rounds. If foe has no armor, 
he is stunned 3 rounds. 

Blast of light and smoke stun 
all within 5 feet of foe for 

66 1 round. Foe is knocked down 
and stunned for 3 rounds. 

Back strike. Foe is stunned 

67-70 and unable to parry 
for 1 round. +7 hits. 

Blast stuns foe for 3 rounds, 
foe fights -5 for 6 rounds. 

71-75 +8 hits. 

Strike to foe's upper chest 

76-80 
stuns foe for 2 rounds. Foe 
cannot parry for 1 round. 
+9 hits. 

Back blast. Foe is stunned and 

81-85 
unable to parry for 2 rounds. 
.12 hits. 

Blast knocks foe down. If foe 
has metal leg armor, he loses 

86-90 use of leg due to nelVe dam-
age. If not, +15 hits and foe is 
stunned and unable to parry 
for 2 rounds. 

Hip strike. If foe has hip 
armor, foe is stunned 6 rnds; 

91-95 + 10 hits. If not. foe is stunned 

-'- 3 rnds and acts at -50 due to 
shock and nerve damage. 

Neck & shoulder strike. If foe 
has neck armor, he is stunned 

96-99 and unable to parry lor 6 rnds. 
If not, he is knocked out: 
loses ability to speak .• 10 hits. 

Head strike. Foe's brain falls 
victim to massive shock and 

100 surface burns. Foe drops into 
unconsciousness, and dies in 
6 rounds. +20 hits. 

II:~'" ~ ~:l:ltl :l[ItI"il:IIl:lllreiJ'!1"1 l:ll:4:11'!1:l ~ 

BCD E 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • 

Foe'S hair stands up. +0 nits 

+2 hits 

Foe loses initiative for 1 round; 
the metal he bears begins to 
buzz. +2 hits. 

Explosion of light causes foe to 
lost 1 md of initiative. +4 hits. 

Crackling blast forces foe to 
lose 2 mds of initiative. +5 hits. 

Minor burns. Must parry for 
1 rnd; takes 1 hit/rnd. +2 hits. 

Blast forceS foe to parry 
for 2 rounds. +6 hits. 

Foe is spun about and is 
stunned for 1 round. A minor 
burn on foe's leg causes 2 hits 
per round. +7 hits. 

Foe is stunned for 2 rounds. 
If foe has metal armor, he 
cannot parry for 1 rnd. +8 hits. 

Upper leg strike. Foe is stunned 
and unable to parry for 1 round. 
+9 hits. 

Chest strike. Foe is stunned 
and unable to parry for 
3 rnds, takes 3 hits per rnd. and 
fights at -20. +15 hits. 

Back strike. Foe is stunned for 
2 rounds and cannot parry 
for 1 round. +10 hits. 

Strike to foe's non-weapon arm. 
If foe has arm armor, he is 
stunned for 4 rnds. If not. foe's 
arm is useless, foe is stunned 
and not able to parry for 2 rnds. 

Chest strike. Foe is knocked 
down and takes 2 hits per round 
due to bleeding. +11 hits. 

Back blast. Foe is stunned and 
unable to parry for 3 rounds. 
Muscle is torn and foe fights at 
-10. +13 hits. 

Leg strike. If foe has leg armor, 
he is stunned and unable to 
parry for 6 rnds. If not, foe s 
leg is broken, it has damaged 
nerves, and foe is stunned for 
6 rounds and fights at -50. 

Head strike. Foe loses nose. he 
is temporarily blinded for 
2 weeks, and is stunned for 
9 rnds. Foe is at -95 while blind. 
If no helm, he is knocked down. 

Head strike. Btast cracks skull 
and causes massive shock and 
brain damage. Foe drops and 
dies in 9 rounds. + 15 hits. 

Blast through foe's neck severs 
head and kills foe instantly. Add 
+10 to your next attack roll. 

+1 hit +2 hits i +3 hits 

+3 hits +4 hits .1 Foe loses initiative for 1 rnd. +4 hi 

Foe hears crackling sound and Foe loses initiative for 1 round. The ! If foe has metal armor, he loses 
loses 1 round of precious smell of danger is in the air. 12 rounds of initiative. If not, foe is 
initiative. +3 hits. +4 hits. i stunned but 1 round. +5 hits. 

I 
Eruption of smoke forces foe to Foe is unbalanced, but the strike is ! Glancing strike stuns foe for 1 rou 
lose 2 rnds of initiative. +3 hits. weak. Must parry next rnd. +4 hits. +6 hits. 

I 

Strong but glancing blast forces Light burns. Foe must parry for i Foe gets a minor scorching and is 
foe to parry next round. +6 hits. 2 mds; takes 1 hit per rnd. +5 hits. : stunned for 2 rounds. +10 hits 

I . 

Foe feels the heat and musl parry Blast stuns for 1 round. Foe fights : Smoke and light stun foe for 2 md: 
for 2 rounds. +7 hits. at -10 for 2 rounds. +7 hits. I Foe fights at -10 for 2 rnds. + 12 hn 

If foe has metal armor, he is Explosion of light and fire stuns foe · If foe has metal armor, he is stunllt 
stunned 2 rounds. If not. foe is for 2 rounds. Foe fights at -10 ! and unable to parry for 2 rnds. It Of 

stunned for 1 round. +7 hits. for 2 rounds. +7 hits. i foe is stunned 2 rnds. + 13 hits. 

