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I've been looking forward to this day. Somewhere. an SF or
roleplaying tan is holding this book in his or her hands . . .
and that means that the Arrssmvr game is Out There. no
longer a stack of paper and notes on my desk but a living
and breathing game. That's a good leeling. arnigoi

The A.I.TEFlt~ttT‘t' concept took iorrn in early l995. Three
people—Lsster Smith. Dori Hein. and Bill E'rlavtcselr—were
the driving iorce behind the AL'I‘EH1~ttTY proposal. They drew
up the Lrarnework under which the AL'1'F.FtN1Tr game became
possible. They thought it ought to be done. You wouldn't he
reading these words without them.

My association with the ALTEHHITT game began in No-
vember 1995. when I was brought onto the team. At the
time. Bill had the concept and the sketch at a system; my
job was to help him build a three-dimensional game from
these beginnings. So we met for hours each day through
the winter oi 1995. hammering out The Hules. Those in-
tense sknll sessions were the crucible of the game. We've
changed plenty of things since. but tor the most part. the
game's the some one that Bill and I worked out piece by
piece in the TSH Games Library. filling notepads with
dosens oi pages ct scribbled thoughts and mechanics.

More than any other project that ['ve worked on at TSB.
this garne changed the way I look at things. It revitalized
my love at science fiction and spurred me to start tracking
down the classic or grotmdbrealring books l'd never gotten
around to reading. I make a point of checking out the used-

bool-: stores now. looking tor out-oi-print titles that might
be on my reading list. I've also lound that my interest i.n
the science behind science tiction has grown tenfold. It's
an astonishing universe out there. Who cares what's on '1"!
when you can step outside on a stozay night and see all the
way to the end oi time? Long aiter I iinish this project. I'm
going to take that sense at wonder with me. I hope it's the
some tor you.

Hich Baker
February 2. 1993

We're done! It started years ago as a memo suggesting a
way to expand TSH's roleplaying audience and it became
the single largest undertaking oi my career.

l'm going to have to catch my breath and thank loads oi
people who helped moire the Arrrrsmrr game -some togeth-
er: Rich Baker. Lester Smith. Dori Hein. Him Mohan. David
Eckelberry. lirn Butler. Keith Strohm. Handy Post. Dee Har-
nett. Angie Lokotz. Paul Hanchette. Down Murin. Dana
Knutson. Dennis Kauth. Rob Lassaretti. Bruce Heard. Monte
Cook. and Sean Reynolds. Whewt And I probably torgot
somebody! Anyway. we're done! And you know some-
thing? The work is just beginning. . . .

Bill Slavicsek
Februaty 2. I953
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NITY

Piayerh Handbook and
_:ie..o.oinbine to iorm

gaiiihsystem for simu-
laqrghrture adven-

The;Avrssuir-r rules will show
_ ' you your friends can

fiction rolep-laying

science iiction movie.
"show, comic hook, novel,

ersharldtliiry you've ever read—with
the A1.'i'r:tttt_rrT rules, you can rewrite

i 'orrevieit- these amazing tales using
r heroes. villains. aliens. plots. and

storiiis oi your own invention. Your
u riiiiagination is the only limit. As you
i play the AL'I'E:rttit1T'r'_game. you and
Fin ygpr iriends will shape this vision.
St _e1rp_lore it. ettparid it, and create your

unique worlds oi wonder and
crlvstthire.

"l'fl1flitIl'Q'lI1B a iuture in which human-
travel lIt‘]Il'l. star to star, or one

lrtlllch hurnons aren't alone in the

ieviylupersecret agents tight against
itrrseen menace that masquer-

‘as people oi great power and
station. Or think oi a world

the Cold War was fought with
_ and missiles instead oi rhet-

izaid posturing. a world ravaged
nuclear war—-how would the he-

tl:_1.i's hind oi lutnre try to put
lit-E_!I'-tit lDg_e_t_heI again? Science
isian amazingly broad iietd.

the ALTEHHITT game lets you eit-
liplore yo_t1t oivn vision oi the future as

-wish.
. _ . _ _ __ ___ ___

f7."7:-i'- 1 -1-_'_;:'
" 1-1' ._ '_-.;_':.:': ri::-_ ._.__ _SS¥Lm-a.+=#;1 e—-=..__ _

Imagine a world in which a

It you think that you're ready to
plunge into imaginative futures.
then you'll tind that the At.'t't-.'tt!~t:'t"r'
game is the perfect vehicle lot your
journey. Bring your own vision, your
own style, your own experience to
the table. and get ready tor the time
oi your life.

WHAT I5
Ru|.|zP|_AY||\|s?
When you were young, you probably
played all kinds oi inaire-believe
games such as cops and robbers or
cowboys and lnclians. A roleplaying
game adds rules to a make-believe
game. Each player creates an imagi-
nary character and describes that
character in terms oi how strong,
how last, how tough. and how smart
he or she is.

Here's another way to look at it.
imagine that you're playing t: video
game. The hero of the game is a
hulking soldier trapped in a vvreckea'
space station with ct nasty ulir;-ii
monster. What can you mat-to your
video hero do? He can open doors,
clirnnladders. or jump to ledges as
you rrianipulate the control pad. You
make decisions about which way the
hero goes and which weapons he
uses. thus determining the course oi
the arlvertture.

I‘~lr,iw imagine that the video ltti-1-H}
has the ability to talk to the alien
monster. Maybe you cart have thr-
hero give the alien something so ho
can pass by without lighting, or you
can have hint bluff his way past. con-
vincing the creature tho: hr-'s sup-
posed to go to the i'eactor core. imag-
ine that the gr.tr1ir=.~ lets you try. say, or

do anythirig you can thin]-; oi 'l irate
thattslcltltrttnltiiil.ti=:tt*.'-es-1i.i i."-lizt-'-=-r
and his hero in a i'oleplrt'i.-"ituft rirrntv

in a 1't'L"l.E-]IIltZt‘i-'1t'11__'_| g<"i1v.s~. you -:.i=.i:1't
have a telrevisirin .-"tr <:or:'|piii»:~r s~t:1'r-er
to show you vt.-hers your ll! -tr; is
standing, which way it-re irrr-inii, ti-t
whats challeiiging him -::t Ili-.- tIt-;.I-
rnent. Instead, anrithr-".-r i;-'.-iyor
called the G-{'Il'I‘tE*t‘['irj:S.1E-.-1' E'Lt1'LE‘- rite
gcrn]-3. HE: or t_-.-ills yiiu '-.-'.'ltt[l lltt;
scene loot-ts like, v':itrrt'.-2 tnriiiitertzrzii
around the h-:—-ro, arid other pr-rti Iii-E't'|'
details. The Grirn-::ri1r_rs1iI-I dire-.=-rzts tit»
action according to the rt~e:ci:a‘.r..»1i:-- tin
players t't1ll1itEt.

Who Can Play?
Anyone who wants to r'~r.1:t pi-:1 y this
At.'i't.'ttt~t|'t'r g-rrrne, though the 1'E.'C-fIl't't
metided stariina ago is |[_].'1_“Jrt-;¢iil:iy

t- 3-. uor must Je the Lrrriits-tii:"i:+t._:-:. llt
rnlditiori to the Ganieniostei, 1.-'-?.~I|
need Cit least C_tt‘ti;r Ctlliifrl i_:-'5-:1yr;-: .2: -.1:-1
many astet1,i:»t1tyou'll lino that
gunie sessiciits writ}-’. .":rI—.~:t "-"-'lllt
groups oi four to so-: oth-1"-r uiiiyir-:'s.

Hnw [In You
Win?
Unlike other gains-s. roloiilrryiriii
games are-n't tiecessafly '.ItlI'H‘tttl wit;
ning and losing. ‘litre go-vii oi -:'t role
playing gaiiie session is to ~:.':'-.-=i!1- -1'
satisfying "gi"r:~tip st.~=ry." 'l'ii-"- IL}~"1:iii--
rraustcr it-;r|'t tittt to r.l-'--t'i.rr.tl lite lui-t|_n;=&-.
and the plc:y+.=1's~:t1"-.sri'tout to "lit--it"
each other. liiste-rid.thepl:'ry~?:is-11:11:
the Q-Jiliitltt-:lti|t'1.t-ill;-.'l t:tleii'1r.'.'1 to i-t:..i'-."<'|t'u'"-.=
the story atitl lit'|<'l =.i:.:t wt:-.":* |n:it-i.- -:1-4
to lite iir-;-to-;=s lit?-rat r..ittt;— ~".tr'i1.-'t=.-tilI.tt'e l-1'-
'.l1iE:1tEt~‘.i.
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in this way, roleplaying games
don't technically end. Each adventure
may come to a conclusion, and a
game session may run its course by
the end oi the evening, but you can
always come bacir to these heroes to
continue the story. It's iust like a tele-
vision show or movie sequels. l-in ad-
venture is a single episode or motion
picture, but the ongoing story—calletIl
a campaign—can continue for an en-
tire broadcast season or over the
course oi several subsequent movies.
Heroes grow and improve tram ad-
venture to adventure. gaining more
expertise and personal power as the
campaign unfolds.

Rnleplaging
Alternate
Tumurrnws
The li.|.'t't-:t=u~t|"rr game is a comprehen-
sive roleplaying game with a taun-
dation at core rules that can be used
in a variety at settings. Each oi
these settings is reterred to as an
alternate tomorrow. Your campaign
can revolve around heroes in a con-
temporary setting who battle terror-
ists, super-spies, and criminals oi
all descriptions. Cir you can set your
campaign SUD years in the luture,
allowing the heroes to explore the
galaxy in taster-than-light ships.
Both oi these settings and a dozen
more can be used tor an Atrssmrr
game, creating vastly ditlerent
alternate tomorrows to run adven-
tures in.

Haw Tl] Use
Tms Bonn
The ttirssmrr G-amernaster Guide is
designed speciiically tor Game-
masters, providing rules and advice
on running game sessions and creat-
ing ongoing fi.1.1'Ei=tt~tI‘t"i" campaigns.
You need the .Pr.t.TEltt~lIT‘t Play-erh Hand-
boolr in order to have the complete
rules package.

Getting Started
Start with Chapter .l.' Fast-Play Rules
in the Players Hanclboolr. After you
read the last-play rules tor heroes.
come bacir to this book and read the
corresponding chapter tor Game-
masters. It provides an overview at
the Gamernaster's role and presents
a short adventure that introduces

you and your players to the l-\t.TEFtttrt'r
game.

Then . . ..
After Chapter l, both books go into
more detail and add more rules to
build a complete roleplcrying game.
Remember, you only need to use the
rules you and your players want. ll
detail and systems are what you
like, it's in here. It you think that too
many rules get in the way at role-
playing. use just what you're com-
tortable with.

The early chapters oi the Game-
rnaster Guide mirror their counter-
parts in the Playerh H'andboolc—-
covering the same topics, but look-
ing at those topics from the Game-
master's perspective.

Chapter 2: Hero Creation goes be-
yond the scope at its counterpart in
the Player's Handbook, providing you
with alternate ways oi defining the
heroes who will start their adventur-
ing careers in your campaign. You'll
also get an overview oi how to de-
sign an alien species. which you can
use to inject variety and uniqueness
into your game.

Chapter 3: Gamemasters in Action
is the longest chapter in this book.
Most at its pages are devoted to a
discussion at all the rules you'll need
to run combat scenes. This is the part
oi the book you'll reier to most olten
during a game session.

Chapter 4: Skills and Chapter 5:
Ferlrs 8: Flaws expand upon those
chapters in the Players Handbook
with tips to help you lrnow what to
do when a particular skill, perk, or
llaw comes into play.

Chapter ii: Supporting Cast covers
how to populate your campaign set-
ting by creating all the characters—
ranging tram the smallest "bit
players" to the most iormidable
archvillains—that your players’ he-
roes will come into contact with dur-
ing their adventures. To create a
particular type at character quickly.
you can use the supporting character
templates provided at the end at this
chapter.

Chapter F: Attributes goes into de-
tail about the relationships that can
exist between heroes and other char-
acters in a campaign setting. What
can contacts and allegiances do tor
a hero, and how does a character's
social status altect his ability to suc-
ceed in dealings with the world
around him? Answers to these ques-
tions and more are in this chapter.

Chapter B: Achievements tallrs
about ways you can control the pace
at which heroes advance in power as
your campaign runs its course. and
gives advice on what you can do
when your heroes have become so
poweriul that it's ditticult to come up
with new ways to challenge them.

Chapter 5: Running the Game dis-
cusses the basics oi how to prepare
lor and how to moderate a game ses-
sion. You'll learn about techniques
you can use to malre the roleplaying
game experience exciting and tullill-
ing tor your players as well as tor
yourselt.

Chapter ltl: Vehicles is another
"expansion" chapter. building on
what the Players Handbook has to
say about using vehicles and run-
ning scenes that involve combat be-
tween vehicles. ‘t'ou'll read about
special equipment that you can
make available to your heroes so
they can add armor, weapons, and
other gear to the basic vehicle types
described in the Players Handbook.

Chapter ll: Spaceships is a com-
plete set at rules for designing diller-
ent spacecralt. In a science iiction
setting. it's likely that there are as
many ditterent kinds oi spaceships
as there are ditlerent kinds oi auto-
mobiles in our real world. The inter-
rnation here will enable you and
your players to create any type oi
spacegoing vessel you can imagine.

Chapter I2: Alien Artifacts adds
an element at mystery to your game.
it you use this rule system, your he-
roes will be able to acquire strange
pieces oi technology that provide
them with awesome powers, while at



tlir: sonic time sadrlliiig tiierii with
rlisadvaritages or hindrancos that
serve as i:.i trr.ida-r:-ii iar -;'ll1t'l!'lli{IC['5
warulai-ltil bc.-iielits.

Chapter llil Ctiiiryirrigri llirsiirri is
the start at ri st-rt':1ir:-ri rii this bool-r t'lF!-
voted ta lit-ilpiiig yr;-tr t_T]"t'§!tI_'lit';'! yr_'i'_ir ovrri
ilitftgltittry Lttii‘-iterse. 't"au’ll start liy
iii-ziiririg some basic rlocisions about
w':".ct type oi sciaiica lictioii setting
you want to develop, and what ll'ttl-
"groundi'ules"oitliritse1tiiig LITE.

Cliiipte-r‘ lit: Crirripaigri F.rchrtec-
l|Jl'f-3' is the riei-rt step on tire patli.
where you'll use t_'ll{ll'it-ilII1'ttI.'ll['Il'tIlIE-":."TilCI
design the stars and plariets oi your
c-:'r:np-aign setting as well as the indi-
viriual nations and civiiixritia-ris that
exist on each world.

Cliaptar l.‘i.' iidveritriie Llesrgri
arlrls the linal la-val oi detail lo yriur
crrriipaigii setting. Tou'll learri about
the essential aienients that any goarl
odvcntuia tiiusl cairtrriri, aiiri litiw ta
put those elarocnts together in a
iiuiiiber oi dillaraiit ways to lrisiiiaii
situations and storias that will chai-
lerigo and i-entertain your players.

Chirp-tar lli." Optional ltules is part-
ly an extaiisiori oi Chirpti;-rs 13, l=-i,
and 15 iii tlia F'layar's l-lariclbool-:, oi-
ieiirig tips on how to handle psian-
ics, riiutaiits, arirl ILI‘y"l't-t_1l'llt;?|l'l.'$ in your
game- it a'.s-ii goes oii to iiitroduce an
c-ritiicly new oi optional i'iiles-
lfll'iiS-lial'l lat Hi-'i[_it1t?ltll t;ilir;uj*t:§."i, [[ yr_u_i
watil to plriy in ri lt'Il'tlEtS-lit" srjieiice
lir:tii_iritii1iverse wiiere i:irarr':r:iar's
iiovo magical or saprer'rii:-roir: abiii
ties, the Fill 5i‘y'i':ilt-tlitl is tar you

Clrriptar ll‘: Creatures lir i'5tlii"ri:.-i
r-riiznds out the teatures oi yr:-iii sci-
ence lictiaii st.-tiiiig by giving yai".
gaiiii: statistics tor rieai iy titres-
ric-ven r_iiilera|it types at tiiillll-[ll arirl
t'.ai-so-noilrial -Ill‘tllTt[1lE—'..

l"ltiE1ll1f,lCIl'll‘tl?!l‘HI?*ll£'lllt'.il tiirisiis iii
you who are also playr";-is at rhiz-
Fiiririr-1~.'."| :1 = Di I i~rai:oii:: Er lfiiiru ".-" 1N:-1'
goiiio. we've provided rr :-.lioi"i ripiii-:i-
|'llli 'i'.'ill'l rules tor coiivsiticg .-"il'."tirt"J'
r.'iiurr.1cters into i""i|.|t Hrtt |"r' iii,--riii-_~s.

Tables and
5iI:IEI:|ar5
|Tt ttdlllltiori to ragii|r_ir1r-_iirt, t]'1ir;.]3r_ii_'ii-1
ittcluiir-is two other types oi irilar:rirr-
Iicii: tables and sideir-rirs.

Tables, most oi which arc niade
uppiiiiiririly oi niinibers, |3'tCi"."lti|i-.1 i:
lot oi statistics iii aii easy-ta-liiirl tar-
i1io|.r'1ilewoitlieiriblasiii this booi-r
Iilic ortos witli a "P" iii trorit oi lltl.-.'