Strike to foe's leg. If foe has leg Blast stuns foe for 2 rounds and foe: Hot smoke and light stuns foe 
armor, he is stunned 1 rnd. If not, is unable to parry for 1 round. : for 4 rounds. Foe loses initiative 
foe is stunned and unable to parry +10 hits. · for 6 rounds. +13 hits. 
1 rnd and takes 3 hits per rnd. i 

I 
Blast stuns foe for 2 rounds. Strike to foe'S non-weapon arm. If : Strike to foe's weapon arm. Foe-
Foe cannot parry for 1 round, foe has metal armor, he is knocked : drops all that is in his weapon hand 
leg hit. +9 hits. outlor 1 day. +15 hits. ; Stunned for 2 rnds. 2 hits per md. 

Foe is stunned and unable to If foe has armor over abdomen, · Leg strike. Foe is knocked down an 
parry for 2 rounds. +10 hits. he takes 2 hits/rnd, stunned 2 rnds i stunned for 2 rounds. Foe cannot 

due to minor burns. If not, burns parry for 1 round. +14 hits. 
stun foe 6 rnds. 3 hits/rnd. 

Chest strike. If foe has metal Neck blast knocks foe out. Foe · Head strike. If foe has a leather 
armor on arms and over chest, it cannot speak for 2 months and · helmet, it is destroyed and foe is in 
becomes fused and he cannot use takes +4 hits per round. +20 hits. : coma for 2 months. If not, foe's 
arms. If not. foe is knocked out : brain is fried and he dies instantly. 
for 6 hours and takes +9 hits. Add + 1 0 to your next roll. , 

Back strike. Foe is stunned and Back strike. Foe is knocked down Back strike. Foe is stunned and 
unable to parry for 2 mds. Burns and out of action for 1 md. Minor unable to parry for 4 rounds. Minor 
force foe to fight at -10. +11 hits. shock. Foe fights at -20. +12 hits. · shock. Foe fights at -25. +15 Ms. 

Strike to foe's non-weapon arm. Strike to foe's weapon arm. Shoulder strike shatters bone in foe' 
If foe has a metal arm armor, he Arm is useless and foe is stunned weapon arm. Muscle and cartilage 
is stunned for 6 rnds and takes for 3 rounds. + 13 hits. damage. Arm is useless, foe is 
+ 12 hits. If not. foe is knocked stunned for 6 rounds, and takes 
down, arm is useless, +13 hits. · 3 hits per round. 

Chest strike. If foe has chest Chest strike. If foe has metal chest Chest strike. Foe is knocked out due 
armor, he is stunned 6 mds, armor. he is knocked out, +25 hits. to shock. Blood loss and nelVe 

I 2 hits/rnd, fights at -5. If not, foe If not, foe is stunned and unable to damage cost foe 3 hits per round. 
is knocked out for 3 days (shock). parry for 6 mds and takes + 15 hits. +18 hits. 

Thigh strike. Foe takes 2 hits per Lower back strike. Nerve damage Foe becomes a conductor and strike 
round. Bones breaks and torn and shock. Foe is stunned for 30 rearranges his entire nelVous 
cartilage. Foe is stunned rounds and takes 3 hits per round. system. Foe drops and lies in shock 
for 4 rounds and fights -40. .15 hits. for 12 rounds before dying. 

Blast shatters foe'S knee and Abdomen strike. It foe has armor Blast crushes pelvis and shatters 
destroys a variety of nelVes. over abdomen. he is stunned lower backbone. Foe's spine is 
Foe fights at -60 and is stunned for 9 rounds and takes 6 hits per burned into a multitude of small 
and unable to parry for 2 rounds. round. It not, foe dies of shock and parts. Foe is knocked .out and dies ir. 

bleeding in 12 rounds. 12 rounds. 

Strike through foe's lower i Side strike devastates foe's nervous Side strike melts foe's lower skeleton 
abdomen. Massive shock and system. Foe falls into a coma and and destroys a variety of organs. FlY. 
bleeding. If abdomen armored. goes into severe shock. Foe is a dies in 9 inactive roundS. .25 hits. 
foe is at -75; takes 5 hits per rnd. jliVing vegetable. +30 hits. 
It not. foe dies in 6 inactive rnds. -
Chest strike destroys foe's heart : Chest strike knocks foe back 10 Chest strike destroys both of foe's 
and lungs. It foe has metal chest ! feet. Massive nerve damage. Foe lungs and cuts foe in half. Biasi 
armor, it is a fused lump and foe t dies of fatal snock in 3 rounds. continues to a point 10 feet beyond 
dies in 6 rounds. If not, foe dies i .20 hits. foe (subtract 20 if it strikes second 
instantly. target). 

Foe's head is no longer available. i Foe's nervous system acts as a Foe returns to the dust from which 
Smoke and ozone surround the superconductor. Foe'S sad lOstant he came. Add +20 to your next roll. 
lifeless body. Add 10 to friendly ; death provides al\ the witnesses 
witnesses' rolls for 3 rounds. ! with a fine light show. 

Add + 15 to your next roll. 
I -

• • • • • • • • • 
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18,5 GRAPPLING CRITICAL STRIKE TABLE 

A c D E 
Weak grip. No bonus. Indecision and an opportunity + 1 hit +2hits·-------------t~~~h~its~~·.~,~~~-------l 

+1 hit 

+5 hits. 

Blow to lower back. Foe must 
pany next round. 

Passing hip strike. Foe must 
pany next round at -20. 
~ hits. 

unbalancing blow to 
Foe must parry next 

round.You initiative 
for 2 

lost. 