“Pleasure lining business with gnu!"

trriila iiiiailiar iiisiaaci of a "CW1 also
appear in the Players l-la:ii'ltiooi:.
'l'iicy'ra i's'printi_'-d liare because
yairra likely to want to rater to tiiaiii
duriiig play.

ii sirir-1-iiriris ri pii?:r_1a oi tairi prints-d
an i_r blur; l_iacl-zgiourid, separate irorii
lire i'agLilr_t1' it-3:-ti tlirrt iuiis cr'it'.tiriii-:iiis-
ly tlira-ugiraut r-:ricl'. r_ri'i-rrptr-rr. Erin-ia iii-
la-riur.:tioii ili sidai.iai"s is associated
1-villi E:s]Jet1ls at tire rules lliLll pr_:i[.i up
in iiiriir.-r tiiriii -:irii- iilrirrrr. Er:-trio sirlo-
liu1"s prcsciit facts that aren't critical
to tlis iiiiss. but wiiicli we tiiirii-:
you'll ire iritr"-rr.-sir:-rlir1ri|iyvvrry.Sir|o-
lirirs ii:r-e also iisirri to rrialre iniorrna-
tiari easier to spot, so you don't liauo
to scari tirrr_iu-r___ili rerriiltir tairt to iinrl it
'['iir-"- siricbor in this introiiluctioii is an
sxiiiiiple at tiiis last type-

FINAL Wonns
r!'i |'_tll oi tld‘-i‘ir_'i'sI l-oi flu-: gtrittr-r tti wirrl-I,
[.!'ltjl'f|-‘I-‘I5 rinrl 'i:'rriaiaii".i'istoi's narirl to
tl'tll‘|t;!Tl!|l1I'E:l one tiiirig wliai tlia
Gains-nii:rsti=:-1' says goes. Soriietiiiias
yairirrb griiiii_r tri ]'llI]'v"l.-_i'l'tI_Ilii'||t.;."|'Fl]"E_1i{l
rulc or situation that iust isn't cov-
ered in t|u=.- liool-rs. '['liot’s wheri you
iirive tc- rritil-ti: tr rii;rr_:isir_i|‘|. '['i_'y to be

lair and coiisisterit, but the goal is to
get on witii the gaiiie i'riiir';l-rly- Hir-
plaiii your dacisioii. don". argue. and
l-reap the action goirig. Later. you coir
rlisciiss llio ruling and p-:_issii_i|y loll-:
about inairiiig roinor niodilicatioiis if
you tbiriir its vrairaiitad. But iii the
liiirlrllrr oi tiir:- grtrrii:-_ riilr: iri irivrir till
lost, iiiitniiitigt, and striiy,s1riry,striryI

PtE!I'tiIE*l11l'JE‘l'. a roleployiiig go t't1E!
isn't rrbriiit Lrsiriti r-rvary rulr-r Isl-i'.L]{Tll‘f
as its written- l‘.'s about h-riviriiji tun.
Use wliai you like iri the rules. iiial-to
u|.i riaw tines ii you ".-'i.'tl[il,lIt1lltll'tI.i'v'{-."
all, rirp-ply the Hl_li_t{!H rii Critiiiiirili
E-arise aiirl Story to yGlt1't__]'{tl11E.ll
sotriatliirig rtit.1lr.a~s 1'-;i'.~rtsi.r to you, lllIE.'lI1
jiist clarrlrrro that iron‘. now on 1lirr1's.
the way it worlrs iri your goiiir-. lirid it
s-orric-tliiiig llllll-t_.]l1lltJll{_t]J].JLclllLJl lite
siriry or [_'[Ifl‘i.i’-l?]",ltt:[t'r to rirlvriiicri, driri't
let the rules dictate agrririst your
jtirigriieiit. 'i'til~ta v.'iit.1t's prrrsreritetl
hart-i, rrciijipt it, |'r'|r_iirai1 wrirl-r lrir yruir
group arid your playing style, arid
jtti-ti iirrve liirii 'l'iirit's wiirrt roii'-play-
trig is all about.

if you're ready to start. turri the
page anri begin with the First-i-‘lay
rulesl

ilillilliflflillillP
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MASTER?
rrpter ef the Gerneniesterch
presides en evertriew ef the

ernesterir rele in en Jit.t'I-3Hl~I'I't“|""
fiqlne. It Centeine e shert edtrentu re
t§§tt_}‘nn'cnn use tn iritreduce yenr

te the genie end lcrniilierise

neg sessien
"]ieursel'f with rriederetine e releplete

-I bzwhet dees II ‘G-eniernester de? Be~
lieelfy. he presents edventnres tet
the pl-e1rers te run their herees
threugh, end ects es the medereter
efthe rules. In this chepter, 5|-ee‘li
find en intreductien te the Atrrsshrrr
genie thet can get yen eff te e geed

t fer 1-eurfirst gerne sessien.

Rule
Bf the
EiIl'l‘lEIIIB5‘I:EI'
ilsthe Gernernester, yen heirs n

ef jeles te hendle during end
genie sessiens. Unlike ether

ef gernes thet he-re strict rnies
end dent with limited situetiens, e
reieptetring genie such es the
lt't.r1:sr-zn'r gems is es wide epen es
the pinyers' imeginetiens. Fer this

1. the presence et rr genie med-
teect es referee, stery design-

lh end nerreter is essentiel.
The ]JlEIjFE'rIBiItfeI't1Ci with eech

ether end the-genie envireninenl
the ectiene ef their cherec-

ire, the herees- The Gnrnernester
eech scene, directs the ec-

end pleys the reies ef the sup-
-jbrfing cest members-—-viiieins,

ellies. end eirtres whe inhehit the
cempeign wertd-

Heweirer. the Genieinester isn’t
eenipeting rrgeinst the p-letters.
When the Gernernester end the piny-
ers get tegether te teil e fun end err-
citing grenp slery, evenghedy wins.
Thet's the pewer end eppee] et rete-
ptegring.

KEY lIu1\||:E|=-T5
Let's tel-re e ieetr et serne ef the key
cencepts behind medereting the
e|.rs|=.hn"r genie.

IF G-ememesterr The pcrrticipent in
the genie whe ects es the rnedereler.
nerreting crdtrentures l‘.|II]'El. centrelling
cherectere whe ere inveltred in the
stery hut e1'en't under the direct cen-
trel ef the pfeyets.
I Here: An irneginery cherecter

cent relied ht-* e pleyer.
tr Supper-ting Cest: The ether

cherecters whe eppeer in even;
stery: friends, enemies, end inciden-
tel cherecters whern the herees in-
terect with. Members ef lhe
snpperting cest ere centrelled by the
Gernemester.

F Setting: The irrieginery cenlertt
end environment within which the
herees interect with situetiens.

F Adventure: A scenerie in which
the herees inlerect te creete e greup
BiEll"_'f. is Gcrtnernester. yen present
en epening sitnetien er scene [celled
the "trigger"I'. The rest ef the £Idt1'en-
lure unfelcls threugh the ecliens ef
the herees {es dicteted he their pie?-
erei end the niederettien ef the
Genternester tihreugh stery events
end the supperting cesti.

F" Cernpefgn: Ft eentinuing series

-1'1? r

el Elt‘i‘IJetI‘1tL1!‘{1'_-5 lhqz rr_:|-gee [_r].:_=:-.- ir,=
single setting end f-tirriiscs -'IIi|| 1'1-
SEIIIIE t_]t'EJL.t|J ef l1i—;-tri:-est. Ii -gt-'r|'|'=t'--':':-::1|
cert hefinite.endit1:_:r"|f:e1r_[s l‘.'1-_J!':'-,
edveiitiires 'EIE'-IiE'-'l‘I_:_=FII1lt'1I';.-' 1-:: 1:.-ll 1=a-
ceniplete stcrry; er ii rt-::r1 t_:~=; :_:_;| -:_:|;
geing tele. pregressinr; li!~:- ts-J=.--' 1
sien er cernic heeh. :-it-=tiF=::

P Greup Stery: 11¢‘-fiiiit: r_'| |r1t_;=_1_ir|:
ster1_,=,s1_;ch es feun;-1 in e :i1=::';is-c-1"-.
bee]-t. feetures e se1 f_"IE'f;FiI][';£E1';i, arc.»
die, end ending, tr grruzp s.1*ir',-' i:-
rnere tI1"_|-"tiIL1'Ii‘tif;. 'I'li~;-r Gtnnenirh-;1~-1 t |
en eutli|1ethet}'1Ie'.'ides til ;--+.-r|-..-=: --
enceunters end events, -12:1:-i rs
pessihle weys the edveiiturri-.= f.".1t|.l1-
end. The Cii1'I|'11I.I1't'ii'I'-tI'fId]]lE!;:? itti-F]! 1i.--
greup—the ]Jl|1‘I,'et':~'- t'tiiff|-::-1I'ItIi-_-
rnester—=.-rhe ITiEiI'-T'I']T"iiti-1-3Tf]1':'f.'-1'-III.-3|
ef the stery end its ::tl.lf|:'f_F'ff]t' iiittuitr |
the interectien ef t:u=.-ii iiirirqgin-::1_t-=
chereclers- in e grenp Fift'.3t":.-', nr-
Ilet er-'er: the Gerne111|;:stei- .-t|;~:.==.~.':;
enectly'hew11ewite1] '-.-'i-'!llr'1iIi

Ir Geme Sessien: Ctrm -"I ii-'t‘.:r--2
peried EJf§I]CI[1'tE!]I+iIIt‘;.-'IEfi1]'t‘t-'5- -,~.-;|| 1;
yen gether greet frienrts ft] pi-::-3: "-it
A1.Tt".HHIT‘f gftttie. St'Jl'|'|-':' |:~'l"-»=--nt|.:--
cen he cernpletecl in e si1ig-r=-
sien; ethers might !!'-[[|Lit-I. :-"I-1:-.'.r-'2!
SE5-SiL}IIfiif]II';'fIL?f]tit?1ItL="i‘.1!-it:'.-[':



Si-L
I-I-I
g‘

1'
CC
D1
'1
Q=1-
h
ll/'3
Z:
L

lll

Pnsssmrlms
AN Anvsmrune
A relepleying geme's ectien telres
plece in en edventure. Within its
structure. the perticipents creete the
greup stery. The Gemernestefs rele
in the edventure centers ereund
presenting end nerreting the stcry.
pertreying supperting cest mem-
bers. end meving the stery elcng et
e setisfying pece. Whether yeu use
published edventures {such es
Ceufdren Stetfen. presented et the
end ef this chepteri er yeu creete
yeur ewn epics. the Gememestefs
rele remeins the seme.

Narration
The herees cen't perferm hereic ec-
tiens er dering deeds in e vecuum.
They need te he invelved in e stery
during which they ect. reect. end
creete e fulfilling tele. ill stery cen-
sists cf e beginning. e middle. end
en end. end eech stery shenld be
filled with cenflicts end geels—in
ether werds. ebstecles fer the he-
rees te everceme end cbjectives fer
them tc echieve. It’s up te the Gems-
mester te heve the b-esics et e stery
reedy when the gems sessien gets
under wey.

Remember. theugh. thet the stery
will be cempleted by the greup—-
threugh the ectiens ef the herees
end their interectien with yeur sup-
perting cest. The herees pley en im-
pertent pert in determining hew e
stery tel-res shepe. end yeu sheuld
metre sure their decisiens pley e
pert in the precess.

Yeu must develep e besic plet fer
use e plet frem e published pred-
uct}. prevlde metivetiens end ebjec-
tives fer the herees. end heve en
exciting idse fer the ending. ft plet
requires eneugh beclrgreund meter-
iel se thet the stery feels litre it tits
the cempeign setting. Other ele-
ments thet melts e gecd besic plet
include e mejer entegenist {the vil-
leinl. the entegenist's neferieus
scheme. end metivetiens tn metre
the herees went te get invelved.
These elements ceme tegether in
the edvenlure’s epening scene-
celled the trigger.

The Ceuldren Stetien edventure
prevides en exemple ef hew these
elements werl-r tegether.

5u|:||:||:|rl:ing Cast
Eech ef the pleyers centrels ene here
et eny given time. The Gememester
centrels ell ether cherecters in the
edventure. The mest impertent sup-
perting cest member is the mcijer en-
tegenist. A ge-ed villeirt sets the
meed ef e stery end cen even metre
the herees mere memereble—ne ene
recells whe rcunded up the specs-
pert thugs. but everyene remembers
the he re-es whe teelr dewn Ceptein
Blecl-rster. the sceurge ef the Frentier!

Supperting cest members include
the mejer villein: his er her essent-
etes end hired hen-::ls: the eutherity
figures whe cemmend er empley the
herees: the infennents. witnesses.
end shep ewners the herees interect
with: end the velued friends. hire-
lings. end ellies reedy te help the
herees et e mement's netice. The
Gememester needs te be reedy te
run these cherecters es they ere
celled upen. er te imprevise es the
need erises.

It's impertent fer the Gememester
te give eech supperting cest mem-
ber—especielly mejer eppenents
end ellies—much the seme censider-
etien pleyers give their herees when
they creete them.

Seme supperting cest msmhers
shenld be fully develeped. with e
cemplete set et slrills end vitel geme
stetistics. Other cherecters. such es
miner eppenents. expert s. end hy-
stenders. need enly the sitill sceres
end stetistics thet might ceme inte
pley during e scene. Fer exemple.
give e cemmen thug e cembet sl-till
er twc. durebility retings. end e
weepen; give en expert just the slcill
sceres needed te use his expertise en
the here-es’ b-ehelf.

The best pert ebeut centrelling the
supperting cest is thet yeu get te cre-
ete ell lrinds ef persenelities during
the ceurse ef pl-ey. Hem it up. pley it
streight. er ge fer the dremetic—de-
pending en the mend ef the edven-
ture end the persenelity ei the
cherecter in questien.

ll yeu went. use e unique veice fer
eech cherecter by deing eccents le
French Ccmbet Spec. e fiussien Dip-
lemetl. empleying different styles ef
speech le termel-seunding Free
Agent. e Tech Op whe uses lets ef
sleng expressiensl. er giving cherec-
ters signeture phreses [such es en in-
ferment whe elweys speuts. "Whetetr-
er yeu sey. Bess. wheiever yeu sey"}.

Remember. yeu're net cempeting

egeinst the pleyersl If enything. the
herees shenld get e breelr new end
then just beceuse they're herees. E‘:-e.
be imper‘tiel—den't fever the sup-
perting cest ever the herees. Thet
just decreeses the ell—irnp-erterit fun
fecter fer everyene lnvelved.

Pacing
linether espect ef presenting en ed-
venture is the peeing ef the stery.
The stery sheuldn't ertiiicielly push
the herees tn meet seme schedule.
lnsteed. wetch hew the scenes pley
eut. When e scene sterts te dreg end
the fun fecter begins le fleg. thet’s
when yeu step in te give the scene e
beest. flew? By using the reseurces
el yeur dispesel—-meybe heve e sup-
perting cherecter shew up with seme
tip thet gives the herees e nudge in
the right directien. lf yeur pleyers
den't lrnew whet te de next end the
stery is in denger ef stelling. it's up
te yeu te give it new life.

lJen't creete en edventure eutline
thetfs se cemplete the herees cen't
metre eny decisiens witheut vielet-
ing yeur plet. Ste rt the edventure
with ectien. end heve lets ef ether
ectien idees reedy te insert inte the
flew es the gems sesslen pregresses.
Use cemh-et. chellenges. enceunters.
cenflict. tensien. humcr. end mystery
te lreep en edventure meving tewerd
its dremetic cenclusien.

The besic mle fer peeing is thet es
leng es the pleyers ere heving fun.
stey in the current scene. When the
ectien begs deem. then the Gems-
mester must help the peeing by get-
ting things meving egein.

Muderating
the Rules
Chepter l ef the Pleyerh Hendbeelr
gives yeu the besic fects eb-eut hew
the rltLt'EHN|'I't' gems werlrs. Thet's ell
yeu need te intre-duce yeur pleyers tc
the genie system end run the edven-
ture in this sectien. fn pley. it's up te
the Gm-semester te mederete the
geme sc thet everyene hes fun. pleys
teir. end is chellenged. Elf ell these.
the emphesis is elweys en fun. lf e
rule gets in the wey ef everyene's en-
jeyment. chenge it. Hut chenge it
censistently end efter censideretien.
Dcn‘t just chenge e rule fer the selre
ef chenge.

Finel decisiens ere elweys left te
the Gememester. Cen the herees
perferm e perticuler ectien? Gen



j--

they even try it? Thais up to you.
lttelre your decision based on the
need to keep the stery moving, your
interpretation of the rules. and
whether or net the action tits the
story end increases everyone's en-
joyment of the game. Be fair end im-
partial in your treatment of heroes
end supporting cherecters. Chal-
lenge the pleyers end their herees.
The pleyers went to see their heroes
tested. to experience the thrill of
competing against the edds end
coming out on top. Heroes do this
sort of thing ell the time! lust malre
sure the players have decisions to
metre end options to cheese from as
the edventure unfolds.

lf someone disagrees with a deci-
sion. call e time out end discuss it
with the group. You still get to make
the final cell. but yeu can reduce the
possibility of herd feelings if you
moderate the game fairly. The goal
is to tell a good group story end to
have fun. net to ebuse the heroes.

Sometimes the dice ere iust going
to fell the wrong wey. That's okay. But
you might want to give the pleyers e
hrealt new end then. After ell. it's no
fun fer a player to lose o here in ct
stupid end random way. Be lenient
when determining the difficulty of a
particular ectien. or change the re-
sult l:r-store revealing the outcome to
the pleyers. This sort of manipulation
is the Gememasterh prerogative. but
use it speringly—end always in the
interest ot keeping the story moving
end the fun factor high.

THE SETTING
The Gemernester determines the set-
ting ter his campaign. Depending on
the features of a particular setting
lsuch as technology. genre. end
scope}. certain portions of the rules—-
high-tech geer. psionics. and aliens.
lerinstance-—may or mey net be
used. For example. e space-opera
setting usually hes taster-then-light
spaceships. energy weapons. end
tens of nonstop action. A near-future
tschnothriller setting, however. has e
gritty. herd—edged feel. more familiar
technology. and only deals with the
problems of a single world.

in the Gamemaster Guide. the
process of creating settings is dis-
cussed in more detnil. The Cauldron
Elation edventure in this chapter
tclres place in e traditional space
rrpete setting.

USING
THE GAME
ME|:|1A|\|||:
The ALTEHHITY game is built around e
core mechanic that hes nearly uni-
verse] application- All heroic actions
in the game can be resolved by
rolling just two dice: a control die
end a situation die. A control die is
elweys a d2U; or situation die can be
e dd. dB. d8. dl2. or d20. Depending
on how herd or easy ct particular
task is. the result of the situation die
is added to or subtracted from the re-
sult ot the control die. as detailed in
the Chapter l: Fast-Play Rules in the
Players Handbook.

You can use the dice in varying
ways. though the mechanic is al-
ways the same: Hell two dice. trying
to achieve a number that's equal to
or less then e character's appropri-
ate score. ll the task is associated
with ct skill. then the skill score is
used. if it‘s a feet. then the associat-
ed Ability Score is used. In ell uses
of dice during a gems session—ex-
cept when rolling for damage—low
results ere better then high ones.

Use the mechanic to determine the
success of en etteck. using an appro-
priate combat skill: to overcome a
challenge. using a physical or men-

tal skill; or to determine the outcome
ol on encounter. using a Personality
sl-rill in conjunction with good role-
playing.

The Must
Important Rule
Not every action requires e dice roll.
Flepeat this sentence and apply it
often. When the herees attempt ner-
mal. everyday teslrs. they should ac-
complish them without consulting
the dice. in heroic situations. when
the outcome is in doubt and the re-
sult could rnean life or death. then
have the players roll dice.

Situatiun
[lie Steps
The best tool you have as the Game-
master is your ability to set the odds
of any given task. You can do this by
adding bonuses or penalties for
given situations end counting in the
appropriate direction on the Situa-
tion Die Steps Scale {presented in
Chapter l in the Players Handboolrl.
Or. if you're more inclined tewerd
quick resolutions. simply eyeball it:
select the modifier thet matches
hew difficult or easy you went the
task to be.

Slllltllllld"lSlllP-*
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Putting It lntu
Practice
What do you actually do with this in-
formation? That depends. Here are
examples of both methods in action.
Use either method ora cornhination
of the two. as you see tit.

Ir The Step-by-step Method: Mi-
chele’s hero. Iade. wants to talre a
shot at the villainous bounty hunter.
Iade has the pistol slrill. so she has a
hase situation die of +dfl. The hounty
hunter is 25 meters away from fade,
which is medium range {+1 step
penalty] for her weapon. and has
light cover t+l step penaltyl. ln addi-
tion. hecause lode is standing atop a
moving sky-cat. you declare that the
situation has a Good level of difficul-
ty {+2 stepsl. Ey counting out the
steps on the Situation Die Steps
Ecale. the -Gamemaster determines
that Iade has a final situation die of
+dl2. Michele rolls d2Et+d l2. hoping
to achieve o total that's equal to or
less than Iade's pistol score. lf she
succeeds. then Iade hits her target.
scoring either an Ordinary. Good. or
Amosi ng success.

I- Eyeh-ailing ft: Dave’s hero. lack
Everstar. needs to slip past the cus-
toms official. Since Everstar do-esn't
have the sneofr specialty skill. his
base situation die is +d-'-l. You decide
that the official is particularly vigi-
lant today. This makes the situation
Hard. causing Everstar to take a +2
step penalty. Dave rolls d2tl-1-dB. hop-
ing for a result equal to or less than
Everstar's Stealth sl-till score.

Action Hounds
Although actions in a phase are con-
sidered to occur simultaneously. you
don't want everyone rolling dice at
the same time. Instead. all charac-
ters who are entitled to an action in
the same phase should act in the
order of their action checlr scores-
highest score first- The results of
their actions tsuch as damagel are
applied at the end of the phase. thus
simulating simultaneous activity.

‘I Example: Iade. Everstar. and the
hounty hunter ffreet each achieve a
Good action checlr result. Their ac-
tion check scores are 12. ll]. and 15.
respectively. For ease of play. Kreet
acts first in the Good phase. followed
hy Iade. then Everstar. The results of
each character's action are applied
after everyone has acted. fairing oi-
feet in the Ctrdiriary phase. ff the

characters have actions remaining.
they go in the same order in the Dr-
dinary phase.

In the fast-play rules system. dam-
age comes in three types: stun.
wound. and mortal. If a character is
hit by an attack or some other dam-
age-causing condition. the degree of
success achieved by that attack de-
termines the type and amount of
damage suffered by a character.

Each of the character templates at
the end of the Chapter l oi the Ploy-
erh Handbook lists some examples
oi weapons and armor. and includes
their important statistics.

1' Example: ltreet fires his llmm
charge pistol at lode. He achieves a
Goo-d success against lode. The
damage range for a Good success
with that weapon is dE+2w. Since
llreet is a mernher oi the supporting
cast. you {as the Gamemasterl roll to
see how much damage ftfreet inflicts.
The most he can do is B points of
wound damage on a roll of E.

Eecnnclarg Damage
Serious. lasting injuries-mortal
damage and wound damage—cause
secondary damage to the character
who is injured. For every 2 points of
wound damage inflicted on a char-
acter, that character also suffers l
point of stun damage. For every 2
points of mortal damage a character
receives. that character also suffers l
point of wound damage and l point
of stun damage.

it Example: Iade returns tire with
her I lmm charge rifle and gets an
Amazing success against Kreet. The
damage range for on Amazing suc-
cess with her weapon is dE+lm.
Iade's player. Michele. rolls dil and
gets a result of 4. ilreet suffers 5
points of mortal damage t4 + l = El
plus secondary damage of 2 wounds
and 2 stuns.

Armnr
Characters can wear armor to pro-
tect them from the dangers of battle.
Armor can reduce the primary dam-
age a hero suffers-—hut armor has no
effect on secondary damage.

1 Example: Iade is wearing a CF
long coat when ftreet hits lode for B
wounds. That amount of damage
causes 4 points of secondary stun
damage. which Michele records on
Iade's character template immedi-

ately hecause armor doesn't stop
secondary damage. Now Michele
rolls to see how well Iade's armor
protected her hero from the wound
damage. The CF coat blocks d4+l
points at high impact {HT} damage.
Michele rolls st and gets a result of
3. for a total of -l tit + ll. so the numher
of wounds is reduced by 1!. Michele
rnarlrs off 4 wound ho:-res on Iade's
character template {E — 4 =- -ll.

Recovery
filter a character suf:iers damage. he
or she can get hack to full health in a
number of different ways:

It Wound damage. hut not mortal
damage. can heal naturally at a rate
of 2 wound points per week of rest
and recuperation.

F The K.nowledge—ff.rst aid spe-
cialty skill can heal stun damage on
conscious patients. negating 2. 3. or 4
points of stun damage depending on
the degree of success achieved on
the skill check ffirdinary. Good. or
Fimasingl.

First aid can also he used to re-
vive a character who was knocked
out due to stun damage. restoring l.
2. or 3 stun points depending on the
degree of success.

This skill can be used to heal
wound damage: any success restores
1 wound point.

Ir The Medical Science—treatrnent
specialty slrill can be used to heal
stun damage on conscious patients.
as per first aid ahove.

Medical Science—treatment can
also he used to revive a character
who was knocked out due to stun
damage. restoring 2. 3. or If stun
points depending on the degree of
suooess.

This skill can he used to heal
wound damage: any success restores
2 wound points.

I" The Medical Science—surgery
specialty slrill can b-e used to heal
wound damage and mortal damage;
a success restores l point of mortal
and 2 points of wound damage. This
skill can he used on a specific pa-
tient once every hour. ff a Critical
Failure occurs. the patient suffers 1
additional point of mortal damage.

F Any remaining stun damage
disappears at the end at a scene.
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This adventure uses the fast-play
rules to introduce Gamemasters and
players to the ."u.rs|.=nn'rr game. Elnly
the Ga memaster should read this
adventure before play begins. lt
players read the adventure before
their heroes get to participate in it.
they'll ruin the furl of being surprised
and spoil the group storytelling ex-
perience for everyone.

its the Gaiuemaster. it's your job to
read through this adventure and be-
corne familiar with the basic plot
and mood of the story. When you're
ready. let the players choose heroes
from those in Chapter l: Fast-Play
Rules or create their own heroes
using the complete rules in Chapter
2in the Players Handbook. Encour-
age the players to assemble a bal-
anced group of heroes. with at least
one representative from each of the
professions. The heroes will need
brains. brawn. and negotiating skills
to survive the challenges of Caul-
dron Station.

Background
This adventure takes place in a far-
future. space-opera setting. The he-
rues have access to a number of
high-tech tools that don't exist in the
current day and age. In addition. the
tone is heroic. larger than life. and
fits in neatly with your favorite sci-
ence fiction film epic.

Cauldron Station is a mining out-
post on the isolated planet known as
Cauldron. The name fits the world
very well. Cauldron is literally a
hellish place. as it orbits exceeding-
ly close to its star and has a high vol-
ume of volcanic activity. Even in the
relative coolness of a giant canyon.
Cauldron Station endures tempera-
tures of Still“ C during the heat of the
day. Through the wonders of iar-fu-
ture technology. the mining outpost
protects its workers from the deadly
environment. allowing them to reap
the profits their processed ores bring
on the open market.

The station is a self-sustaining. to-
tally enclosed system that holds a
comfortable environment within its
insulated walls and pressure domes.
lt keeps the heat and toxic atmos-
phere out. using the same technolo-

gy that allows Lhis future civilisation
to explore and travel the star lanes.
Even the mines are protected so that
the workers can labor safely; the
mine shafts are drilled beneath the
protection of great pressure domes.

The heroes come to Cauldron in
their Lrader-class starship. the Nebu-
la Bounty; for business purposes.
They have a shipment of 2-D comput-
er programs to sell to the outpost. in-
ctuding entertainment programs.
news and technical journals. and the
latest Grid interactives to cheer up
the recreation—starved miners. tn ad-
dition. they plan to fill their cargo
holds with processed ore. The con-
struction projects going on in other
nearby star systems are in desperate
need of quality ore—and they're will-
ing to pay extremely well for it.

Unfortunately. a few events com-
bine to make this particular mission
a tot more hazardous than usual.

Ir First. the region of Cauldron
housing the outpost is experiencing
a powerful magnetic storm. Commu-
nications into and out of the base
have been disrupted by the magnetic
activity. so the heroes must matte
their approach without any help
from the outpost traffic beacons.

Ir Second. the storm plays havoc
with the ship's sensors. so the vessel
posses through a spume of molten
molybdenum expelled by one of the
planet's many active volcanoes. This
superheated liquid metal clogs the
ship's tachyon intakes. While this
doesn't hinder the ship's normal per-
formance. it does make it impossible
for the vessel to star'fall—-to travel at
faster-thatt—light speed.
I Third. the outpost has its own

problem. Two creatures native to
Cauldrou's environs have invaded
the outpost. knocking out power and
killing a significant number aimin-
ers. Because of the disruption in
communications. the heroes don't
know about this problem ahead of
time. They'll discover it as they ex-
plore the station.

Recent Events
What’s been happening within Coul-
dron Station? The miners extended a
shaft that opened into a lava flow

deep beneath the planet surface-
This shaft provided access to the out-
post far a pair of deadly nati ve crea-
tures that the miners have dubbed
"moltenoids." The moltenoids invad-
ed the mining dome four days ago.
Twelve miners were killed before the
survivors managed to contain the
creatures within the mining dome by
sealing the airlock doors leading to
the dorne.

The creatures killed not out of ma-
liciousness. to acquire toad. or to
protect themselves. but just as a
byproduct of their alien physiology
lsee "The Supporting Cast“ on page
l5 of this chapter}. The miners theo-
raed that. since these creatures live
in extremely hot conditions. lowering
the temperature inside the mining
dome would drive the beasts back
into the shaft. which could then be
sealed.

Instead of returning to the shaft.
however. the beasts created a differ-
ent exit. The moltenoids melted a
path through an emergency closet
and into the conduit vents within the
station's insulated walls. From these
conduits. the creatures gained al-
most total access to the outpost.

More deaths and many injuries
followed. The station administrator
and the security officer eventually
decided to seal off this wing of the
outpost from the rest of the station.
That was two days ago. About a day
later. one of the creatures reached
the power reactor and shorted out
most of the station. Now. with total
life support collapse set to occur in
six hours. the station is on the verge
of death—as are all the miners and
station personnel trapped within.

Adventure
[lutline
Cauldron Station presents three ob-
stacles that the heroes must over-
come: the damage to their ship. the
station's power outage. and the in-
vading creatures. The action is bro-
ken down into an opening trigger
and three scenes. as well as addi-
tional events based on the map {see
page l'.T" of this chapterl that can be
used or ignored as you see fit.

lltlflllfld"lSllfP—*
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Ir Trigger: The adventure begins
after the heroes land on Cauldron
and enter the airlock that leads into
the station. Three guards. led by sta-
tion securily officer Eirrden. set on
ambush for the heroes. They see the
heroes as unknown invaders. per-
haps pirates or smugglers seeking to
profit during the station's current cri-
sis. The opening scene of the adven-
ture definitely has the potential to
become a combat scene. although
the heroes can negotiate with ]lirr-
den if they are so inclined {turning it
into an encounter scene}.

Ir Encounter Scene: Station fid-
ministrator Crowell has gathered the
other survivors in the ore storage
bay. With the temperature rising and
the air getting less breathable with
every passing hour. Crowell and his
lot are getting closer and closer to
panic. They have no surviving tech-
nicians. no one with any hope of re-
pairing the life support system. They
do have something the moltenoids
want. however. which the heroes can
use in various ways if they are so in-
clined. The problem is. Crowell and
his band refuse to open the storage
bay airlock. The heroes will have to
enter by force or—the preferred
method—negotiate until Crowell is
talked back to his senses.

Ir Combat Scene: Two moltenoids
are loose in the facility. filo matter
how friendly the heroes might want
to be. the only viable way to deal
with these creatures is either to de-
stroy them or otherwise render them
helpless so they can be removed
from the station without further harm
hefolling the miners. One of the
creatures must be forcibly removed
from the lair it has established in the
engineering center before power can
be restored to the station. The other
creature roams through the wing, in-
flicting damage simply due to the
heat of its passage. The heroes
might decide to hunt the beast or set
traps for it {possibly using the mater-
ial provided by Crowell from the ore
bayh

Ir Challenge Scene: It is critically
important to get the life support sys-
tem back on line. To do this. the be-
roes must remove the resident
n-rottenold from the engineering cen-
ter. repair the damaged power gen-
erator. and enter the conduits
beneath the station to reinitialize the
life support system. This requires a
combination of technical skills and

hands-on labor-—while possibly
keeping one or more of the creatures
at bay.

The Eupporting
East
The facing page contains essential
information about the four types of
supporting cast members that play a
part in this adventure: two unique
characters. Eirrden and Crowell; the
group of surviving miners. all con-
sidered identical for the sake of sim-
plicityz and the two moltenoids that
have entered the station. both de-
scribed with o single set of statistics.
'l'hese characters are controlled and
portrayed by the Gamemaster. Feel
free to expand upon their motiva-
tions and behavior as dictated by the
way the adventure unfolds.

The numbers in brackets follow-
ing some of a character's ftbility
Scores represent resistance modi-
fiers. ln the list of skills each charac-
ter possesses. the number in
brackets following a skill name is
the character's skill score—the dice
result needed to get an Ordinary
success. ff a character has o special-
ty skill. that skill name and the skill
score associated with it are printed
in italic type immediately after the
broad skill to which the specialty
skill is related.

The Station
Important locations within this wing
of Cauldron Station are depicted in
the map on page l'?. Hefer to that map
as you read the following informa-
tion. so you can familiarise yourself
with the environment. Don't show the
map to your players. unless they suc-
ceed in obtaining it by using one of
the station's computers {see the text in
the next column conceming area -fl.

Cauldron Station is in bad shape.
Since the power cutout. the tempera-
ture has risen to 32°C I[ltl2"'Fl and the
air has grown stale. in six hours. the
interior will heat to deadly tempera-
tures arid the atmosphere will turn
toxic. ff the power is restored before
the six hours expire. the station can
he saved. tlntil then. emergency
lights barely illuminate the facility
and the heat grows steadily worse.

Becau se of the poor environmen-
tal conditions. every hour characters
must make a successful Etarnina-~
endurance skill check to fend off

damage. If a character fails the
check or a Critical Failure occurs. he
suffers l or 2 points of stun damage.
respectively. Wearing an e-suit {see
belowl eliminates the need for such
checks.

fiirloclrs mast be opened manual-
ly. but no airlock can be opened it
another airlock connected to the
sa me area is already open. The air-
looks to areas T. B. and El have been
sealed. These seals can be removed
with the proper tools and an hour of
work. '[.t5u'ea E is the only one of these
places that the characters should
want to gain access to. and there's
another easier way to get in; see the
description below.l

Conduits containing wiring. vents.
and other machinery run beneath the
floors of the station and inside the
insulated walls. The moltenoids use
these conduits to travel throughout
the wing shown on the map. Note
that no conduits run beneath the
mining dome {area 9} or the storage
bay {area Eli. Only the insulated wall
provides secret access to these
areas. Characters can enter the con-
duits. but they can't travel through
them as easily as the moltenoids
can.

fvfost computer stations in the fa-
cility are inoperative due to the
power outage. Only computers in the
operations center tarea 4} and the en-
gineering center tarea El can he
used. thanks to emergency power
supplies in these rooms. Eirrden.
Crowell. or an operating computer
can tell the heroes about the state of
the facility and the impending time
limit.

Ir firea l: This access tunnel leads
from the landing pads. where the he-
roes have docked their starship. .-it
transport carries them from the pads
to the airlock. which must be opened
manually.

Ir Area 2: These four airlock cham-
bers protect the wing from possible
environment breaches.

F Area 3: This transport tunnel al-
lows the vehicles to service the stor-
age bay. the mining dome. and the
landing pads.

Ir flrea -I: Ease operations serves
as the command center of the sta-
tion- Using the ltInowledge—computer
operation skill. heroes can learn the
clrrrent condition of the station fUrdi-
nary successi. call up the schematics
tor repairing the power generator
and reinitialising the life support
system lGood successi. or access de-
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tails about the mining operation. in-
ventory. and a map of the station
{Amazing successl.

Ir flrea .5: This medical center con-
tains various medicol supplies. in-
cludirig six trauma packs. Using a
tro1.una pack provides a -2 bonus on
any l'lnowledge—f:'rsf aid skill check.
or a -2 bonus on arty Medical Sci-
ence skill check for the purpose of
healing damage. Each trauma pact:
can be used six times before its con-
tents become depleted.

Ir lit:-err E: The engineering center
contains the station's power genera-
tor. control computers. and access to
the tile support system located in the
conduits beneath this room. One
moltenoid has set up a lair in this
area by melting a hole into the wall
to the north ol the power generator.
I Area 2: The airlock leading into

this area has been sealed to protect
the living quarters of the station
from the creatures currently loose in
the mining wing.

F Frrea E: The ore storage bay con-
tains both raw and processed ore.
There are no conduits beneath the
floor of this area. Crowell and six
miners have commandeered this
area. sealing the airlock and fending
off frequent attacks by the molten-
oids. Cartons of what Crowell calls
"fire gold." mined from the some
shaft the creatures emerged from.
lure the moltenoids. since the mater-
ial is food they need to survive. ll
melted bole in the insulated wall. to
the south of the airlock. is the route
the creatures use to reach the stored
cartons.

P illrea 9: The mining dome pro-
vides laborers with protection from
the hostile environment. Shafts and
mining equipment are located all
around this area. The heroes should
not be concerned with entering this
area. unless they come up with o
way to get the moltenoids back into
the shaft they emerged from.

I- Emergency Closets: Marked "E"
on the map. each of these cabinets
when fully equipped contains four e-
suits. two trauma packs. and other
emergency supplies. The closet with-
in area E also contains components
needed to repair the power genera-
tor. This closet can only be opened
by using Crowell's security card. The
contents of many of the closets may
have already been used. at your dis-
cretion.

fin e-suit protects its wearer from
the adverse effects of the harsh envi-

ronment inside the station. providing
an air supply and insulation from
the heat. Characters wearing e-suits
don't need to check for stun damage
from the heat inside the station. If a
character wearing an e-suit suffers
wound or mortal damage from on at-
tack. the suit loses its ability to pro-
tect its wearer from heat.

Trigger Scene
'5.-Then the heroes enter area 2 on the
east side of the map to begin the ad-
venture. read the following to the
players:

lt's uncomfortably hot and the air
has a stale smell to it even after the
airlock cycles closed. Emergency
lighting provides the only source of
illumination. Four closets line the
chamber. and o second airlock leads
into the station. lilo one has arrived to
greet you. and the place has an
abandoned. dead feel to it.

Birrden and three rniners who
have been deputized into a security
detail wait in ambush in two of the
closets. one on each side of the chom-
ber. They are wearing e-suits. Hove
the heroes make action checks to
start the scene. They receive a +1 step
penalty because of the ambush.
Make one action check for the entire
security detail. using Bi::rden's action
check score.

Birrden thinks that the heroes are
pirates or smugglers infiltrating the
station. She has ordered the miners
to help her subdue the invaders.
using their clublike tools wh.ile she
wields her stutter pistol. lifter a
round of combat. the heroes can con-
vince her to stop fighting-—-if they put
down their weapons and surrender.
Otherwise. Sirrden fights until she is
defeated. The miners surrender as
soon as Birrden falls.

The trigger scene ends with the
heroes defeating or teaming up with
Eirrden. or with them being captured
by the security detail. if captured.
they can later explain who they are
and will then be recruited to help
save the station.

Encounter Scene
Birrden eventually explains that Ad-
ministrator Crowell and a handful of
miners have barricaded themselves
inside the ore storage bay. She'd like
the heroes to talk to Crowell and get
him to come out of hiding and help.
They need his security card to open

the closet in area E. This closet con-
tains the components necessory to
repair the power generator. Crowell
also knows where components are
stored that can be used to repair the
heroes’ ship.