+2 hits, 

Passing strike. You have the 
initiative next round. +2 hits. 

Unbalance foe, +4 hits. 
Foe must parry next round. You 
have initiative for 2 rounds. 

Blow to chest stuns foe 
for 1 round, +5 hits. 

Blow to back stuns foe 
for 1 round, +7 hits. 

+3 hits +4 hits. 

Grazing side strike. You receive Glancing blow. You receive the 
the initiative next round. +4 hits. initiative next round. +6 hits. 

Flailing attack. Foe is stunned for 
1 round and musf pany the 
following round. 

Your attack produces a weak 
grasp around foe's waist 
Foe is at -25 for 3 rounds, 

Attack yields slipping grasp 
around foe's leg. Foe is stunned 
and unable to pany for 1 round, 

Side strike unbalances foe. You 
have initiative for 2 mds. +5 hits .. 

Hard but misplaced strike. 
Foe eludes grip but is stunned 
for 1 round. +3 hits. 

Strike to foe's shield arm. If foe 
has shield, +3 hits. If not, arm is 
caught for 6 rounds (and 
immobile), and foe stunned 3 mds. 

Attack yields weak hold around 
foe's chest. Foe is at -30 for 3 
rounds. You have initiative 4 mds. 

results slipping grip 
around foe's waist Foe is at 
-SO for 3 rounds. 

..... ., . 
;-: ~ ." 

Attack to upper leg. Foe is spun 
about and breaks loose, but is 
stunned and unable to pany 1 round. 

Attack produces a hold around foe's 
leg. Foe slips away, but is stunned 2 
mds and is unable to pany next md. 

Foe breaks free of hold around shield 
arm. Foe is stunned for 2 rounds 
and unable to pany next round. 
+5 hits. 

Glancing6ack blow. Foe must Unbalancing strike. Foe spins Foe breaks free of hold around Attack produces hold around leg. 
Grip is slipping but foe stunned 
3 rounds. +6 hits. 

Grasp around foe's leg. Foe is 
stunned and unable to pany 1 round 
and Is at -25 the following 3 rounds. 

pany next round at -25. free but is stunned for 1 md and thigh, but is stunned and unable 
You haVe initiative 2 rounds. must pany the following md. to pany 1 round. ~ hits. 

Grasp around weapon arm 
disarms foe. +2 hits. 
Foe Is stunned for 2 rounds. 

Slipping grasp around foe's 
waist is weak. Foe is stunned 
for 2 rounds. 

Grasp around weapon arm 
disarms foe and sprains his 
wrist Foe is stunned 2 rounds, 
and fights at -25. 

Passing chest strike. Foe Entangle foe's leo. +4 hits. 
eludes entanglement, but must Foe is stunned and unable to 
pany next two rounds at -20. pany for 1 round: 

results in an uneasy Attack yields a weak hold 
hold on foe's midsection. Foe around foe's lower chest. Foe 
is at -50 for 2 rounds. +5 hits. is at -50 for 3 rounds. +4 hits. 

Infirm hold on foe's 
midsection. For the next 3 
rounds foe Is at -50 and you 
have the initiative. 

Entangle non-weapon arm. 
If foe has arm armor, he is 
at -30 until he removes it. 
If not. he is at -40. 

grasp on 
midsection, For the next 
6 rounds foe is at -50 and 
you have the initiative. 

Grasp around foe's chest. Foe is Grasp around foe's chest. Foe is 
at -50 for 3 rounds. +3 hits. stunned and unable to parry 

for 1 round and is at -20 for the 
following 2 rounds. 

Attack to foe's non-weapon arm. If 
foe has arm armor, +6 hits. Hnot. 
foe is stunned and unable to 
3 rounds, takes +7 Jlits. 

Grasp around both of foe's legs. 
Foe slips away, but is knocked 
down and prone for 1 round. 

Grasp around leg knocks foe down. Grasp around 
l1g/It grip. Foe is prone and him down. Foe has tom neck '~ 

+5 hits. 
immobile 2 rounds. +6 hits. muscles. is at -20. Foe is prone 

and immobile for 3 rounds. 

Entangle non-weapon arm. If foe Entangle leg. Foe is stunned . 
has arm armor, he Is at -50 until for 2 rounds and unable to pany 
he removes it. If not. he is at -50. next round. +7 hits. 

results loose grasp on 
foe's midsection. Foe is stunned 
for 2 rounds and is at -50 for the 
following 3 rounds. 

Entangle weapon arm. Foe is 
stunned and unable to parry 
for 2 rounds, and is at -50 during 
the following round. 

chest breaks 
rib and leaves foe stunned and 
unable to pany for 3 roundS. 
Foe fights at -5. 

Attack yields loose hold around 
foe's midsection. Foe is stunned 
and unable to parry 1 round and is 
-at -70 the following 3 rounds. 

Entangle foe's weapon arm. 
Foe hangs onto weapon, but the 
arm is immobilized. ~ hits. 

Entangle foe's leg. Foe Is knocked 
down, stunned and unable to 
pany 2 rounds, and is disarmed. 
Fall breaks non-weapon arm. 

Entangle weapon arm. Foe is 
stunned and unable to pany for 
2 roundS, and at -75 round JoIlowing. 

Entangle foe's knocked 
down, and stunned and unable to 
pany for 2 rounds. +9 hits. 

Grapple weapon arm. Foe is 
disarmed and is left stunned 
for 3 rounds. Tom ligaments and 
pulled muscle leave foe at -40. 