If Birrden or arty of her security de-
tail aren't available to provide this
information. the heroes will have to
stumble upon the locked bay on their
own. The airlock leading to area E
shows signs of extreme darnage—
the alloy has been melted and
scarred by what seem to be claw
marks. but the material appears to
have been too tough to get through.
The wall to the north of the airlock is
another matter. Ft passage has been
melted into the insulated wall. and
something very hot has apparently
moved through the conduit. Melted
wires. scorched pipes. and other
signs of intense heat mark the walls
of the passage.

The heroes can meet up with
Crowell in one of three ways. lf Bia-
den convinces them to seek out
Crowell. she gives them the frequen-
cy of his comm gear. They can talk to
him via the comm device. if not. they
can try to get his attention by bang-
ing on the airlock. or they can use
the conduit tunnel to enter the bay.

Crowell has an llmrn charge pis-
tol that he isn't afraid to fire. He's
used it against the creatures. and
he'll use it on the heroes if they don't
calnr him down o:nd earn his trust.
He's paranoid. jealously protective of
the fire gold. and unwilling to part
with components to fix the heroes'
ship.

The heroes can bargain with
Crowell. or they can blall him into
assisting them. During negotiations.
the heroes must accumulate six suc-
cesses through their chosen form of
interaction to win Crowelt's trust.
flinch time o character attempts a
bargain or bluff skill check. an Ordi-
nary result counts as one success. a
Good result as two. and an Ftmazing
result as three successes. ff the char-
acter gets o Failure result. he must
start over.t Combine dice rolls with
roleplaying when running this
SCEIIE.

Or. they can simply decide to over-
power Orowell and his band. Each
miner has a clublike tool to use in
his or her defense. Hy the end of this
scene. the heroes should accomplish
the following things:

F Learn that the moltenoids are
attracted to the fire gold. iii large
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spate parts will be sttppll-erl to it-pair
tltetr ship- l'l'ft'_-' wort". turn tl1:_='.-to rivr;-1
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Eornhat Scene
The prima: y comlrrrt stir-mi-r -:_:-::r_:t_:rs in
the engilieerirtg 1'-rnini trzro.-:1 5]. tttli-are
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'l'l1~.- tire-r:t1:ro's lair is a but :-:--w
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|nsu|r.1t+.'-r;i 1.vr:l| tirzlt sttrlr;-u:nl:= ltl-'
stutir:.n':-; privy-.".-1 gt.’-ill:-rlt'llttl. 'l'l‘-.-- itt
tt.-:'|s-'.:- bout has d-;:|n-"lg-1--:l ='.T|I5tl'|jT|:'t-
t'|E.-tits within the gerieltltrir llltll tltttl-it
ls: |t'¢t:tr:t:t:rl llt'.'lII‘:t't'.- ririt.-vr-1 -rtrrn lir-
limuglit l.tttt.‘k on lit:-_-.. ll tl"|-"-.- ll!-_'l"._I'_'!'.;i
Iiorft litre the moltr-ooirl out lti satin":-
'.-.*-::y_1l:r.-y'l| l|r_11.-'t1t- tr: -_-ttl|_".r ll:-_= t_i|_1t':r_i1.'.-'
lulialtl-:1-tire r_:r1;-r|j:t11|:.-7., .-'5. 5t]t'_.t1'l_
mete:-'.virl.=tu|"t:1elr.:-j;-onsintriu

'2-by--t-meter chamber carved in the
insulated wall to the north of the
ge:ierato1'. The beast fights to defend
itself and its lair. using its sharp
claws and the heat oi its body.

The second creature can be used
to create suspense and build terror. it
can emerge from the dark station cor-
ridors or arise from within the melt
ed-out walls to hound, harry, and
atttrck the barrios. Ctr, they can decide
tohu|1‘.duwn the creature. dispens-
ing witli it before trying to restore
patvr-it to the slrrti-art. ll neither of
these events occurs. tl'1E-ll the creature
appears during the challenge
sct=.-no- -rrrlrfizig on element of combat
for some of the heroes to deal with
while the others work to fix the life
stlppart system.

Challenge Scene
tn the emf. this is the niost important
sr:e:i+.'- of the r:ctver1t1.1:"e. To save the
l!llltt"tl'l'i. ttfjrit-:t;: still '11: iltll-1 vvitnj as
well as those hart‘.-coded in the liv-
ing sectl-utti, the lit.-;-I'\ZtE!S must restore
pti1.'..'t':-: rrtiri t'i.'1'Itl"ttltt'Ill2tl the life sup-
port system. ll they have of;~tr.1int.':d
tire parts storecl in tl":s close: in area
t'jl.=rr1-rt Itttltltl-t_._jt_-ill tr: rxrll up tit.'?t'iE'II'tt'lllt'f

diagrams on one of the operatioriol
computers. the heroes can repair the
generator. This requires the Tecl1:t1-
cal Science skill. ll a hero is using
the juryrrg specialty or just the brood
skill. he or she must achieve eight
successes. If the repair specially
used. the number of successes need-
ed is reduced to six. tSee "lincounter
Scene" above for how to count up ttt_‘-
curnulated successes.)

When the proper t1Ll1IllJE§1'UlEittC-
cesses has been achieved. tho air
vents hiss and the lights come t_:-::<_-k
on.'l'hetempcra1ure negirrs to drop
slowly. The station sir‘.-'t_:r_fl

Aftermath
in tits lr-.ngt|1cf time it has l~;ll\lE'1‘l
tltstm to set things right rtl tire stu-
tion. the heroes trove turn:-ll tr:_~.r|| tn-
t:u<'_tors into <;'E'lC*lJt'll1t:'::1. 'l'|t=;-.y t'1r<-:-
pro-vitierl with all tl".r_- p-t_::ts tliey 1:1‘:-:==*.'t
to fix their strip, and they1ur:ygr'1-=m
their way soon thereafter.

Gr. pr_:rht_1[J:-'. your t__jrr.nt}': .-';t|;'i:y still
ltcrs tales ta 1;:-e tciltjl. ll you -:111r| your
players are having fun and you v.-out
tr; 't_2.'l-.'_ltj'I't_t_l tfufr t|t'f'..'rrr‘.tLtr'tF.- tlt Crrulrl1"on

L.

ltltltt|ld"lStl
r-r-|
it;/1

Station, keep on plrryirig :1:ttt see 1?
who: ho pnensi
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Scares play an impartrrnt
rel-e they term the basis tar strrit

Ire. and ccnsequently cerehat
pe asryerress. stealth and
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trerrri hy selecting skills at

they hrew their herees wiil
and by airertllug skills keyed T

herees iewer Fihiltty Scares _
exactly as a heres Ahihry

tell yeu ah-eut that character?
hie and is tictteu rte ens has
sheet tmtearl yeu tuclae
by the waythey leek the way

act. use the ease er ditiiculty
Inch they clhat with cthers.
Scares engineer yeur charac-

et game statistics inte
anal here that yeu:1
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1 represents the capability

plying physical pawer Same
with high Strength scares are
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the muscle they dc passe ss
Strength ten t gust a rueasure at a
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Dexteritg
Dexterity measures agility. retlexes,
hand-eye caarriinatian. balance.
tleetness at icat, elusiyeness. and
physical intuiticn. Heraes with high
Dexterity scares are-n't necessarily
acrahats ar_1uggIers—n1any herees
excei in enly cue er twa areas.

Meanwhile. clurnsiaess isn't an
autatnatic trait tar herees. with a law
Dexterity. Such herees er supperting
cast members rrtigltt just have a
lausy sense at balance ar a knack tar
tanriing badly. Similarly. they might

— -\..-
;:_.-_ .-_..__“ I

I1t1tl1EI‘ti"Et Ct gaacl eye tar Hlltt-Ultttt] -r‘:-I
tar carnpleting detailed wark.C='r1 tt1-.:-
ather hanri. a her-a with a gnarl Dex-
terity scare tsncls tr; he urr"rr":etr1t.
quick. and agile.

Dexterity is a prime .t'ihili1y5cc:"e
at the Free Agent pratsssitin. l1's aisc
crucial ta any character inyalyerl in
a gunfight. heca use rn-any at the
rnast uselul camh-at skills r1.-:r.- u
here's Dexterity scare. Even the mast
muscle-haund Carat":-at Spec neecis -:31
decent Dexterity in arriert-r'_itr1rr'gE.-t|.'rtE
enemy with a firearm.

Ennstitutinn
Canstitutian measrircs health, ri|_:|rr_r-
bility.tat1ghness,anr:l general grit-
Like Dexterity. this physical tIIlltilT1ttlt:"
isn't e-asy ta quantity. Try Erir":-l-rirrg at rt:
here's Caustituticn scare ancl askin-;._1
these questions: Hcw atten ciaes he
get sick? Haw tar caulri he jag ti-eicire
l'te'£l have ta slap and catch his
breath’? Haw easily class he shake all
injuries? A character with ct law
scare is weak in CIHE at ll'lF!'E|'t-.t arr-xrs

‘tau may tind it harcl ta tell the :_til-
lerence between Siren-_:;th anti Can
stitutian. Where dc-es c-rte Fthiiity
start and the ether step?" Canstittitimr
refers ta resistance ta physicai ar-
deais. Haw much punisltrnc-:11 r_'|_rrr ltt-*
take hetare his bacly iaiis l1irn?.5t
hera ar villain with. a high Streritttii
and a law Caristitrrtiatr ntrry l_it-.- Lilli tit
shape. a heavy EEi'1~Etl{E't', at lackiitg in
the ability la push itirttsr-ill tar the
best results- The reyarsr: ri-;=&sr:i LL1-:—.=s a
persan wilhaut great physicrrl-;h;1lt+;
whe rnakes an all-art ta keep hirnsc-It
in 5ht1'pE.- at mcrniirsstrt E,-tlttti-[ is-;:r1-:3 rs-
silierice in the lace at harrlship.

Canstitutian is critical ta any
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character. whether a hero or support-
ing cast member. since it directly
governs the amount of damage one
can withstand; stun, wound. fatigue.
and mortal ratings depend directly
on the Constitution score.

Intelligence
Intelligence measures key mental
characteristics such as raw reason-
ing power and breadth and extent of
education. An unbiased IO test, one
that didn't assume any educational
or cultural background. might mea-
sure reasoning power. Education is
routinely measured through a vari-
ety of examinations-

intelligence is a prime Ability
Score for Tech Ops. However. it is
useful for heroes of any career or
type. since it governs the number of
skills with which they begin play.

Will
Will represents mental fortitude,
faith. strength of character. will-
power. determination. discipline.
and intuition. lt measures how well a
hero reads the character oi others.
and it demonstrates how attuned a
hero is to his surroundings.

Will is the primary Ability Score oi
the optional ltllindwalker profession.

‘Will also serves as the basis for a
hero's Awareness skill. which allows
him to detect threats. read character.
and generally spot or avoid ugly sur-
prises in the course oi an adventure.
If the optional psionic powers de-
scribed under the llilindwallrer pro-
fession are used, Will represents the
first line oi defense against mental
influences and attacks.

Persunalitg
Personality measures charisma. ap-
pearance. leadership. and magnet-
ism. Physical beauty is only o small
portion oi a person's Personality
score; although looks are important
lor initial impressions, the way in
which a person expresses himself.
listens to others, and interacts with
society is far more influential.

Personality is the primary Ability
Score for Diplomat heroes. Personali-
ty scores also determine how many
last resort points a hero starts play
with. and how many last resort
points a hero can possess at any
given time.

Ability 5|:|:|re
Scale
if you're wondering just how unusual
characters with scores of 4 or 14 real-
ly are. take a look at the chart below.
It offers a mathematical overview of
Ability Scores and might help you
understand the implications of high
or low Ability F-cores.

Ability You're in
El-core Odds

4 l in ii-ti 13%-l
5 E in 35 l[E%l

lIl‘-llU'.‘l 5 in 3511
H 5 in 35 I.'l

3 in BE |tE%l
4 in 315 |[ll%]

4%]
Ei%l

ll] 5 in 35 114%]
ll 4in3E|,'ll%l
12 3 in 35 15%}

5%]13 2in3Ei '1
14 li.n3E'I3%l

the Top
lllU%
il'?%
51%
33%
'l'2%
53%
42%
23%
lT%
9%
3%

Odds refer to the chance of rolling
that exact Ability Score using the
2dE+2 method. {See page 22.}

'1-'ou're in the Top describes where
a hero's score tits in the general de-
mographics of the game universe. A
hero with an intelligence of 12 falls
in the top l'?% of the population.

The typical adult human charac-
ter averages El in each Ability Score.
This is a little less than the typical
hero character. who averages ll] in
each score. However, just like heroes.
supporting characters possess
strengths and weaknesses. For in-
stance, a low-class thug needs
Strength and Dexterity for winning
lights. but doesn't need intelligence
or Will for perfomiing technical or
managerial worlr. Consequently. the
thug's scares probably run some-
thing li.ke this:

STR ll DER lEt CON ll
INT’? ‘r'v'lL'? PERB

On the other hand. a supporting
character who works as a research
chemist requires very high mental
scores. His Ability Scores may read:

STR E DEX El OOH E5
INT 12 ‘\i'i"'lL 12 PER ii

Finally. not all characters are av-
erage; consider a young child such
as a level-headed E-year old. Gener-
ally. you won't need to know how
tough the child is in a light, but you
might need to know whether or not

the lad can stay out of trouble when
the villains attack. The child's stats
might look like this:

ETR 5 DEX El CON 5
[NT E WIL E PER '5'

Low mental stats don't necessarily
indicate that the child is dumb; it
just means that he doesn't have the
education or experience of an adult.
He might develop into an incredibly
intelligent adult in a few years.

Age
As intelligent species mature and
age, their physical and mental capa-
bilities change. Older members of
these species may slow down physi-
cally. but gain wisdom and life expe-
rience. lf you run a long-lived
campaign in which the heroes age
and change with the passage of
time. account for these changes by
modifying the characters‘ Ability
Scores. These modifications can't
allow characters to exceed species
minimums or maximums.

Adolescent: -1 STR. +1 DEX.
-1 t'l"lT. -1 WIL

‘Young Adult: No modifications
Mature: +1 INT. +1 PER
Middle-Aged: -1 DER, +1 INT.

+1 WIL
Old: -1 STR. -1 CON.

-1 DEX, +1 WIL.
+l PER

Ancient: -1 STR. -1 CON,
-1 DEX

ll-lost heroes begin play as young
adults. If your players see their char-
acters as unusually young or old,
you may allow them to apply the
adolescent or mature modifiers to
their Ability Scores.

How tong do characters live? Gen-
erally, as long as you want them to. If
you decide to monitor age closely in
your game. refer to TABLE G] : AGE
Clrasostss sr Sssctcs. The table
shows the baseline age breakpoints
tor heroes and supporting cast mem-
bers ol different Progress Levels. As
technology progresses. the lifespan
of each species increases. This simu-
lates the availability of medical
technology. nutritional and dietary
advances. and environmental in-
tegrity that work to slow or even re-
verse the aging process.

Table G1 uses the Earth-based
solar calendar to measure years. Not
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all species use the Earth standard to
ineasu re their age. Thus. a middle-
aged sesheyan might offer a differ-
ent number if asked his age. lf you
need to determine the maximum
lifespan of a hero or supporting cast
member. simply check the ancient
age category. roll the listed dice. and
add the result to the number given
for the old category. For example. the
Gamemaster wants to find out the
natural lifespan of G-ryldacb. a
weren mercenary in his Pf. 'i' cam-
paign. ]-le then rolls Ed l2 tgetting a
l.'3-ll and adds the score to 151 {for a
total ol 153 years. in this case]-

Few campaigns ever span a
length of time that a hero dies of old
age. However. a time-liopping ad-
venture rnight bring heroes face-to-
lace with younger or alder versions
of themselves. For that matter. the
time travel process itself might age
or rejuvenate the heroes- Relativity
can be a great excuse for advancing
the age of some heroes while the
story continues.

Finally. advanced medical tech-
nology or secret gerielic experiments
might reverse the aging process.
5ii|r:e heroes tend to blunder into sit-
uations like this fairly frequently.

you shouldn't feel as though you're
required to retire one of your players’
favorite heroes just because he's be-
come a bit long in the tooth. Airy-
thing can happen-

ABILITY
Scans
GENERATION
Determining the metho-cl by which
your players generate their heroes’
Ability Scores is an important deci-
sion. The following text gives you
several methods to choose from.

Assigned Abilitg
Scnres
The method described in Chapter 2:
Hero Creation in the Player}: Hand-
baolr details the preferred route for
creating new heroes. This method al-
lows a player to assign E-El points
among the various Ability Scares-
Yrru don't even have ta be preseril
when the player puts his character
togethei'—just review the hero sheet
once the player finishes selecting liis
profession. career. and skills.

The assigired score rneiirort has
the advantage of leveling the play-
ing iield. All heroes are created
equal. and every player has a lair
chance to irirliviclualixe Ability
Scores as desired.

Cliie tlownside of the assiguerl
score method is that it lends itself to
rnin."rrrar-ring. Mirrlrirrrxing is tlie pirrc
iicc at building a hero to grriir the
mast benefits from tho rules system
while iriirumiring i'lrr~'.advaritages
andvulnerab1lities.F'or example. a
player may set his Tecli Op hero's
Constitution score at ii because he
inlends to stay out of harm's way as
much as possible. You slroulrl expect
a little minlmaxiug, but when you
see every one at your players follow-
ing the sanre course. you might wont
ta suggest building a lr-r-=ttei'-bal-
aiiced party-

Randnrn Ahilitg
5|:nre5
Using this method, a player rolls
2dE+2 tor each at his hero's Ability
Scores-Olr:-:rir1"se.rarrrlom genera-
tion is, well. rando|n- It's possible
that a hero or villain rolled up this
way could bciva Ability Scores set at
5 or ti. oi he could get rr battery ol
Ability Scores at ll or higher-

Fortunately. you have a tool avail-
able far dealing with lreraes who pos-
sess scores that are too low for yriiir
campaign. A hero without airy Ability
Scares of i l til l1i-|___|l1i-31' r;t1|1|,'r_rl5i,;--.ji|iE

score of his choice to ll. Dlryiuirsly,
it's best for tlie hora to raise the low
est at lus or her Ability Scores.



If riorrc at the scores that are left
are it or better, tho player can l'1lllTl'|'J
aiiattier score oi his choice protru-
bly the st--cririri worst -to it- This
gurrriintr-res that the hero qualifies
for a prolessioii. and lliat the player
lias ri 'i-'tt.1lt-lt-"' cit-ara-::1r;-r for the game.
‘tau r:riri also use this rule to "povver
up" villains or other suppoi ting cast
iiienibers.

1-"lhril-iiliririt lierrnss that Ttt-ll riit as-
tornsliing set at Ability Scores? You
can tone down a Iiifl-tIl't'f{'Tlt!'! to r‘: level
appropriate for your campaign. Slin-
ply have your play-si's pi ii tie their
ch-:|i'actei's' Ability Scares until they
fall Litidei the ic-r'rsri-riable limits that
you desire. l"or exoiiiple, most plrry-
ers will i|ndei'staiir'l ii you lirriil their
hero to ti siiii_'_]li_: si:r_:ire of l"l. two
i-Icorrrs of lit anti three scores rill 12.

-ll Example: Cindi rolls a clirrrr'tr.:--
ter wilt: llir'-= frilfriwirirt sr_:ore:-;.: l-‘l. IE‘.
f-'_l. ll l2. lit. Tlir: Grif‘|‘|i'-.-titrrslei can
irsl: li-.:|" to i_:liaiig~';= oiie 13 to =1 l2 ttt
older to irieet the Ability Score inaxi
i:iuriis- ll Ciiiilis character had six
scores of l-i ti-in riiilil-rely roll, by tlie
wciyi lite 1:}-oiiierriristr-=r criiilrf riiaiiire
her to drop two to ll] and 1lt.1'[;'iEr to 12,

You can decide it players can
place randomly geiieirrted Aliility
Scores fl] airy riirir:-r, or if tlir-'-y artist
rissign the scores in the order they're
roiled. The r-idvaiitage to ai rririgiiig
the scores to the players lriste is that
the player can tailor his lier-o's abili-

ties to fit a specific profession. On
the other hand. requiring a player to
airrrnge the scares in the order he
rolls them can help a player rlecide
what kind of character to play when
he docsii't l-rnow wliai lie wants to
create

Alternate Methnd I
Triti raay have a player in your group
who knows that he vvritils to riin ri
Combat Specialist or -a Free Agent.
llsirig the inetliriirl detrrilerl on T.-*-.ti;.|-I
G2: Rrir~ii'tor-r Aiii|.irii;s ll'i' Piicii"i;ssiori. a
liero aiitoiiiatically begins with the
scar-::s trar_:essr1i'y to aiialify fora spe-
cific profession.

'l'liis method is also useful for
lauilrfiiig siippoitirig cliaiacters
guicl-rly- ff you don't want to spend
too iiiricb tiiiie fhiiil-ring about which
rzonilriiiolioii of Ability Scores will
provide you with tlie perfect villain
or supportiiig cast member. try
iolliiig the c|iaracter's Ability Scores
with this system. Species minimiiins
and inaxiinunis still apply.

Alternate Methud ll
Otlier players may want to create a
hero belonging to a specific species.
The dice gr-inertrfiriit system shown
on 'l'r~.iii.r. O3; lfAi"-flit-'1-['-1 A|iii.|ni:s tt‘:'
Ssiicli-IE-. guarantees a workable char-
actar of the ripprriprirrle species. lt
also ea-siires that the alien qualifies
for at least one profession.

Tori can Lise tliis systeiirtoge:ie1-
alo random cbarricters of llir-= r'r|'ipri':-
priate species. This system strongly
steers aliens lr-iwrirrl lfieii t-Er:-ip-.-'-r-five
archetypes weir"-.ii ulrtirist always
come out as Combat Specs. so
sheyrrns as Fri-—'e Ageiils. |'i‘.r==r"l‘.a|tl!—1
and t'sa as Ti:-ch Ups. ritid traifl as
Diplomats.

Alternate ttilethncl Ill
You may find that a 2dE~+.7’. roll is ltiri
unpredictable ltJ1' your tastes. but
you don't lil-re the way players slrirnp
on some Ability Scores win,-ii i|ssigri-
iiig their poiiits- in this rrtterri-:-rtivr-,
lieroes begin with base scares of fr iii
all sir-: Ability S-r_:r:-res. 'l'ln"- piayrri
their rolls '.t' six-sided rlice. The ]ilr:y-
er rr-diffs the result of i=.-rri.-li rlio to r-riiy
Ability Score lie vvisliris. l_"fIt'y'1-I'll-1
can't split a rlie result tlii.-y iuirst
i_rr_fr_f one wliole rftr-= roll to rjiiie score
though they r:an adrl riiu.lliplr'.- r.'f|r'-
rolls to a singlesr'i'.||+e.Fipr-i'ii-'~sti1i|i|-
nrurns rind rna:-riniuiri;-: apply.

This system rilliiws o |olr'ryr1.-r to
steer u cliaractci l=.iwarif s|'ir:i:it1i'
strengths and wei-rkiiessi'-:s without
rrssignirig oxr'rr:t iiuriibeis. ‘tori inr-iy
find this system useful, as it eiir"ibles
you to create villains arid siip]_iiri|iiii_;
cast rrieriilirers wfio possess r'feli|ii?!|'l
strengths and wcr.rl-tricssr-:s.

it Example: Bruce wants lt.it'tr':tl|I"
rr Combat Spec with lightning spr:r.:d.
He1'r_i1ls Trfb r_i|'ir_i i_:r_i:i1r_':s up ‘with 2. 2.
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2. 3. =1-. 5, end 5. in order to guelify es
e Contbet Spec, he needs ct Strength
ot ll end e Constitution of El. Bruce
else wents e high Dexterity. Here's
how he essigns the dice:

Strength: 5+*i+2=ll
Dexterity: 5 + 5 + 3 = l3
Constitution; 5 + 5 = lfl
Intelligence: 5 + E = '1"
Will: 5
Personelity: 5 + 2 = '3

Bruce chose not to ossign eny dice
to his Will score. end he doubled up
on the dice he nssigned to Strength
end Dexterity-

flther Building
Methulzls
While the method you cheose tor
genereting Ability Scores is one wey
to customise your cirrnpnign. heroes
eren't defined by Ability Scores
olone- The here's choice of profession
end the skills he cheeses ere eyery
hit es importent.

I-lere's enother wey to build e
chorncter: heye the pleyers pick the
skills they think the hero needs be-
tore essigrtirig e single Ability Score.
After the pleyers creete e peckege of
four or fiye breed skills thet define
their heroes‘ telents, you cen deter-
rnine which professions end Ability
Scores metch these skills. Assigning
Ability Scores is e simple process
once the pleyer knows whet his hero
should be good et-

For exemple. let's sey one of your
pleyers wents Modern Ftengecl
Weepons. l"-"lenipulelion- Acrobetics,
Deception, end Eteelth. He's thinking
of e super—spy of some kind. Since
four eut of his fiye breed skills rely
on Dexterity, he'll went e good Dex-
terity score. Seyerol of his skills ere
tied to the Free Agent profession.
This pleyer should consider creeting
e Free Agent cherecter end eirning
let the highest Dexterity possible.

Gemernesters interested in
edding new dimensions to their
pleyers' heroes or their supporting
cest members should see "Flt" in
Chepter J5: Glptienel Rules- The rules
there ellew more unusuel end more
powerful heroes to enter your cem-
peign.

IIlE5||st\||i\|s
New 5PE|:|E5
Science fiction centeins ntyriecls of
extreterrestriel ereetures. Some pess
for humen, rnoying unseen through
the circles of our own society. Uthers
ere precletory creelures ler stronger.
srnerter. or [ester then the most here-
ic humen pretegenists. A greet num-
ber seem to be little more then
humens in funny suits. creetures
whose crlien nppeerence rnesks en
ellegoricel illustretion of e perticu-
ler humen feult or yirtt1e-

Fleyers cen creete elien herees.
The five elien species presented in
the Floyers Hendhoelr ere not the
only extreterrestriel species open to
pleyers; they're simply ettemples of
elien reces eppropriete to e generel
science fiction setting. lf you den't
think these eliens fit ittto the type of
geme you went to run.you cen de-
clere one or ell of them off liinils to
your pleyers. Sintilerly, you cen de-
yelop entirely new species epprepri-
ete to the needs of your cempeign- or
you cen leeye the design of elien he-
roes to your pleyers’ irrieginetiens

\tllhat'5 an Alien?
Eech elien species possesses sever-
el ebilities end Iimitetiens thet dif-
ferentiete it from humenity. The first
oi these differences eppeers in the
Ability Scores of eech species- Due to
differences in physiology end eneto-
my, some elien cherecters cen ex-
ceed humen Ability meximurns. For
exemple, weren cherecters cert
reech tr Strength of 15, while treel
heroes cen possess Intelligence
sceres of 15- Hoth of these scores ex-
ceed the humen nteximum of lil-

Alien cherecters mey suffer limi-
trrtiens in other Ability nieximums to
compensete for this edyentcrge For
exemple, weren ere lerge end bulky.
end cen'tl1eye Dexterity sceres high-
er then ti-i.

Eince eliens tieye the some num-
ber of points to distribute es humens
do. they must meke secrifices to
reech extremely high scores in their
netiirel Abilities. Alien cherecters
exhibit superhumen ebility in one or
two erees, while hurnens heye de-
cent sceres in ell Abilities- lf you
went to pley e musclebound, gun-
teting scientist. you should creete e
humen Tech Op with lots of combet
skills; if you went to creete the best
scientist possible, nothing beets e
freel or mechelus here-

ln edditien to their higher Ability
Score ineximems, most elien cherec-
ters receive some significoint edven-
leges or benefits thet humen
cherecters cen't get: Freel begin
with psionic powers; weren cen in-
llict mortel demege in unermed corn-
het; t'se ere notnrelly errnered. To
compensete for these innote edven-
teges. eliens heye fewer skill points
with which to select breed end spe-
ciolty skills then hurnens of compe-
reble intelligence. This reinforces
the humen edyenteige-—hurnnns ere
generelists who tend to pick up lets
of skills.

Finelly, eech species possesses its
own innote skills. For instence, se-
sheyens begin ploy with the Acre-
botics breed skill- You cen ellow
pleyers to chenge these free breed
skills, or trede thern in for other
hroed skills, but esk the pleyer to
provide e good explenetien tor why
his hero doesn't fit the mold of his
species. Put sirnpty, why isn't this
hero representetiye of his or her
species?



F“

I P [uncle-|:|t
The creetion of new elien heroes pro
vides pleyers with e greeter veriety
of choices from which to build their
own cherecters. New species else
odd loyers oi deteil to your com-
peign end offer the poteritiel for new
storylines. Though not e complex un-
derteking. species generetion re-
quires imeginelion end e good deol
of common sense.

when designing e new hero
species. it's best to begin with e gen-
erol concept before moving to the
elien's Ability Scores. powers, end
other geme perticulers.

From time to time, e pleyer might
epprooch you ebout trying out e
brend-new species. There's no reo-
son you cen't ellow eny kind ol elien
you like into your cempeign. How-
ever, you should keep on eye on
gems belence end cherecter power
when introducing o new hero
species. If every pleyer in your geme
decides thet he wents to try creeting
e hero of the new species. then thet
elien might possess too rneny od-
venteges end too few weeknesses.
Even the most eltruistic pleyer hes o
herd time pessing up e cleer geme
edventege for the seke of relepley-
ing elone-

Work with the pleyer using the
guidelines for etien creetion de-
teiled below-

E F Fl:lr|'l'| and
Phgsiulngg
This cetegory concerns itself with
the onetomicel mekeup of e species.
whet does the elien look like? ls it
liurnenoid? Bipedel? Quedrupedel?
Does it hove erms, tentectes, clews,
or some other eppendeges? Whet is
its diet? Con it telk, or does it hove o
nonverbel method of communion-
tion? These ere importent questions
toeriswer es you creete the species-
Anything thet reletes to the elien's
enetomicel neture tells in this
cetegory-

Answering these questions mey
seem dounting ot first. But remem-
ber. you don't need to hove e xeno-
biologists understending of the
elien's enetom icel functions. lot
down some quick notes on those
cherecteristics thet define the new
species. These generol idees will
hove en impect on leter espects ol
its design—such es the elien's Abili-

ty E-cores. edventeges. disedven-
teges. end rnotivetions.

Form end physiology mey else ef-
fect the other cetegories such es his-
tory. culture. end psychology leter
during the ctlien's design. For ex-
omple. o species with telepethic
communicetion might not develop e
culture besed oround the written
word.

EI I» I-Iisturg
This celegory deels with the pest
events end importent experiences
thet helped to shope on elien's cher-
ecter. the elien's inter- end intre-
species reletionships. end its sleller
locetion or plenet of origin.

Pest events end historicel experi-
ences offer intriguing possibilities
for en elien's development. Revolu-
tions. neturel disesters, invesions.
scientific breekthroughs. "elien"
contect. end religious wers ere just e
few of the possible experiences thet
could influence the tormetion of n
new species. For exemple. e species
thet suffers cruelly et the hends of
inveders might develop into en eg-
gressive, werlike people. or they
rnight evidence e lerge emount of
covverdice or opethy in the fece of
eggressive behevior.

Another importent espect ole
species’ history is its reletionship to
others of its kind. es well es its rele-
lienship to other eliens. A stete of
consto-nt civil wer might ceuse oi
species to develop o high degree of
distrust. feer. or entipethy for other
members of its species- Un the other
heed. e species thet remeins decid-
edly neutrel throughout e system-
wide wer mey gein the trust of ell
involved plenets—th us peving the
wey for o species whose members
ere known for diplemecy. tect. end
skills et medietion-

Deteils ebout e species’ plenet of
origin tor leck thereotl cen provide
you with e definite blueprint for your
elien. A plenet known for its hostile
environment end deedly lloro end
leune mey engender o species
whose strength end swiftness is only
surpessed by its ebility to edept to
hersh conditions. Likewise. beings
roised on e porodise plenet might
eschew violence end eggression in
fever of more eltruistic endeevors.

Don't worry ebout creeting the en-
tire history of en elien civilisetion. A
few simple idees will give you
enottgh beclrground to creete the

type of elien you envision. Cltlier his-
toricel events end cempeign story-
lines mey form leter es your heroes
develop end interect with supporting
cest members ol the new species.

4 P Eulture
Culture includes e species‘ sociel in-
stitutions, governmentel structures.
end ertistic movements. es well es
its customs. mores, religious beliefs,
end lews. Whet type of cless struc-
ture exists within this species" soci-
ety? Whet type ol govern mentol
system does it use? Do members of
this species hove eny importent or
interesting toboos? Whot ebout
ertistic expression? These ere iust
some of the useful questions thet cert
essist you during this section of the
design process.

A species’ culture heevily influ-
ences, end is influenced by. its histo-
ry. lrt crddition, cullurrrl preferences
mey steer heroes ol this new species
into certein professions, or forbid he-
roes to underleke certein coreers.
For exemple. members of o species
with highly developed religious he-
liefs in pecifism might never choose
the Combet Spec profession-
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5 Ir Psgchulugg
Psychology denls with the wot lrl
vie‘-'-'tT:1|'t uitimote tl]]!t-[‘lE-=.-.'.-l t'rtr'!t
st.ict'ir-rs. Elsycltoleg y tttl liiencv-s how
lll-ttS|'tl.':"l"lrEtE-t.I-t-}t't?t'it1-"Ett:tllit"-'-.-'r__'|]ltt
rirouiid it_ ruzrl hew it pint-t-ssr-s thet
121+‘-to='-ption l"sycl|olngir~o| te1t=;t|-~nr:-tr.-s
cert t:‘.tltti=.-t‘|i'.'i1:-irnrt be-i1'tllttetrttt:tll"iy
|ltF:tlE!"-'E*lL‘rI.|1‘t‘tIf':t‘itLittitt-l['.t='I'r't|-:r.'t'ti]t|_||i':

I'tl't'Zl history in rrdrlition, on t':lie1r't-:
terrrt,ttow1t tritr-rrrtft!-4 1-yitlt the stir-
reunrling iiruvoise, piovrtlos ti s:n-rug
bests lei‘ its [_|sy-:1litili'|gtrttil tit|ll'.'|:}t{
At1o|i|=.-It's worldview t"t'tl't eitc--:-1 its
rriotlvettohs. rnirrol otiiibiites, t1I‘l[l,
less obviously, its nri'.=i'1iitr_1gcs tftltrl
-'.tisnttvnntITtgi_=s.

B I» Pliagahilitg
Atteryoifveflesh--rl-:1|iit set'1tr~r_|r-it-I-'-t
el idees ebout the new sper~it=-s_ you
should tnke ct r-‘lose In-ink i_11 its p]-.'1y|_'r-
lJ-tli|y- l-low ilrlete-sting, or |_H-15??-i'1l]lI“_]t:t
it for o pleyer to run n lu:-to ot this
species? An elien nurtle up entirely
of I: viscous liqiriil ht.-"-ld togetltt-| by
rltE-:‘.1r-tl powers ttttglil :-tor-rt:i like cm
intiirgnirig possibility. However. rl
this elien cen't inter-:ir't with its envi-
rorinir-rt! =|r -"o|tttt‘:titi|t:-:rte ll't1'I]1'y' wiry
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5hE‘5 armed. and it'5 danglernus

'vtt-"llllI..'-ll1t3'I lit-tt't.r-ett-I or E-L.t|;r[.'.ltlI'tll[t-!_]|'itt5-1|
trtt-irtilx-rs, pleyers '-.-vtll !-i|'r_1l_it.:t'ily es-
perienciv trustnitioir rind borerlom.
Atte: Llll, pltiyirtg-| tr btltely -:_t:1i1i|t:|tt.-
pile 'l"ll goo is only tilt‘: tilt so lrittg.

Tltete-'s only rrtr-ei1rri'i'l iltttd ttjist |'|_rlr_=
governing the ployi'rl':-ility ot new
ttiie-Its: They mttst I-;ttt1T|t'I'rlt'.*
grec of Intelligence. I-lnintelligent
elieitscerftti|ni"1innes herees-

[Jespite its lorrn or plrysielogy,i_1
new hero species must hove some
chorecteitstics thet meke it competi-
hie with humenity. lt must possess
tllo obilily to move irztli-|_reni_le|"it|y
orirl the t'o|'t:|tutle to survive i|1 envi-
tertrnertts thet hu1r.enityr:r:n teierr_rte-
lis body must iiiclutle limbs, tente-
-f.'l-*.s- or otltrj-I t'ritit|i|r|iliitive erigrrtis
lttr-rt -::t:n trike the plctce of litritrts lttttt
lnrmt,:i1s ttrertcctistornert tn- lt
sliottlt-lti't].1osst=rs:;r_r11y inntite pi",-1..vrit's
lttttt initke it superior to titty cerrr:r-iv-
e l'-'Il{'.' lt 1 t trio It clietectr-i.