Entangle both arms 
them to his chest Foe cannot move 
his arms and has mobility reduced 
by -75. . 

• Attack foe's non-weapon arm. Entangle foe's leg. Foe is Entangle foe's foot Foe foe's foot. stumbles, 

• 
If foe has arm armor, he must knocked down and is stunned stumbles, faDs, and breaks falls, breaks weapon on impact, and 

. 86-90 pany next round. If not, arm is and unable to pany for 2 mds. shOUlder. +8 hits. Foe is stunned is stunned 2 rounds. If no chest 
• : immobilized; foe is at -SO. Pulled muscle leaves foe at -10. 6 rounds and fights at -30. armor, roll '0' crush cril 

• t----t-En-ta-ng-le-'-oe-'S-,eg-. -:-Foe-is--+-:B-ot-h -o""":-oe-'s-leg-s -are-tied-' -up-.-I-:Pi:-·n-bo--:-th-o""":-oe-'s-arm-s-t-o ch-:-est-.-+-=-En-:-ta-ng-:le-and--:--com-pl:-ete:-ly:-:-im-m-o"-bi=-'ize-+:-:W:-ra-p-uP-bo:--'th-o..,..":-oe-:"S-:Iegs--:-.-:Foe::----t 
knocked down. Stunned and Foe is at -25, downed, disarmed Foe is stunned and unable to foe's legs. Foe falls and is left tumbles to ground and is knocked 

• 91-95 unable to pany for 2 rounds. and stunned and unable to parry parry 44 rounds, then fights stunned and unable to pany out Foe is at -95 due to 2 broken 
• +3 hits. for 2 rounds. Ankle sprain. at -95. for 30 rounds. + 1 0 hits. arms and a broken ankle. +20 hits. . 

• TIe foe up completely. Foe is 
entirely immobilized for 

• 96-99 12 rounds, and is at -60 for 

• 
the follOwing 3 rounds. 
+7 hits. 

• • • • • • • 

100 
Both of foe's legs are 
entangled. Foe is downed 
and knocked out +9 hits. 
Add +20 to your next roll, 

Attack completely entangles and 
immobUizes foe, Broken leg 
leaves foe at -40, The pitiful 
creature is left prone but 
conscious. 

Attack yields vicious hold 
around foe's neck. Foe is 
knocked out Spained neck 
leaves foe at -90, 

Entangle and completely 
immobilize foe's legs. Foe falls, 
is disarmed, breaks weapon arm, 
and is knocked out +20 hits. 

Grapple foe's neck. If foe has neck 
armor, he is left disarmed, and 
stunned and unable to parry 
for 3 rounds. If not. he dies 
in 6 rounds. 

Attack resuls in strangling hold. Foe 
is unable to break free and dies after 
9 rounds of amazingly helpless 
struggling. Grim. 

Grapple foe's neck. If he has neck Grapple foe's head. If foe has Crush foe's windpipe. Foe dies 
armor, he is at -75 due to a neck helmet. he is stunned and unable to instantly due to massive shock and 
sprain and stunned for 3 mds. pany for 9 rounds. If not, foe falls savage asphyxiation. Add +25 to 
If not, he dies of broken neclt into coma due to fracture, your next ron. 
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. 18.6 VACUUM CRITICAL STRIKE TABLE .. 

A 
Cool breeze delivers no hits. 

Chilly breeze delivers 1 hit. 

Cold breeze delivers 2 hits. 

Icy wind delivers 5 hits; target 
loses a round of initiative. 

Staggering airburst gives 
target 3 hits and he loses 
2 rounds of initiative. 

Rushing winds deliver 3 hits; 
target unbalanced (and 
stunned 1 round). 

Target loses 3 rnds of initiative 
in the rush of air. +2 hits. 

Target unbalanced. +6 hits. 
stun for 1 round. 

Cold and air loss take target's 
breath away; he is stunned 
for 3 rounds and takes 15 hits. 

Fog of rushing air stuns target 
for 2 rounds. +10 hits. 

Blast sends target spinning. 
+ 1 0 hits. left arm is broken 
and useless. he is stunned 
for 5 rounds. 

Flying debris strikes target 
in back; he is stunned 
for 1 round. +8 hits. 

B 
Refreshing breeze ruffles hair. 
Boy. does he look cool. 

+1 hit. 

+2 hits. 

Target is unbalanced. +3 hits 
and he must parry one round. 

Blast of air unbalances target. 
+5 hits and he is forced to parry 
1 round. 

Escaping environment buffets 
target. delivering 8 hits and 
stunning him for 1 round. 

Howling winds force target to 
parry for 2 rounds. +6 hits. 

Whirlwind stuns foe for 
1 round. +8 hits. 

Deafening howl of escaping air; 
+ 1 0 hits; renders target stunned 
and unable to parry for 1 round. 

Target does a forced about face. 
stunning him for 3 rounds. 

Target hears bells; eardrums 
burst and hearing permanently 
damaged. Nose bleeds; 
2 hits/md. +18 hits. 
-50 to activity for 5 rounds. 

Winds stun target 1 round. 
deliver 2 hits. 

C 
Target's ears pop. +1 hit. 

Target's ears pop audibly; +2 hits. 

Target's ears really pop. +3 hits. 
permanent minor hearing loss. 

Inner ears pop. Target unba-
lanced. +5 hits. must parry 1 rnd. 

Pressure change causes 
equilibrium problems. +6 hits. 
stunned 1 round. 

Target is muddled and must parry 
for 2 rounds. +7 hits. 

Target stunned for 1 round. 
+8 hits 

Debris strikes target in leg; he is 
stunned 1 round. and takes 2 hits 
per round. 

Blast stuns target for 2 rounds; 
he cannot parry for the first 
round. leg hit. +9 hits. 

Target spun about. +5 hits. Stun 
3 rnds. loses initiative for 3 more. 

Flying debris strikes target in 
head. +12 hits and he is stunned 
6 rounds by impact. If no helmet 
skull is fractured. target 
unconscious with concussion. 

Back strike. Target is stunned 
and cannot parry for 2 rounds. 
Target is at -10. +11 hits. 

D E 
Winds distract target: he loses +1 hit. 
initiative for 1 round. 

+2 hits; target forced to parry 1 rnd. t +3 hits. target must parry next round. 

+4 hits and target must parry +5 hits. 
for 1 round. 

Escaping air stuns target Airburst stuns target and delivers 
for 1 round; he takes 6 hits. 7 hits. 

Fleeing oxygen gives target pause; Target stunned no parry 1 round; 
he is stunned for 2 rounds. 9 hits. 

Roaring winds confuse target. Target stunned 4 rounds by freezing 
He is stunned 3 rounds and takes air. 
8 hits. 

Target slashed by debris: + 10 hits Target struck by debris: +20 hits. 
and 5 per round. 2 per round and stunned 2 rounds. 

Target's hand is struck by debriS: Target struck in weapon-arm: 
off-hand wrist is sprained and 50% chance item in hand is dropped 
at -SO. +12 hits and stunned (and lost in vacuum). + 10 hits and 
for 2 rounds stunned 5 rounds 

Airburst staggers target. +10 hits; i A flurry of sharp metal fragments 
he is stunned and unable to parry j slash target. +20 its and 7 per round. 
for 1 round. 

Target spins like a top. +10 hits. i Target whirls like a gyroscope. +15 
and foe is stunned no parry 2 rnds. ; hits; foe is stunned no parry 2 mds. 

I 
Target flung outward by winds. but i Wasting no time. target zips out 
gets a reflexive grip on the edge of ; through hull breaCh. Surrounded by 
the breach. 25 hits. Stunned no i a cloud of frozen oxygen. he explores 
parry 5 mds (but holding on until , the final frontier. If he has a 
unconscious). : spacesuit. fine; if not. he is dead after 

6 rounds. Wave good-bye. 

Target thrown 2 meters and : lack of air takes target's breath 
slammed against a bulkhead. He is ! away. He is at -50. stunned 
stunned 3 rounds and takes 10 hits. ' 3 rounds. and takes 10 hits. 

Blast of fleeing atmosphere Fog of escaping gas confuses Airborne stuff blinds target. 
stunning him lor 2 rounds and 
delivering 10 hits. 

Whirling debris strikes target in Flying debris strikes target in head. 
disorients target; he is stunned target and stuns him 3 rounds. 
and unable to parry for 1 rnd. 

head; +15 hits; a minor concussion; ! He is stunned no parry 2 rounds. 

Crystallizing atmosphere cloud 
stuns target lor 2 rounds. 
+ 15 hits. Foe is unable to 
parry for one round. 

Swirling debris delivers 10 hits 
and breaks two 01 target's ribs; 
he is at -25. 

Target feels his blood 
simmering. +10 hits and 
5 per round while exposed. 

Disconcertingly. target bleeds 
through nose and ears. He is 
at -30. takes 10 hits. 3 hits per 
round and is stunned for 5 
rounds. 

Target is struck in the head: 
+20 hits. If foe has a helmet. 
he is unconscious for 1 day: 
otherwise he is ina coma for 
10 days. 

Target is knocked down and is 
struck on the head. +25 Ms. 
Helmet is crushed and useless. 
target stunned 5 rounds. If no 
helmet. skull is fractured. 
target dies in 3 rounds. 

stunned no parry lor 2 rnds. ' + 15 hits. 

Whirling oxygen crystals blind 
target. stunning him for 
4 rounds. 

Now you know why it's called 
"Hard" vacuum: blast knocks the 
wind out 01 target. +15 hits. 
breaks ribs; stuns him for 3 rnds. 

Depressurization damages ears. 
Inner ear equilibrium upset. stun 3 
rnds. + 1 0 hits. Maneuvers at -50 
for 2 days. Permanent deafness. 

Blast sends target careening 
2m. impact causing broken leg. 
Foe is at -50. stunned 3 rnds; 

i Brutal wind carnes target I Escaping atmosphere drags target 
i 3 meters. slamming him against a 4m. battering him on the way. Both 

+ 15 hits. (Strapped in target 
only takes 5 hits). I 

hard surface. Foe is stunned for I of his arms are broken; stunned lor 
10 rnds; +25 hits. (Strapped-in 4 rods; +25 hits. Strapped in target: 
target only takes 10 hits). only + 15 hits: stunned 2 rnds. 

I 
Target's boiling blood delivers I Target 's blood starts to boil: 
15 hits and 7 per round while he I +30 hits and 10 per round while 
is exposed to vacuum. I exposed. He is stunned for six 

rounds. 

Unpleasantly. target bleeds I Grossly. target begins to bleed 
through eyes. nose. and ears. . through eyes. nose. ears and 
He is at -50. takes 15 hits. 5 hits! under fingernails. He is at -70. 
per round and is stunned II' takes 20 hits. 7 hits per round 
for 7 rounds. and is stunned for 9 rounds. 