7 P Ahilitg 5r:nr|e
Requirements
Tl-thet] o |:-tltiyet cierrtes e t_‘l1+It1't-|L'te-|
belonging to e new species, the first
thing to do is gerie:-:rti_- 1l1er_rl1r;-11's
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Ability 5:"-‘it'-I‘-it-:. Wltril ||iir‘|ir'|t|:nis or
tll'I_llIIlI'[lLl1ttELHllftttt-|'l you set"

l't'.'ttr.tp tit Tntticl llttit the [1-iJ]!t1|'ll
rtirtge ol Ability St.‘-1]-lt'§-I tot l|tttt‘II[:
ll-'-'*rries trills lit"-twr-r.-:1 -'-l ritrrl l-'l_ :'||tri
ttso the following 't'_t|.ltt'lFEttt'lt'rt-L.r""|lt~trt1t-A
with Abilities ttif|_-:|o1 ttr htrriitirts
ntiglit lii'tvt-'.- r|iii|r|it|;t:rs es l-"iv: rt:-' I-i
Uri tht-- o1l'|i_-I‘ lll'.ltlt'-l. r-t|ie:]t-: signifi-
cttritiy sttpelioi to l'|tt.tnt:|i|s ill ll intr-
ticuler Aliility rnny ltirve :1tr_rxini|.|nts
its ltiirh tis lli. lTt |'It'tt‘tiliet'i, spe-r-"res l['t
whit-rlr the I-re:-;t nit-'-rnhets will in-=vi=:-i
met-cl: the l_Jtft-Itllt]l‘tttIli:E1;]-||_[1I'l;tj!t'-.-'i;- i_t_;t
l"tl'1i|||yrniixirn|r|i1 set rtt '.-Ll or iii. E-|t:i
ilrrily, Ll the lee-st tiir-1iit'rer of the :11:-vv
species ]J|-‘it-it-;i—-ssi-is -grr:-irttii :1.i:iji|e;=5.
tl1+_'rrt tltrr li-rrst ]||_1tit:_|1is, |l;i;- rjrli-3-:1;=;'
ntinirnnm scores iiiigltt l-re b or

l-"or oxotttple, lttitll t_[|'t'_! tt;tt":lt:F:t‘tttI.'l|
t_'t'e|1|lt:|re:-; ll'ttIl f_?t‘1|t'l tiir-ttL‘l1 tire p|]ysi-
t_‘tIl iriprririlitics of w+'-ll-||iiinr—.il ini-
tttttlls. Here rjrrt: the Al:-ilily Streis-
fl_I'llllllll_l7l_|llilhl 'l]Il-[T Tl'l[T]i.lI"|'l|_llTll5 l-._}ll' III] lltllll

Itetoi
F‘ Sire‘-rtgtlr rl."t'l.' 'l'|i-;;- wn|.':l-rest trtitlitl

ltotnr.-.=1rr|tj-ii't tiny 'l.|'.'t_-'-t_tl{t_';| thrin the
weekest ltti11tt|t‘i:-2, tiuf ltlttll tr-:r|t'!
ti'it'ttt‘lt the trtiistrultrr rri".rl physicol Flt’-
veliipiiiriritritr|ltL1t‘|tt.trt1tigoorl
shope.



1.
I-

|.
u
n
1|

-1-
-
-

E-

fit
1
£13
,@._
-TIEI
1 I l

1:
I" 1

{ll
';"'__Z'
I.-_.:l._..:
i

2|]

F Dexterity dll l: tltgain. the least
agile fraal aren't any werse than the
least agile humans. but they can't
match the grace er reactien speed ef
many human characters.

Ir Censtitutien dllfl: The same is
true fer stamina. resistance ta dam-
age. and everall health. Even the
teughest fraal enly makes it slightly
abeve the human average.

Ir Intelligence SW5: There's ne
such thing as an inferier mind
ameng the fraal. Same fraal can
even exceed human capabilities.
while even the dirrrnrest fraal match-
es the human average.

Ir Will B'l'lE: lntuitien. reselve. and
understanding are the defining cha r-
acteristics ef the fraal race. The
weakest-willed fraal equals the av-
erage human. and many fraal pes-
sess significantly stranger wills than
humans.

Ir Persenaliiy 4.fl.5: The mast per-
senable and charismatic fraal are
slightly better than humans. Uther~
wise the lraal have a nermal varia-
tien that parallels the human range
ef Persenality.

Hny new alien herees that yeu er
yeur players create shenld stand en
equal feeling with the ether charac-
ters in t.he campaign. Give the new
alien species a tetal ef number ef
peints te distribute emeng their Abil-
ity Sceres equal te these given te
ether herees. In the typical cam-
paign. this tetal is Ell paints.

B P Innate Ekills
The finishing tench fer an alien is
the array ef free bread skills that de-
scribe its natural talents. What slrills
sheuld every here el that species
pessess? The answer depends upen
yeur cenceptien ef the new species.
ff yeu want te create an alien with-
eut physical farm. e species cem-
pesed entirely ef mental energy. then
yeu weuld mast lil-rely assign Intelli-
gence—based slrills. Likewise. a
super-streng species might receive
enly 5trength- and Dexterity-based
skills. Hemember ta assign free
bread skills with an eye tewerd
game balance. Fer example. it's un-
likely that a species weuld develep
enly the rnest expensive bread sl-rills.

Eee Chapter 2 in the Player's
Handbeelr fer examples ef free bread
skills fer aliens-

El I Advantages
While the special advantages pes-
sessed by an alien are the mast in-
teresting parl ef designing a new
species. they're alse the triclriest te
design. Ge-dlilre innate gifts that
allew a here ta emerge victerieus
easily speil the excitement ef the
game. Gamernasters must guard
against designing ever-pewered spe-
cial abilities er allewing such abili-
ties inte their campaign.

Here are seme examples ef spe-
cial advantages apprepriate tb an
alien here:

Ir firctien checlr benus it'sal'
Ir All-areund visien
Ir Armer ft'sal
Ir Cameuflege fwerenl
Ir Envirenmental capability; teler-

ates Class 2 er Class 3 enviranmenis
witheut aid

F Flight {sesheyan}
P Mental pewers ffraall
Ir Natural resistance te tempera-

ture extremes. radiatien. particular
energy ferrns. paisen. er disease

F Natural weapenry {weren}
P Peisen
Ir Hegeneratien; quickly recevers

frem weunds er frem maria] damage
witheut surgery er treatment

Ir Increased resistance rnedifier te
cne Ability Scere

F Skill benus fmechalus. t'sa]|
F Sprintinglpeuncing
1" Swimminglwater breathing
Ir Teughness iwerenl
F Unusual sense fsesheyan}

linether geed seurce fer special ad-
vantages is yeur faverite science fic-
tien er fantasy navel. er a published
ccmpendium at alien species.

II] I» Weaknesses
Balance pewerful advantages by as-
signing unusual weaknesses. such
as these:

F Lew Ability Scares
P Suffers increased damage frern

lew impact. high impact, er energy
eltacl-rs

Ir Fteduced senses {sesheyanl
Ir Hctien checlr penalty
Ir S1-rill penalty
F liutematic flaw iwerenl
Ir Can’! use certain types cf equip-

ment— armer. fer exam‘ple—due te
l:-ady farm. cultural tabee. er any
ether reasen yeu can imagine

PRlIlFE55l[ll\l5
AND lIAnssns
Pr here's prefessien serves ens majer
purpase: deliaitien. Cheesing a par-
ticular prafessien brings a here inte
fccus and identifies his er her rate in
the campaign. At the same time. the
cheice ef a prefessien deesn't neces-
sarily restrict a here te certain capa-
bilities er pewers. Anyene can
became an eutstanding warrier er
brilliant scientist—but herees whe
aren't Gemhat Specs er Tech Ups
will find that it's net as easy. By
defining e here's natural talents. e
prefessien determines what trinds ef
adventures. challenges. and enceun-
ters best suit the herees in yeur
game.

l_f a here's prefessien is a bread
definitien ef what he dees. his career
represents a mere specific definitien
ef whe he is. The career that a here
selects spealrs velumes abeut his
backgreund. his metheds and me-
tives. his wealth and equipment. and
his appreach te an adventure. There
are few rules canceming careers; a
here designed witheut reference ta
any career is every bit as capable as
a here built en a career blueprint.
Hewever. a career dees help a player
te envisien his here mere clearly and
understand hew that here will ap-
preach an adventure.

I-Iernes in
§|:||:ietg
Herees are uncemmen. but they're
net unique. Many ef the rrtest imper-
tant allies. empleyees. villains. and
supperting characters that herees in-
teract with pessess a prefessien and
experience level. Since player-run
herees are at the center ef actien in
yeur campaign. abeve-average sup-
perting cast members naturally
gravitate tewerd situatiens in which
they help er hinder the herees.

Peeple with unusual ability. tel-
ent. er drive naturally rise te the
upper levels—er the critical peei-
tiens—et their vecatien. in e 5El—per-
sen pelice department. feur ar five at
the highest-ranking efficers and ad-
ministraters are Diplemats. lltnether
twa er three individuals might be
Tech Ups: lerensics specialists and
criminelegists. The departrnenrs feur
er five best fighters might he Cem-
bat Specs. greuped inte a tactical
unit. Finally. twe er three cf the se-



nier detectives and investigaters
weuld werk as Free Agents. The ma-
iarlty ef the departntent's pe rs ennel
are nenprefessienals with skills in
Law. Security. Investigatien. interac-
tien. and ether areas.

Heraes aren't always the peeple in
charge. even if they are mere campe-
tent than their superiers. In fact.
pleyer herees sheuldn't expect
peeple ta deter te them just because
they've get a ptstel Tr‘ skill and the
nlthlessness te use it. Pesiticnal au-
therlty ceunts fer a let. and tram time
te time yeu might have te remind the
players that their herees rnust abide
by the rules tbeth written and un-
wrlttenl ef human seciety. A teugh
pelice detective whe igneres the pe-
litically appeinted cemmissiener
quickly finds hintsel_l suspended er
eut ef a jeb—-even theugh the detec-
tive is a level 5 Free Agent. while the
centrnissiener is a bumbling idiet
withc-ut any skills.

Here are seme guidelines fer the
rates that herees play in seciety:

[anrhat 5|:|er:s
While a special ferces unit such as
the Green E-erets er the l"-lavy Seals
might centain all Cembat Specs.
crest armed ferces include enly a
handful ef these herees. Naturally.
Cerahat Specs appear mere eften in
secieties where warfare. unrest. er
lawlessness ensure that vielence is
never tee far away. Pacifistic er cem-
placent secieties preduce very few
individuals whe study these skills.

Cenihat Specs may serve in the
military lmest as rniddle- er sealer-
ranking enlisted men and seme as
efficers}. in pelice ferces [as tactical
specialistsl. er as thugs er enferce rs
in criminal erganicatiens. Generally.
Cenrbat Specs den't lead treeps; se-
nier efficers are usually Dipleniats
vrha cheese Cembat Spec as their
sscendary prefessien.

Free Agents
tn many secieties. the Free Agent is
net in great demand. The skills a
Free Agent nermally acquires are
eften cencealed tram the public at
large: mast Free Agents live en the
edge ef the law. lltfest ei them thrive
en anenymily and censcieusly culti-
vate an ability te fade inte the
backgreund.

l'-flare than any ether here type.
Free Agents prefer te eperate alene
er as members ef small greups; they
den't functien well in a large. erge-
nised farce. Even theugh a gevern-
ment er megacerperatien may
empley Free Agents. these herees
werk best when given the treedem te
use their wits. instinct. and special
talents as they see fit.

Tech l]|:ls
This prefessien em braces twa relat-
ed character types: the tech user.
such as a pilet er a hacker. and the
tech maker. an engineer er a theeret-
ical scientist. Peeple whe werk with
technelegy are cemmen in medern er
advanced secieties.

with time. patience. and excep-
tienat perfernrance. a Tech Up can
rise te the highest technical er ad-
ministrative level ef his field. A
skilled hacker may became a vice
president ef cemputer eperatiens.
while a sharp scientist ceutd eventu-
ally becerne a department head er
an eutpcst administreter.

lIli|:|I|:||nats
Businessmen. military efficers. cer-
perate executives. explerers. admin-
istraters. ambassaders. entertainers.
jcurnalists . . . all ef these preminent
careers fall inte the diplematic
sphere.

Diplemats have an inherent ad-
vantage in rnest secial situatiens
fbecause at their high intelligence
and Persenality sceres}. A trader
here finds that lecal businessmen
want te deal with him; the special
skills and talents ef entertainers are
always in demand; military efficers
and geverntnent administraters have
the petential te wield significant
pewer. It's cenceivable fer an intelli-
gent Cembat Spec te rise te cem-
mand ef a ship. er a divisien et
greund treeps. but a theater cem-
mander er service chief will almest
always be a Diplemat with a mili-
tary specialty.

Diplemats determine what needs

deing. lermulate a plan el ectien.
and eversee its executien. They man-
age the human reseurces--Tech Ups.
Free Agents. C-arrtbat Specs. er ether
Etiptemats—-necessary ta cemplete
the task. Diplernats are naturalised-
ers and erganisers. A Uipleinat is at
his best when surreuncled by ether
talented peeple wlte understand the
situatien.

Mindwalkers
Tear campaign may er may net fea-
ture these mental specialists. flefer
ta Chapter H5‘: Elptierral Rules far
help in making the decisien whether
te include psienics.

Using Careers
The sample careers presented in
Chapter E in the Flayerh Handbeelt
include a variety at selectiens te
cever the rnest lameus. pepular. er
exciting types et characters feund in
science iictien. Hewever. the list isn't
exhaustive. ner are they hard-and-
last rules. Yeu may find that a partic-
ular here er here type isn't feund in
the selectien ef careers available te
yeur players" herees. And yeu may
desire te create careers specific ta
yeur campaign. Feel free ta alter eit-
isting sample careers er design new
enes.

Sample careers den't eller advert-
tages in here creatien. A player whe
starts frem scratch can easily build a
very capable here witheui using any
el the samples. The best rele fer
sample careers in yeur campaign is
a purely descriptive ene. They pre-
vide a beginning. listing general me-
tivatiens and skills. as well as
everatl functien in yeur campaign.

5|u|_|.
5E|.E|:T|eru
Skills are the heart ef the game. The
mast impertant differences between
ene here and anether lie in their se-
lectien ef skills. This is the lengesl
and mast invelved part ef creating a
here. Tau shenld leek ever a player's
here when he er she finishes select-
ing skills and make yeurself avail-
able te answer questiens and after
guidance.

Depending en the setting ef yeur
game. herees may net have all the
skills listed in the Playerb Hanctbeelr
epen te them. There's ne paint in
selecting the Arrner Clperatien—paw-
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Laser pistnl

ereal arm-er" skill in -:1 medern techne-
tliriller er espieiiage campaign; nene
ef the at trier types available requires
this skill. Likewise. the l-fehicle Clper-
atien water vehicle specialty skill is
eut ef place in a campaign set en a
desert planet-

Prnfessiun Bias
Cine el the rewards lei cheesing a
prefessien is the ability ta select
skills at the prefessiai-i's greup at re-
duced cast. When a character selects
a skill inside his prefessien. the base
cest is l paint fewer. While players
are tree te pay the lull cest and buy
any skill. they'll end up with mere
skills and iiiglier ranks in specialty
skills it they stay within their herees"
prelessienal streng paints.

Fer example. many el the cembat-
erientecl skills tall inte the Cembat
Spec skill greup. sc they're less ex-
pensive lt1Tt'Tl:Ctfl'tlTlUl Spec than they
are fer arty ether character. The Cem-
bat Spec can iriiprave his weapan
skills mare quickly than a Free
Agent. lliplemat. er Tech Up can.

Having te pay l peiril iriere tliaii
rirrctlisr prefessien dees isn't really a
deterrent ta rr determined player. "t'eu
slieuid eiiceurage players te build
any type af herri they wish-—-as leng
as these herees fit inte yeur particu-
lar ca nipaigri setting. and their play-
ers are lieirest in elaservirig the
liiiiitatians at intelligence, prefes-
sien. and level when purchasing
skills. Same ef the best characters in-
i::lI.rrli=i in slnrrtleririg rif skills that
aren't tied directly te their standard
rele in the game. Fer example. a
sp-:;r|:e niarine with sarne Deceptian
skills niakesa great barracks can
artist.

Generalizing Ehills
it yeu want te make a skill mere ac-
cessible in yeur campaign. feel free
ta change its availability. Fer ex-
ample. tr campaign centered en
starfighters er heavy-armer cem bat
might disceurage players [ram creat-
ing Diplemats er Free Agent charac-
ters. But if yeu change ilehicle
Clperatien space vehicle an-cl Armar
Ctperatien- pewered armer te Clpen
skills. any here can purciiase them
at the base cest.

Stgle Skills
A few skills are epeii-ended. allew-
ing players te custeinise their char-
acters la stilt a particular style er
image. A ceuple ef examples are the
Knewledge and Acrebatics skills. lf a
player wants his character te be pre-
ficient in skatebe-arding, he's wel-
ceme te invent a new specialty skill
under Acrebatics called slratebeaicl
ing. "Style" skills such as this ene
can previde eppertunities fer rele-
playing and iriake e character truly
inemarable.

Perms 8.
FLAW5
Perks and flaws aren't intended te be
game-breaking faults er strengths.
Hather, they functien as celerful
characteristics that finish a here in
just the right way.

Perks and flaws den't have te bal-
ance precisely. lf a here has skill
paints left ever after skill selectien,
he can pick up a perk witheui having
te take a flaw te get extra peints.
Similarly. a here might everbuy en
his skills and camper-isate with a
flaw er twe. As leng as the paints
add up and the here deesrft harm
yeur canrpaign. it's akay.

Flaws That
Aren"t Flaws
Seine flaws clearly have mere el an
immediate game impact than ethers.
A Pewerful Enemy may net bether a
here fer meritlis at a time, but the
Fragile flaw ceuld crap up in any
cembat scene. l‘-‘lake sure that yeu
recerd any flaws players select far
their characters. and make use ef
them! lfa here's Pewerlul Enemy
never makes an appearance. their
the character's flaw, a stippesed dis-

advantage. merely represents free
skill peirits that werk ta the here's
advantage. Fiiidingjust the right use
fer a flaw in an adventure can
heigltten the dramatic tensien just as
mtrch as fhrawing surprise attacks er
deadly traps at the herees.

RIJLEPLAYING
Arrnisures
Brice a player builds the physical
skeieten ef his here, it's time fer him
ta think el that character's persenali-
ty. Metivatien. rrieral attitude. and
-cliaracter traits are pewertul feels fer
daveieping well-reunded characters.
They give yeu a useful handle an
what's imperlant fe the herees in
yeur campaign. ancl help yeu design
adventures that they will want te un-
dertake and rremplete.

Mere inlermatien en releplaying
attributes can be fauiid in Cliapter T:
Attriliutes.

Eeuiemstur
The last step in preparing a charac-
ter is equipping him with weapens.
armer. and nifty lecliiielagicnl
devices.

There are feur geed ways ta han-
dle the initial allecatiert at equip-
inent when a here is created. First.
yeu can use the guidelines present-
ed in Chapter 5.‘ Sample Careers in
the Player's Haridbeelr te previde he-
rees with signature gear. Secertd.
yeu can perserially select the weap-
ees. armer. and gear that yeu think
the here shenld carry. Third. yeu can
allew the player le peruse the equip-
ment lists in the Flayerh Hanrlbeek
and cliaase the items he thinks his
here shenld have. fteview his cheic-
es and see if he went ever the tap er
seld himself shert. Finally. yeu can
simply allew the here te begin with
starting funds and purchase airy-
thiirg that he can afierd. This places
a hard ceiling en the number el neat
gadgets and higli—pewered weapens
with which a here can begin play.

if yeu decide te assign equipment,
remember that herees begin with
seine packet cash lsee T.-‘ittLE. PHD:
i‘v'[t_rr~il-;'t an Hl'it~te en page 129 in the
Player's Handheekl. it's net much. but
it allews a here ta pay fer a few
meals. ledging. er" siiiali equipment
pu rcliuses until lie earns meney frenr
seniewiiere else.



Pragress Level
liefere yeu start allecating equip-
ment te the herees. yeu must decide
what I-‘regress Level yeur campaign
is set at. See Chapter l3: Canipaigri
Design and Chapter id.‘ tI'arnpaign
Arcliilectnre fer guidelines. Typical-
ly. a medern game is PL .5. a near-fu-
ture garne is PL S. and a far-future
game is PL T er PL S. Hewever. seine
areas in any setting may be at a
lewer Pregress Level than ether
areas. Fer example. there may be
areas that rely an Pl. E teclmelegy in
a PL T setting. Ten ceuld even rule
that a here tram a barbaric er rustic
werld must begin play with arms
and equipment ef Pregress Level 3 er
fewer. altheugli the here ceuld quick-
ly upgrade his tcchnelegy by shap-
ping in an advanced lecatian.