Target's lungs collapse. 
+20 hits; target is at -80 and 
dies in 12 agonizing rounds of 
asphyxiation. 

luckily. target is lodged 
between conduits within 
3 meters of a door to safety. 
avoiding an unpleasant space 
walk. Unluckily. his spine is 
damaged and he is paralyzed 
from the waist down. +25 hits. 

I 

. Sudden pressure change causes 
multiple internal organ 
malfunctions. Foe is completely 
incapacitated for 10 rounds. then 
dies. 

Explosive blast sends target's 
brain out through ears. He is 
quite dead. 

Target's blood is bubbling: +40 hits 
and 15 per round while exposed. 
He is stunned for eight rounds. 

Disgustingly. target bleeds 

I through all of his bodily orifices. 
. He is at -80. takes 25 hits. 

9 hits per round and is stunned 
for 10 rounds. 

., Target is slammed by rushing air. 
+25 hits. bone is driven into target's 
internal organs. killing him in three 

I helpless. painful rounds. 

lack of air pressure disrupts lungs. 
eyes and ears. Not a pretty sight. 

I 
Target dies in 12 messy rounds. 
blind and deaf. 

i 
! 

Decompression collapses one lung 
· and destroys hearing. Target at -70; 

+20 hits and he is stunned 6 rounds. 

Explosive decompression hurls target 
5m. pummeling his poor body. 
Internal organs are damaged; 
+50 hits; dies in 12 rnds. Strapped in 
target: only +25 hits; stunned 8 mds. 

Target 's circulatory system becomes 
a balloon: +50 hits; 20 hits/rod while 
exposed. Stunned for 3 rods. then (n 
exposure continues) unconscious as 
major organs are seriously damaged. 
Poor bloated fool dies in 12 rnds. 

· In a clear attempt to gross everyone 
: out. target bleeds through all of his . 

pores. He is at -90. +30 hits. 12 hilS 
rnd and is stunned for 6 rods before 

· losing consciousness (if not before). 

Target unwittingly attempts to turn 
inside out. Unsuccessful (sort of). he 
loses use of all sensory organs as 
well as lungs; tumbles. unconsciOUS 
through deep space. +80 hits. 

Rather abrupt decompression. Targe: 
explodes into billions and billions of 
tiny bits of flesh. quite severely dead 
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01-25 

26-30 

31-40 

41-50 

51-60 

61-70 

71-80 

81-85 

86-90 

91-95 

96-99 

100 

HAND 
ARMS 

(1-handed) 

Lose your grip and the 
opportunity to get in an 
open blow. Maybe you 
will improve. 

Drop your weapon. It 
will take 1 round to 
draw a new one, or 2 
rounds to recover old 
one. 

You Slip with grace and 
lose the opportunity to 
get in the vital blow. 

Bad follow through. 
You lose your 
opportunity and give 
you rself 1 hit. Real 
weak. 

You slip withou1 grace 
and lose 2 rounds 
worth of opportunities. 
Good luck Pal. 

Lose your grip and 
juggle your weapon for 
2 rounds. You can still 
parry . 

Lose your grip and 
juggle your weapon for 
2 rounds. Unfortu-
nately. you cannot 
parry. 

You lose your 'Wind' 
and realise that you 
should relax and not 
swing for 2 rounds. 

Foe's smooth moves 
leave you stunned for 2 
rounds. Hopefully. you 
willieam. 

You stumble. The 
classless display leaves 
you stunned for 3 
rounds. You might still 
survive. 

Swallow tongue in the 
excitement. You are 
stunned and unable to 
parry for 3 rounds. 

Bad taste and poor 
execu1ion. You attempt 
to maim yourself. Roll 
on the '0' critical table 
(slashes). 

19.1 ARCHAIC WEAPONS FUMBLE TABLE 
HAND SPEAR & MOUNTED THROWN ARMS POLE BOWS 

(2-handed) ARMS ARMS ARMS 

Lose your grip. You Lose your grip. You Lose your grip. You Lose your grip. You Lose your grip. You 
lose the opportunity to lose the opportunity to lose the opportunity to elect not to attack elect not to attack. 
take an open swing. take an open swi ng. take an open strike. because of lost control. Good choice. 

Drop your weapon. It Fumble your delivery. Fumble your delivery. You fumble your One's ten thumbs just 
will take 2 rounds to You lose the option to You lose 2 rounds but delivery and hang onto cannot handle loading. 
draw new one or 4 attack but youcan still can still parry. your weapon. Subtract You lose the rounds. 
rounds to recover old parry. 10 from your next 
one. attack. 

You slip into fog of You Slip and are You slip and lose your You slip and lose 2 You fumble your 
mind. You lose 1 round stunned for 1 round. All saddle position. You rounds to fully recover. ammunition. You lose 2 
in order to collect your right, you just look lose 2 rounds but can You hold onto weapon rounds trying to 
thoughts. clumsy. Try again. still parry. and still parry. recover. Real weak, kid . 

Stumble over an unseen Lose your grip and Your mount rears and You fumble your Break arrow and lose 
imaginary deceased juggle weapon for 2 you are quite stunned weapon after losing you r cool. You find 
turtle. You lose 2 mdsof rounds. You can still for 2 rounds during the your grip. You are you rself ou1 of 2 
offensive action but can parry. Your next swing recovery. stunned for 3 rounds. rounds of action. 
still parry. is at -10 . 

Bad move. You lose 2 You slip and almost fall. You lose your grip and Poor release. Weapon Drop your arrow. You 
rounds of open Swings. You are stunned and fumble your weapon. lands harmlessly 20 lose 2 rounds 
Fortunately, you can unable to parry for 2 You are stunned for 3 feet to the left of target. reloading. Try hand 
still parry. rounds . rounds. arms next time . 

Lose you grip and Lose your grip and Your poor mount Very poor release sends Drop your bow. You 
juggle your weapon for juggle weapon for 3 stumbles and you are weapon off directly to lose 2 rounds while 
2 rounds. You can still rounds. Your next stunned and unable to the right Reroll if retrieving and reloading 
parry. swing is at -10. parry for 2 rounds. someone lies in the new it 

path . 

Very bad move. You are Fumble your follow- You break your weapon You slip and lose 3 Bowstring breaks. You 
stunned and unable to through. You lose 3 and lose 2 rounds while rounds to fully recover. lose 6 mds while 
parry for 2 rounds. Not rounds. You are drawing a new one. You hold onto weapon. restringing bow or 2 
good. stunned for 2 rounds. bu1 cannot parry. mds while drawing a 

new weapon. 

Lose your grip and Clumsy move. You are You drop your weapon You drop your weapon. You fumble your 
juggle your weapon for stunned and unable to in one of you lighter It will take 2 rounds to weapon. You are '- '. " 
3 rounds. You can still parry for 3 rounds. moments. Lose 2 draw new one or 4 :;':- .. stunned and quite 
parry . rounds drawing a new rounds to recover old unable to parry for the 

one. one. next 3 rounds. 

Incredibly bad move. Drop your weapon. It You break your weapon You fumble your You let your arrow fly 
You are stunned and will take 2 rounds to and lose 2 rounds weapon badly bu1 hang much too soon. You 
unable to parry for 3 draw new one or 6 drawing a new one. You onto it. You are stunned strike 20 feet short of 
rounds. rounds to recover old take 1 0 hits. and unable to parry for target You are ou1 2 

one. 6 rounds. rounds. 

You stumble and nearly You trip and fall. It will Your seating is You'let go of weapon Slip and fall down. You 
fall down in an apparent take 4 rounds to improper and you find too early and send it off are stunned for 6 
attempt to commit recover. You are unable yourself stunned and 30 feet behind you. rounds, and'unable to 
suicide. You are to parry for 3 rounds. unable to parry for 3 parry 2 rounds. Your 
stunned 4 rounds. rounds. shot goes astray. 

You trip and fall. It will You injure your Your body absorbs the You fall down. Your Break your bow. You 
take 4 rounds to shoulder. You are impact. You take 20 hits shot goes astray. You are stunned and unable 
recover. You are unable stunned and unable to and are stunned and are stunned for 12 to parry for 4 rounds of 
to parry for 3 rounds. parry for 3 rounds and unable to parry for 6 rounds. action. Good luck, pal. 

fight at -25. rounds. 

Worst move anyone has You break your weapon You fall off of your You hit yourself during Poor judgement. You 
seen in ages. 50% and are stunned and mount. Role on the '0' delivery. Roll on the "0" let arrow fly and lose an 
chance you are out 2 unable to parry for 6 crush critical strike critical strike table ear. +5 hits. You take 2 
days with a pulled rounds. table. (crushes). hits per round. 
groin. 50% chance 
opponent out 3 rounds 
laughing. 
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19.2 MODERN WEAPONS FUMBLE TABLE 
" 

Grenade/ Mini Energy Energy Projectile Projectile 
Weapon (1-handed) (2-handed) (1-handed) (2-handed) Missile 

I Launcher 
Fumbling with your Trigger, trigger, where is Poor grip. Try next Phase. Mysteriously, you elect not A moment's hesitation Uncertain aim causes you 

01-25 weapon, you miss an the trigger? Forget to fire at this time. loses you the opportunity to elect to not fire this 
opportunity. No firing 'till shooting this fire phase. to fire this phase. i phase. 
the next available phase. 

One's ten (12?) thumbs Stun, disrupt, vaporize or Worse grip. Try again next I Your clumsy maneuvers Poor grip and nasty Your slowness with the 

'26-30 just cannot locate that puree? The little dials on round. prevent an effective kickback conspire to weapon causes you to 
eluse trigger. No further your weapon give you shooting opportunity. Try deliver 10 hits (and you delay firing till next phase. 
activity for you this round. pause for a whole round. again next fire phase. miss). 

You discover just before The Safety was on. -50 to Get a grip. You are Distracted by the Winged You empty the clip into the You elect not to fire fDr a . 
firing that you are holding activity for this round and stunned (for 1 round) by Victory of Samothrace, you air, then you're stunned for full round. 

31-40 the thing backwards. the next while trying to your own incompetence. fail to fire this round. 1 round as you realize your 
Spend the rest of the round recover your self- foolishness. 
to re-orient. Read the confidence. 
manual next time! 

Lose your grip. No further Oops, that was the Cleverly, you eject the Get your eyes checked. You empty a roundlburst You tilt the launcher 
activity for the next round. cartridge ejection button, weapon power pack and Momentary double viSion into the ground. Your forward and all of its 

not the trigger. Spend watch it bounce a full 3m convinces you to wait out sheer incompetence costs ammunition tumbles out 
41-50 1 round re-inserting your away. Spend 2 rnds the rest of this round (you you 2 rounds of stunned onto the ground. Faulty 

weapon's power supply. inserting a new power are at -50). amazement loading by somebody. 
supply, or 3-5 rnds 
recovering that one. 