Weapon and
Armnr
Availability
Grenades are cheep and useful in a
fight. but there's ne way each here in
the party shenld be teting a halt-
dezen incendiary grenades every-
where they ge. The availability
ratings fer weapens and tep—ef—tl1e-
line armar an the equipment tables
are there te preserve a sense ef real-
ism. Many types ei weapens and
amier are illegal in civilised iacales.

ll's reasenable fer herees la wear
sirlearnis in reugh-and-tumble re-
giens. but rifles. heavy weapens.
and explesives aren't acceptable in
many places.When the herees step
all their ship inte a starpert. city. er
space statien. they shenld leave
their plasma guns and riiass rifles
behind.

Vehicles and
Signature Items
lle nielter hew mucii meney a new
here begins play witfi. there are a
leiv things he iust can't atierd. Even
a Filthy Fitch character can't afferrl
mast starships. "t'eu may decide te let
a here start with a liigli-priced piece
at gear like this. despite the fact that
the here can't even think at buying it
cutef his awn funds.

The best reasen fer such generesi-
ly is stery-related; if yeu have an
easier time creating ad ventti res fer a
greup ef herees with their awn ship.
yeu can arbitrarily decree that the

niest suitable character has a ship at
his dispesal. Maybe the here
scraped tegellier the meney fer a
dewii payment. but still haste pay it
aif. Gt ceurse. this epens the ques-
tien at what bank. financial institu-
lien. er" uriderwerld syndicate helds
tlie lean. Let yeur getieresify ta a
here expand yeur awn campaign.

What Everg
Heru Dvvns
Even it a here buys nelhing else. it's
assumed that he begins play with
twe er three changes ef street
clethes. shees, a wallet. e cheap
wristwatch, basic jewelry. a teiletry
kit. and maybea suitcase. bag. er
trunk le carry all ef it in. Eeyend this.
a here is free te purchase anything
that's available anti within his
means.

Anv/emcee
Henaes
Many Gamernasters and players
prefer te begin a ca mpaigii with
teugh. experienced herees. Seme-
times this is necessary te ensure that
the herees have t‘t decent chance ef
survival and a fair asserfment ef
pewers and abilities at their cani-
maiid- Usually. even beginning he-
rees pessess a reasenable battery at
skills.

it yeu need te create an advanced
cliarrrcler, here's hew yeu can de it.
Have the players build their charac-
ters rierrnaily. but when they're ready
te assign skills te their herees. the
extra experience gives the new fierc-
iriere skill paints ta werk with than a
beginning here iierrnaily receives.
See Tl‘l1tt.t-I G-'-t: Airvr-.r~ict:|.i Hrzireis.

i-leraes buying skills at a rank
iiigher than l can refer ta TAhl.H G5:
Eritrea Starts AT Hiai-i iii"-.r~ri-rs.

ll the skill is in the character's pre-
tessiert greup. subtract I skill paint
per rank purchased.

Fer example, yeu're creeting an
expert Free Agent. it yeu decide he
shenld have rank fl in the pistel spe-
cialty. it crisis him E times the pistal
cest Hi paints} plus I5 skill paints. fer
a tetal ef 35 paints llfix-'-ll+l.'_i=S'Ell- A
Cembat Spec character" purchasing
the seine skill weuld pay 33 skill
paints l3Et—Ei=tiIll.

Last Wards
Hemeiriher. players are never yeur
adversaries. ner are they yeur trials
er puppets. Keeping watch ever yeur
players‘ hereic characters as they
grew and change is ene ef yeur mast
impertaiit tasks in any releplaying
game. Tau sheuld take pleasure in
seeing yeur fierees' accemplisli-
meats as yeur campaign grews.
Their herees give dialegue and ex-
pressien te the staries yeu create.
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perform routinely. don't bother with
dice.

Bice are also unnecessary when
platters are considering story deci-
sions tor their characters. No player
el1ould' have to roll dice to make up
his hero‘: mind . . . unless the hero is
trying to light all an evil mental in-
fluence; It 1-he players decide that
their heroes are going to Washing-
ten.-116..-.-it's silly to lorce them to
malts Navigation or Vehicle Opera-
tion to get there--unless the

is_sornehow Challenging.
“T ’ Ultimately. it's your prerogative to
:€lQClC-lo that certain actions automati-
cally succeed o'r'taiL It a human he to
decides to leap a 50-meter gap be-
tvreen two buildings with nothing
riiore than a running start, you're
zvvithint your rights to say. "Well,
_vou’re a ‘good jumper. so the iirst '? or

meters go just line. The next -'-ll]
ioretft going to work out.”

lgtost-oi the time itTs best to give
heroes a chance oi success. however
stttall. Rule out the patently ridicu-
lous. not the dtliicult- It the action is
remotely feasible. let the player
malrea check with a hefty penalty.

1- —|

The Cure
Mechanic
The core mechanic relies on skill
Checks and feat checks. These are
(129 rolls compared to the characters
relevant score. ll ct player rolls equal
to or lower than his hero's skill score
or Ability Score. he succeeds. It he
rolls higher than the score. he tails.

Since some tasks are harder than
others, the QIZU tlhe control die} is
rolled with a second szitu-rrtiori die
that is added to or subtracted from
the d2El result. For easy tasks. the sit-
uation die is subtracted irorn the dEtII.
making it more likely that the cont-
bined roll will generate a low num-
ber and result in success. For
difficult tasks. the situation die is
added to the d2t].

Control Die + Dilliculty Average
Situation Die Level Holt
d2[l+3d2{l Nearly impossible -lit
d2[]+2d2*Il Gargantuatt 3 t
cl2[]+d2[] Grueliug ‘Pl
d2[]+dl2 Formidtrhle 1?
d2tl+dB Challenging; l5
d2U+dB Hard I-l
dfltl +d-l Tough i 3
dZE|+d[l Ptverage l t1.':
ElZU—d=l Easy E
d2[]~dEi Very Easy '1!
cl2[l—-d8 Extremely Easy
d2U—ctl2 Cakewalk
d2U—d2U No Sweat 12'--‘L-Cl";

The average toll shows the medi
an result at each particular cornbit1a-
tion oi dice. ll you consider that a
talented hero has a skill score of 14
to 15. you can get a good idea oi the
edds ot success.

Htltlt
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You can use the core mechanic in
one of two distinct ways. You can
eyeball it or figure the odds.

Egehalling
ltlow that you know the core mechan-
ic, you're done teaming the lltL't't-IFt1"~IIT‘t
go me. lt's that simple. Whenever a
player attempts a task, assign a situ-
ation die that seems appropriate to
the situation. Use the definitions of
each difficulty level as a guideline.
For example, a Grueling action has a
+d2[l situation die, an liverage action
has a +dU, and a Cakewalk has a
-::ll2.

Here's an example using this lost
and loose method for assigning situ-
ation dice in o gains situation. The
hero, Sergeant floterman, has found
himself suddenly in a firefight.

Player: “Hoterman kneels behind
the oil drum and squeezes off a cou-
ple of rounds with his rail pistol.
What do t roll?"

Gamemaster: “Let's see . . . the
thug is about Ell meters away, and
be's hiding behind a concrete sup-
port column. Looks like a Hard shot.
Hall your dkll control die and add a
dB situation die."

The G-am emaster didn't take any-
thing into account other than gut in-
stinct about how hard the task
should be. If the thug was standing
out in the open, looking the other
way, the Gamemaster might have
called it a lfery Easy shot and as-
signed a -dti bonus instead-

There's nothing more to the eye-
balling method. ft allows for a last-
moving style of play that focuses on
roleplaying instead of roll-playing.

Figure the l]|:lds
The other method is a little more pre-
cise. Instead of arbitrarily assigning
a difficulty level. the Gamemaster
applies individual step modifiers.
considering each condition that ap-
plies. lt's not as fluid or off the cuff as
the first method, but it's a little more
accurate and realistic. in time, this
method can be almost as fast.

Start with a base situation die. Ft
teat check, an untrained skill check.
and a l::-road skill check have a +dd
base situation die. ll. specialty skill
check uses a +d[l base situation die.

The base situation die is just that:
a base. From this starting point,
you'll count bonuses or penalties to
reflect the exact situation. Specific
actions and situations may impose,
for example, a +1, +2. or +3 step
penalty. Clthers may apply a -1, -2, or
-ll step bonus. Bonuses and penal-
ties larger than this are rare.

Firing a pistol at short range gives
a -l bonus, so the hero's roll goes
from d2tl+dt] {Average} to d2Et—dtl
tfiiasyt. The target's resistance modi-
fier may make the shot tougher; it
the hero's shooting at a villain with a
+2 resistance modifier, now the play-
er must roll the dill and add dtl. The
Gamemaster can take into account
any additional modifiers he wishes.
The room is pitch black? Add anoth-
er +3 steps. The hero's a firing an ac-
curate loser pistol? Take a —l bonus.

Here's on example:

Player: "I-iatermon kneels behind
the oil drum and squeezes off a cou-
ple of rounds with his pistol. What
dice do l roll?"

Gamemaster: "The thug is at
medium range, so that's a +l penalty,
and he's using a concrete column for
cover. for a +2 penalty. Call it a +3
penalty altogether. Your base situa-
tion die is +dtl, so you're rolling a
dZll+dB."

lttlost Gamemasters use o combina-
tion of figuring the odds and eye-
balling. ln scenes involving combat.
precision is more important. in other
scenes, especially during intense
roleplaying. game mechanics can be
minimised by a Gamemoster who
eyeballs the situation and moves on.

Extreme llifficultg
Heroes naturally try to do things that
defy the laws of probability. On oc-
casion, a hero's skill check or feat
check picks up so many penalty

steps that it goes beyond the level of
d2tIt+d2El. For example, a hero might
have a base situation die of +d='-l on a
broad skill, and the conditions might
add a +5 penalty to this roll-

For each step the hero goes post
Grueling td2[t+d2t]}, add another d2tl
situation die. if your players routine-
ly attempt nearly impossible feats on
the off chance that they'll get lucky.
consider applying some special con-
sequences for a Failure result. Sure.
the hero might take down the villain
with o called shot to the bead, but if
he misses, it's likely that the hero
will take out a hostage.

Extreme Ease
lit the other end of the spectrum.
sometimes heroes find themselves in
extremely favorable situations. ll.
hero might be a skilled engineer, at-
tempting to fix o minor problem with
lots of technical assistance; his roll
could easily go to -5 steps tor betterl
depending on his exact situation.
When a situation die bonus becomes
greater than -dktl, don't roll the dice.
Simply rule that the hero succeeds.

There's one clear exception to this
rule. You should roll the dice when
the exact degree of success --ll|.maz-
ing. Good, or Urdinary—migl'tt rnoke
o difference. ltttack rolls and similar
combat actions are on example. in
such a case, the situation die never
gets better than -dill

Resistance lttlnlzlifiers
When a character attempts on action
that affects another hero, o standard
modifier applies: the resistance mod-
ifier. This number represents innate
resistance to a specific form of at-
tack. Fiesistance modifiers are based
on lltbility Scores. Different skills use
different resistance modifiers, as
shown on the table on the next page.

Degrees nf
Success
The degree of success on a skill
check or feat check is almost as im-
portant as whether the check is
simply a success or a failure. When
a hero rolls equal to or less than his
or her skill score, an Ordinary suc-
cess is assured. ll the roll is equal to
or less than one—ha1f the hero's skill
score [rounded downl. it's a Good
success. If the roll is equal to or less
than one-quarter of the hero's skill
score, it's an limasing success.
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Marginal 5u1:1:1e-55
111 11111111'11c|111e sit11u:i1_111s,11 1111-11.-1
1112113-Etlt'1 h11'1.1'e 11'_11:1|11111:1;-l1_1111i111111-
1i1_.]h1.Wl11:-11 this is t111=.-1".1?_1s1-'.-, 11 1'11l11.1
1:_11'111;:1s111'1'ess is p1;1ssil':1e. See the
s11111111esc11|_"1lir_111s1111311111111-11-’1.'S.1:1t'1's.

Wlieri 1111 l'~"I-11111111111 s1.|1"1fesses
1;1:1n1e 111111 |_1lu1~'? 'l'i1e11' s111_111i1l11't be
use11i|1co111l11'11s1_-eries 11: |111[111rt1111t
t:':11:111e111ge scenes. live-:1 usi11g 1111:111-
co111l1eti1.1e skill s1_11_'11 us C1;11|1p11te1
Science i:1e1:o111es 11111111111 111111 i11=.-111
'11'1.'l"1F1]ll1tIl1!:'1S ore 113111111

1‘-'lc1rg1111:11 successes s|11.".11111'J11't he
11se1:1i1:1|'1'esoi11111g 11111111-1-11-111111111111
11111111111111 s11111111s111r11pi111;1111311115111.
'1'11ere's no c11c1|1ce 1:1t1;111'g1i1i11g 1'.:-thet
11111111 111111111: 1'11 s111_'1_'1;-ss.

Automatic 5u|:l:E55
1511111111211111111111-:1:1111111j111.11e is 1.1 s111:-
1-11ss.r11111111i11.rss 111w1111tc111111:1s11p 1:111
the sit111?1ti1:111c1ie.'1'11e1es1111111tl1e
sit1111t1o11 rl1e1st1'1l11.'111 i11t1".1111_'1.'1_:111111
111111.151-.11 the 1.111111-1_:-se1_1l1_iete1:11i11i111-|
1111--;11ee111su1:cess. 1'11 1:1 111‘.11i111u11'1, the
tr_'-11111 1111:1111-112111111111r_1i1_1111r1i1"1_1t-1-1s
1111'-:1111i1111r1.1 s11111:e.ss is 1'I11‘."|ll?!‘-"1:'1'-E1.

'1'1111 1I|f_t‘~'Erl1t1-I11Z1[_'11l1_.1tl t1.1 111111111," the
p1:1ssi11i11t11"111r_111 111111.11:111ti1' s1111"1'1:.-ss.
112111 :=111;11111.1 r1-.1s1=r111;- this 1.1[;11i1"111 1111"
specie] si1u11ti1_1;1s. 111111 11.111111 the
1.111:111e1 w1"1ose l1e1'11is 11111-.-1111111111; 1111.-
L1El1U[1 1111|1111:h11|11_i. 11-"l1"11fl1e1 the t11s1-1 is
1:1c1edi1111.* 1:1itti1:uit1;11111 i111p111"t1111t to
tile 111:1"-I-1 1:11 11113 sl1111.'. You 1111111 11-:11
1'-11111111111111-111 1:r1 11r1t11:1ir1er1cl111rr.1cte:
tc s1rr11111,' get 111c111,.'.

[ritical Failure
P111111 131121111111 the 1:o11t1"11l111e‘.r111i-
11‘-1111951 13 '1:-'li1i1'1_t1 1"1.1i1|_111=" 111 1-;-111111.-11.111111
1;111;1-1.11] 1L|c|1:. H1111--1111 tl11::1"-:-1-1111111111111:
si-:i|l c’:1e1'1-: 1'11le11t1_*t".e-:11 1.111111 11 sit1111-

ti1'111 die turns c111ttc-be 1:1 success, the
11'1111'1'1i1s 1r11t11111ot11."1_1lly. Heroes with
11|1p11r1';~11t1'1,.'1111111111111-22111111:-5111111115 131111
still 11111 tl11"1_11_1g11 111111 l 111 '21] 1_:111‘.1r11.re
1111.1 C1itic1_111"'1_:1.lu1e.

‘W111i-".-11-:1C|1ti1‘-1111"'1:1|§11|1-:111:1.'1_11s_ 11';-3
up-p111-p1'i11.l1et1.11 111.111 11.11 1;11p1y 11 stoly
result 111111 11".1li11'_'1'1tes c11;11s11stro1_1s
1.11.11-2111 111.1:-1 11111111111-11'1. 5111111‘: skills 11st
specitic c1_1r1se1111er1r_~.es 1_1l Critical
F1'1il111es, 11111 11111st oi 1111;.-ti111e it's up
111 1,.'11u 11.1 1ie1:i11e 1.1.-Iiut liuppens. Here
ore some cc1111pli1'11t111nstl11?1t 131111111
111'1se1i

P It 1111311 L11"e1;|1-is 111 111111111|11:tio|1s.
I‘ P1 '1/el111_'11:' suite1s1;:l;11e11l-11:11:-1.1..'11.
F 1'1 111-111171111-1 11111-.1r1.11.'1i11r| is1;1e--

11_1iie1l— 11 i11i.11e1§r 11tter11}.1t111i11l111.1e
i11te11u|;1te1:l by the c111'iv1;11 1.1111 siiperi
111 1"_1lli1i1'_-:1 11111 s1_:1_1111 111111111 lie 11111111-.111
111111111.’ 1.111 honest byst<:1|1r.le1'.

D 1'1 11111111111119.1311 niisiires.
F A111_1l1y11| l11yst11111'l111 11'-: 1eopc11-

dizeci 111.1 W1:-1:11-1011s iire.
F 151111 1.1.1e111l1e1 11111 ltes 11 11'_1uti11e

111111111-11,1 1_1r trek 11n11s11111l1'1111;-1111111111:-s-
I1 1'1 [.111-"-.;~ce 111 11e1i1~1_1:e or i111port1111t

e111.11p1"11e|1t in the scene is r11i|1er.1 by
LI l'll1_I'l'I;'lIE-5 5111111’? ‘J'v'1I'{_I[.]'t'.l!lF1 1111-3.

Ir .1151p1_11.-.1111:-11.11111-1 1*_1or11-zrges 111 13111111-
p11ter1iletheher11es are w1:1r11'1I11_'.]
11.11111.

The mishap sh1;-ul111 be 1_-1':1r1r1ec'te11
with the t1;|sl1 the hero was 1:1lte1'r111t
ing. The Criti1_'ulF11ilure s11o1111:|11’t
necessarily euuse doinoge to 1:111];
chcrrocter, butitc-c11111:1 result in the
possibility ot donioge il the here-
wus h11ngi|111 111111 111[..1et1111tsu-dc1e11-
ly 11re111-1s. he should. get 11 Deltlerily
teot cliecic or Athletics-1'11'111l1 skill
checl-1 to ctllch 11i|r1selt1::1eio1'e he tolls
into the rocky g11rge-Il11 l1er11='s err1111t
shot endangers 1:1 comrade. 11111.1 1111.111
ullow the 11r1ir1te11ded t1:|rget-1:1 Dex-
terity lent check to dodge the 11lt11-111.

Performing
Actions
The use 11111 c1111tr1_1|11_lie,1|s1t111;1t11:1t1
die. 111111 degrees of siiccess is 1111:-
s1,.*ste111 used tor 1'esoi1'ir1g 111111 1:1ct|o11
in tl1eg1:1n1e.I.1|t1+r111 this h1oo11_s1-:11!
checks and feat checl-cs c:re11is-
cussedrttoretu111.1.1:111tl1ere's c111ir1t1"o
11ucli1.111.