You mishandle your You really mishandle your You fire the weapon into The ammo cartridge is Slight sprain to your non- Confusion and a personal 

51-60 weapon and are unable to weapon and are stunned the ground at your feet. jammed. It will take 2 rnds weapon wrist causes all crisis stun you for 
fire for one round. for the next round. ("Just testing the power to draw a new weapon or further 2-handed attacks to 2 rounds. 

charge.") 1-6 to wrest this one free. be at -20. You take 5 hits. .. 
Random distractions stun Trembling hands cause you I You really, really Your spastic Shooting hits Break a finger and take A mental lapse: Did I load 

61-70 
you for 1 round. to rethink your tactics. I mishandle your weapon 3 meters short of the 8 hits. You are stunned fusion miSSiles or smoke 

Take deep breaths and are stunned for the target. You are at -30 to 2 rounds, and all weapon grenades? gives yOu pause 
for 2 rounds (i.e. you're next 2 rounds. activity next round. attacks using that hand are for 3 rounds of complete 
stunned) to calm yourself. at -70. inactiVity. 

The weapon pops open In . A muscle spasm delivers A painful muscle spasm Poke yourself in the eye Trigger slips as you take Premature ejection causes 
your hand, and the energy 10 hits and stuns you delivers 12 hits and stuns while trying to get fancy. aim. Make an attack with the grenade to fire 30' to 

71-80 cell(s) tumble merrily lor 2 rounds. you for 2 rounds. +8 hits, -20 to activity and no modifications on the the left of intended target. 
away. Spend 1 round per stunned 2 rounds. closest opponent. 
cell recovering and 
reinserting them. 

Suddenly more slippery I As if 01 its own volition, i Have you ever used one of Those pistols are a little Whirling around lor no You manage to hit yourself 
than a greased tachyon. your weapon leaps out of ' these belore? You drop tough to get a grip on. apparent reason, you bash with the weapon and take 

81-85 
the little toy pops out of your hand. Check the your precious weapon. You unceremoniously your weapon against a 8 hits, stunned 3 rounds. 
your hand and hits the Equipment Mishandling Check the Equipment drop the thing and it nonagressive surface. 
floor. Make a Light roll on Chart: Mishandling Chart " bounces a good 2 meters Check the Equipment 
the Equipment Mishandll1lg away. Check the Equipment Mishandling Chart • 
Chart." Mishandling Chart " 

Trip over yourself and fire I A cruel flashback Irom your The weapon separates in Cartridge drops out of Horror at your own Improper loading (whOSe 
into space. Two rounds 01 childhood leaves you your hands for easy weapon, scattering ammo, shooting ineptitude stuns fault is that?) causes the 

86-90 stunned contemplation will stunned 2 rounds. storage. 1 round stunned on which you slip and fall you lor 3 rounds. grenade to travel only half 
return you to your and staring, and 2 rounds down in a comic display. 01 the intended range. 
equilibrium. frantically putting it back You are down and stunned 

together. next round (and red-laced). 

You drop your weapon Your lunny bone isn't Instead of your original Fingers mysteriously Burn yourself on the hot Your exhuberant hefting 01 
then step on it. Real swift, always so funny. is it? target. you fire at the entangled in weapon cause casing as you fire the weapon gives you a 

91-95 buddy. Make a Very You're stunned 4 rounds of phantasmal Vogon you some consternation ineffectively. You take hernia. + 15 hits, and you 
Severe roll on the intense agony. Bulldozer 30· to the right and 3 rounds of stunned 4 hits and are stunned two are at -70 un~1 cured. 
Equipment Mishandling (You miss.) extrication. rounds. 
Chart .• 

Your clumsy lingers jam You seem to think that You boldly go ... on your While daydreaming, you Very poor grip causes you Too late, you realize you 
the firing mechanism. your weapon is a baton. lace. Fall down, on top of put your hand in Iront 01 to fire wildly. 20% chance are aiming the thing 

'96-99 
Spend 3 rounds lit slips, however, and in your precious weapon, and the barrel while firing. you hit someone in a 180· backwards. Your shot fires 
unjamming it. trying to recover it you make a Severe roll on the Lose a finger. +10 hits; arc in front of you (roll exactly 180· Irom the 

drop-kick it 3 meters away. Equipment Mishandling 5 hits per round and attack wino skill bonus). intended direction. roll 
Check the Equipment Cflart.· You are also down stunned 3 rounds. Your foolishness stuns you randomly for range. 
Mishandling Chart .• and stunned for 1 round. for 4 rounds. 

Poor judgement and worse Only you could get your That heavy gun slips in You artfully spin the You pull the trigger and With a puff of smoke and a 
aim. You pull the trigger. finger caught in the trigger. your sweaty palms as you weapon in your hand and empty the gun into your "1001", the grenade plOpS 

.100 
lose an ear and take two You are stunned lor lire. You shoot off your deal a point-blank burst own foot. + 20 hits; 8 hits out of the launcher and 
hits per round. 4 rounds of action. Try toe. Now you're at -50 an attack on yourself (no skill per round. -70 to activity lands at your leet. It will 

surrendering. take 8 hits, 2 M per round, :bonus). Roll the attack and and stunned 3 rounds. detonate.belore you can 
and are stunned next rnd. say your prayers, buddy. • move. Panic . 

! .-
• ReIer to the Equipment Mishlndli!!!J Chart in the ptayer Book. pg 77. ->0-
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