5kHIEhEck5
S1-11111-1 reprc-1se|1t111i1':1w1e11ge. e:1pe1'|-
e11ce,c111d aptitude 1111.11:-11.11111; specilic
tosks. When 1:1 hero attempts 1:111 111"-
tio|1,1.1 skill cl1e1:i-: is the 11s1111l111et1'1-
1111111 1"es111uti11|1.

Euch skill is t1e1;i to 1111 P11111111;
S1'11re:Stre11gt11.De11terit3r.Cor1s1itu-
tic111,I11tellige11ce, Will. r.1rPers1:.1n1111—
111. This s1:-1;1reistl1e|1u111he1"11se11 for
1:1 111111111 skill 1':he-1:1-1, 111111 eocli 111r11-1
p111"1:11c1sed in 1:1 specialty s11:ill111i1is
to tl1e score. ltc1cl111r11cter 11tte|11}1t:-.1
to use 1:1 skill he d11es1|'t[J[:1s5e5s,1‘|e
uses his u11t1"c1i11e-d sc11re{1;1r1e-111111111
the 1el1_1te1_1 Ability Score. r1:11111de1i
cl1:1w11_l.

For n11:1rei111c1rr1111ti1:1r11111 skills 111111
their use. see Ciicrpter -1.'S.F.'1'lls.
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Eumplex Ehill Checks
A single roll determines success at
most tasks. When trying to jump
across a chasm. shoot a gun. or no-
tice a hidden ambusher. success or
tailure is immediately apparent.

Other tasks that are more compli-
cated or time-consuming demand a
complex skill check. Some skills au-
tomatically use complex resolution.
You can also use complex skill
checks to build suspense and ten-
sion. even in circumstances that nor-
mally use single checks. For
guidelines on the use of complex
skill checks. see Chapter 4: Skills.

Feat Checks
Sometimes no skill is applicable or a
task involves a measure of raw abili-
ty. not a specific skill. In these cases.
instead of calling for a skill check.
you should call for a feat check.
Guidelines tor the use of teat checks
appear in Chapter 4: Skills.

Perks and Flaws
Sometimes it's necessary to test the
effectiveness of the special power or
weakness that perks and flaws rep-
resent. tn play. perk and ttaw checks
act as special kinds of feat checks.
Each perk and flaw is tied to a spe-
citic Ability Score. For more informa-
tion on perks and flaws. see Chapter
5: Perks 3: Flaws.

Eharactler vs.
Character
Most actions are resolved by a single
roll made by the player of the acting
character; opposition on the part of a
second character. it any. is reflected
by a resistance modifier applied to
the acting characters roll.

Occasionally more than one char-
acter appears to be active—such as
during an arm-wrestling match or
when two heroes try to interact with
the some person. It you feel that both
parties involved are entitled to a roll.
allow both to roll using their appro-

priate skill scores- -and don't torget
the opponent's resistance modifier.
'l‘ hen compare the degree of success
each achieves—Clrdinary. Good. or
Amazing. The hero with the better
degree of success wins the contest.

ti both characters score the same
degree of success. the issue isn't re-
solved yet—- they're locked in a
struggle. or they've tailed to sway
the object of their attentions. The
contest continues next round as the
heroes try again.

To build suspense and tension,
you can resolve competitive charac-
ter actions with simultaneous com-
plex skill checks. For this method,
allow a number of successes to accu-
mulate through individual rolls as
with a normal complex skill check.
and when a certain number of suc-
cesses is achieved. a character is de-
clared victorious.

Assisting Actiuns
Heroes and villains alike can benefit
from a bit of help from time to time.
Working together to accomplish a
task is one ol the best ways to in-
crease the chance of success. Every
additional character involved be-
yond the first one adds a modifier to
the attempt. The benefits of coopera-
lion are described in “Assisting Etc-
tions" in Chapter 3: Heroes in Fiction
in the Plcryerh Handbook.

Apply limits to assisting actions
as you see tit. For a character to as-
sist. the conditions have to be right.
For example. only so many charac-
ters can fit behind a door in an at-
tempt to push it open.

Eecond. don't insult the intelli-
gence of your villains and support-
ing cast by forcing them to always
work alone while the heroes work to-
gether. il villain who leads dozens of
followers should have the same sort
at cooperation working for him.

Twn Actions at [Inca
When heroes attempt to perform
more than one action at a time. the
standard rule is to apply a +2 step
penalty to the first action and a +4
step penalty to the second action.

You can use your discretion.
though. to adjust this general rule to
tit the specific conditions during a
game. Sometimes performing two ac-
tions shouldn't incur any penalty.
When a character leaps across a
chasm. it's assumed that grabbing
the ledge and holding on is simply
part of the action. At other times. the



secondary action shouldn't apply a
penalty because it's so easy. A hero
who shouts "Hun awayl" while
charging down o corridor or "Surren-
der!" while firing at the enemy with
his rifle isn't really attempting a sec-
ond action.

Un the other hand. you might rule
a second action impossible in some
circumstances. For example. a swim-
rning character can't use both hands
to operate a computer at the same
time.

TIME
Time is one of your best tools to
maintain an illusion oi reality. lillany
plots and plot devices require time
or feature imposing deadlines; by
letting your heroes know how much
or how little time they have at their
disposal. you encourage the players
to consider the situation from a real-
life perspective. Heroes won't hack
down if they know that a helicopter
waits to pick them up whenever
they're ready to leave. Once heroes
know that their ride leaves in exactly
one hour. their players will feel the
pressure to move fast.

Actiun Ruunds
When it's important to know who is
doing what and when. scenes are
broken into action rounds. The goal
of these rules is not to present an ut-
terly realistic simulation of heroes in
action it's to give you a tool that
you can use to see how a scene turns
out.

t'~lot every scene needs action
rounds: it the heroes are questioning
a contact or trying to bribe their way
past a gate guard. there's no need to
keep track of events round by round.

When should you call tor action
checks and treat the scene as a tacti-
cal situation? The moment one char-
acter involved in the scene starts to
do something that someone else
would vigorously oppose—such as
run away. pull out a gun. or set a
bomb—you should call for action

checks to see which of the characters
involved in the scene gets the drop
on the others.

The first step in sorting out a
scene is determining the order in
which heroes. villains. and other
characters act. Every character in-
volved. hero or villain. gets to take at
least one action during the course of
an action round. Depending on a
character's speed, luck, and situa-
tion. he may be able to take several
actions during a round.

An action round is broken into
four phases: Amazing. Good. Ordi-
nary. and Marginal. Anything that
occurs in the Amazing phase takes
place before events in the Good
phase. Good phase events take
place before Clrdinary phase events.
and Clrdinary events happen before
Marginal events.

The action check determines in
which of the four phases a character
can act. The degree of success that a
hero or villain achieves on his action
check corresponds to the phase in
which the character can take his or
tier first action of the round. The
character can act in this phase. or
decide to wait until a later phase.

A character can act in a number of
phases equal to his actions per
round.

‘Whn fines First?
When two characters act in the same
phase. they're assumed to be acting
simultaneously. 5:‘-o. the effects of any
action- such as darnage—aren't ap-
plied until the end of the phase.

tlflllllitilStlllSt|tlltllt5P'-—*
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ll it's absolutely iieci-zssory to
E-tnow who gets tr.:- at-1 first in a pliase.
t'.'lt|']ttIr‘lt1Tf'i who haven't taken any
or-tic-as in the i'oiini'l get 1-{J--tIt‘| hr-torn
c':iara-cters who have token one or
r:iorc- actions. Characters who
irrriticve the saute rlcgree at sr_ir_-rw-ss
act in the order of their [ration r_:her_'l-.1
s|'."r.'irei-;. ltlt]l]-|I't-it sr:iT:i"s.- first Fi:|1r'rily_i1
cl'.r:t"i":r'tr-1T who ctclIte'.i'es a Critirtrrl
Failure result on his irction cl-icck
takes ins action last in the Mriigiriirl
pi1risr:.

t\l=n .-'1\|:ti|:||'| Check?
Every r-haractoi involved in a fight is
entitled to an rirrtiori r-I-tr-ick each
rotttiri. l‘ii|t irt titans rr c'h:'ri'EIctei' might
iiot be irtile to make a check. i_ltttZI'.Itt-
sciaiis characters dorft real-re action
chc-r-ks. olttioiigh they may be able to
roll eaclz rt:-iin-if to try to '-vcike Lip.
Cliaiiicters who aie tiopelessly
trapped or restrain ed might not be
ailowecl action cliecks. Fi:ialiy.iii.1-
lt.'!-E-if-1".-"-Flltlltilitfl-{TIE-i.t?|t'IltF€.l? all out Fi'|F=-‘Jr=-
merit irirlr-tit the r_tt;ii]ilyto1naki=_=
action checks until the roiinrl iiftiei
ll'iev fit?-f.‘ir‘l-e to stint.

t\l|:| |:|la|:e tn hide
Phases
l'lttt‘tt -':r'|it'irt t’-"‘-ttnft ll.'tE¥l!-i ttlf-t]'.il tilt 5-!i‘r'
-"It‘tt'lFt. l:lt'i-!"ll of lit-.. tr"r.:1"|i|1i'ti:|3-.1:-:;|ltin.-
tri titri lltl-f1'I'f-1 up -':il‘.-:-nit Irl H1-!l"1‘!|_]|]_H_
HI:-I13":-'-I"lf—il'|l'I'tl list r_ii tti1:ii;:; ll'|tlt -:'|
in“-i':"+ I"-.'|'iil|'| lll.'- ii; r: s1|1r[||'i ].'tllt_lFirr.

F r"it1i.-ritpt -.1n |t|lIt|'|'t'i|t"'tl til tit--l-I-I

F l"~='lr|ki'.- H Fiitiiil-'1--:-attrit. 'l'l1!Tf-L: F-
iii_iti_ili:i-.- :i|t=ii.k ivitli l_l tr_Zi1-t.Tt.'tl
‘-'-.-'-|"l[t‘]-III!t-

P 'l'l1t-av-.' -ft i;i-".-:|irr-:l-- -I1 r_=llii't
thi own v.-'ei'i pi:-it.

Ir Atti;-iiipl tllt If|ltl1'*lir' ~ Ii ttt'F|'-l--tllli“
iorrt l']|iti']y"'. I.'t'ltli'l'I-. |".*'i"rrr-r"i'i-1.'j_I'_ el--_'-_

P l_lsi'rE11|'r'ilti'i r-:1 st-t up ri _s||ei;|l-; tit

P‘ llsc 5'-r-i'"i|ii1y. 'l'r1i"tir--4. ;"-I I ==='i=i-.-i-
r§ll|[.“- lI.' itt|[_1t-.I‘.-I.- ltt|' Hr ti-it:-'-:it1:tt|--4

It ."'i11e|t:ipf to i|.~;.=- riiiy -'-Iti -"-i||*l-Y-I
52--it ll 1lll'tli?iI'.tlil I |:I I:-;|':Irtit lily l'_tt;- t_t1tlli'--jl

oil v-.'|1li tr lrtvv v-.'r:t'i‘l.=:i'rti'lii:lin[|1-.".-
It Cor. I .'r.irc -ft‘ t'r.'ttt]'I'l-'—?.'-i‘ .-"rt:ii'l wtir '-I "tr

that Eillc-=.vi-L skill ittii-.i:l-is -"-rtcft i_tlir_:1-ii-__
I" list-rrpsiriri:-"'prtv-‘ct.tttiit-r|1|r>n_

.,,-, . ,, _|1..-I ..‘i-lIItI.tti-..|t-T.i?!|1t'|t_||_i_.t;-j|i1_-1_l_
F tl't'|'rv.' at ."li|'t?t|;i- '-A-'t"t!|[Tl't't-|':_—'.
I" 'i."lIir*:i -‘l riot‘-r ‘-"~'t'it "I'.1t|?1:'=-ii. I"-r

'T|"|tip- ttttrii|i[t'- Ii*II'i-‘ii-'-'-2'-'|'y |'[]t‘l t|1t i" '

F Get ititt--it iuil I-I it '-.'=-l|l|'l:-
F l"'?'|Il-tlitlIt.-tltli,’|[t||'1l'|l-=t'!~'| l---

- — —- fr —- -| wiiu---‘.—--1-3-;-u

|+'r- [it it -f'i't| J '|é_*tl_ 1:1 '_l"|t'1"l'|[_1:|'1|"1-['|"fl.

it-'|1i:t:-.
F 5t't!lTtl_ llv_i":t".s-.viri1_
F‘ ll!-I" |T|F'='ll!"I'tl til-fills ti‘: rttri r[1| |11

jltté-:| :'l‘ir:[i_|r__'ti--|_

'l']Illl..' Ill ttir: r_[i_:ntrf-. ltl-t-r I-it-erytiiiiig
P-llil-. is lit".-':c_t:ii=.|r=_.'. l|':"-: likely lri-1[t|-[r3
y‘-'I==i| :'riti'i yriii: 'I"lh'-]'1i-rl_7"|";:~1.E|_'r.-‘Ii: -:i1-tr7»|]mm-
iite.-; ti; ii.-strive -:'-:er‘i-'lt'i:|1t'-_l that tiiiti
|'~'-I114 l!t TI .~1ittq';l-- iit'Iii':-n 1'r.:-iiiiil. When
yt_1|.| [Jl-tty rittt i_r 5'-_tr'_H_!|_‘yr-P |r1 rt rriippilrrgutq

'If"it?'I"-'. 'g.-'-f11t'r-'- vvr|t:_'t1ii1;i i.-veiy'_i'i1|1i_i in
{-1 ||",'.' ||§ij|l:p"|]|

Time and Adventures
l"i_I."-.':['r]:'ii'| !:r_:-:_'|-;r_:-ti_";i_1y;¢._i.I.-'i'-i-i\.;;;_|[|;i'i

!|l-'"=r'itri:-= ll-1 r--iirty. ilr'.-i--- -‘tie -.1 crriipte r__ii
i|!':".t';1t_it||tt§ strict-1:5; tin kt.-r;-p|i'|r__r tt'r:c}-: at
']l|tI: It‘. tri:-t [ll-I..I‘-.-'LttLl :-1|1'ilr_ttti_'-r1;1_

F’ .-"1--'.'!'I-Ir! tI'~rtr|i't'r.~cf1t tiiriitcifri sitiirt
1i'||ir=. E-.ttl'_'lt -‘t.-: r-i't:1|l|iit l"tl' iii:-:[-r|1ri1.rini;]
~'.'r'lrjtlt-E-It-If-..':;. ti|i_-.'r'i_-'- l_|'l'l_' til:-" -:i'!|.t[i

rr~'|:i~|:= in rt ininiiii"-.
I’ l"'-l'|.|]'|l't-"'.'-7tt[t-I11-it‘-tI_1'.’[r'il']1r"-[]i'j[:i[|‘|

ltltl1-II.-'t:tI.'lti.'E-t!it'i1-Ititrfiti_r[i__-r__:g;_i']|r|:|

it"-‘lit-'.-~'"ll1tt-'1-'i-=-t'F|l|'-|'l':;rri||rirt_ir|1-"l
l-‘t-' ! r=l:|'-..t'.irit|'-r :=.-‘|:|t»--:-

lr l'|'r'-.'ii.t;-:1zr"-i|piri'|tpti|':tr.= iii! :-'.t:itte-
.r;-" iii-ivi=|i'.-.1-itt_ I-."l|_I___!' r'|1~|||<'-nij;-".-._ re
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Ttlll will routinely switch time scales
to retlect tlie conditioiis siirrr_iiirir_ling
Ilie heroes. A long overland niarch to
ri l.|t"Ct-crash site might take lioiirs;
searching the wrecl-reil [Illlf':['l ship
'-':c-iild be lirrridir--rl in iiiinntes. and
ririy challenge or combat sr.-eiii-is iii-
valvtfig the alien creirtiires and their
aiitatiicited rloiiiiisos iirrr resolve-rl
iisiiig rrctioii rounds.

Eli ceurse. time ts:i'1 -tilt.-viry;-i an ini-
po1'ti1iiitlactiir.iir:i.l iii sur_:1i_ i;r_1se-5
eitaiit precisioii is riot iegiiirerl. t-'oi
eirem]:-le. you don't iii-red to t-rniiw
ivlieiher Eli or 35 miiiiites have
eltiiisiril since the heroes entered the
iiiins. Keep track of tiine wlir-.-ii it's-:
iiiipericiit, rind ignore it when it's not
ii] ci.'ZrI1E-Itti~t?]'r_‘Iti-:;iri ‘||'|_ y|jii_jf 5jr3;'y_

DETECTION
it's iiaiiiral tliut your heroes will
ir.-act to tl'tt'i=!t'|ts tt'ie'y' }JE*ttTE"l1JIf- iii the
woi'li:l around tlieiii. 'l":iis st-r'tiriii pro
vides iriformatien to help you deter-
mine e‘ii;ar.‘.tty what they see. lieirr.
siiiell. and deter.-t. A group oi ctiara-r:
ters with an advantage in firepower
iriirjlii tie picked off it they find tlierri-
selves in ri pa.-ittliriti wl'ic-re they can't

an ericniy wtio crrii see 1hei':'i jiist
tiiie.

The Awareness
[heck
The nieasiiriiig stick for whether" a
tierci ixrn see, liaar, rir sprit srirnrittiing
is the awareness check. Awareness
perception is the proper skill check
when 1t's possible icir tr character to
iiatice srirrir-illiirig by siigtit or E-IF]-llt'itf‘l.
Awareiiess—iritni'tr'ori represents the
ability to sense danger when no
signs are available to the live sens-
es. Finigilly. it a lieie iiridertal-res a
coriscious and ttioriitigli 1-ii-nit-::li tor ii
tiiddr-in creature or object. Investi-
gate -seai'ci"i is used instead of
Awareness.

litany factors can modify a hero's
chance to spot something. How tar.
away is tlie oliject? Wliat tiriie of day
is it? What kind of ground cover is
available? i-[ow big is the objector
creatiii"e'.=‘ l-low well caiiioiiflaged is
ii? See 't'reii.r: G-'.?: l'2ii:'sc‘i'ioi~i M~:'~i.'=ir'ir:Hs.
Cheose rr condition from each col
iirnn and adrl the iiiorliliers together
to prc:-rliice tho to-tat modifier.

ilr Example: Harris is trying to spot
an enemy sniper who just took a shot
at hirri. Tlie snipers prone I-i ll, cit
very long range l+Iil. eamoiillaged by
his bacl-rground t+[l_t—o total +'?
p-eiirrlty ll i-liiil Tl to ti-arris's checl-t-
it's also rnirlriay -1'-iii. so this is re-
duced to ri +4 penalty.

'i"ou r:o ii riiodify ttiese broad crite-

gories to reflect -:1 here's chrriice to
detect events or objects using otliei
senses- For example, a sou rid might
be described in terms oi siire ttiow
loud it ist. distance. and how niiich it
stands out lroni the backgroiiiiri
noise that siirrriunrls it.

Flange nf ‘Uisinn
Humans are visual crer.:ti.ii'es. relying
on eyesight as their prirriury source
of gathering information. l-leroes
have a niiniber of devices r.ivailahli=~
that can augment their visirin. in-
cluding binociilais. ininging gog-
gles. and iiilrared goggles

t‘-"li;ist_ ei'|i;critntr‘rr sifrjiiieri iii‘ ccitiitiitl
scenes begin wtiar". the tiriioos spot
their potential adversaries. They
inay bi": vvittiin ivieajiiaris ]'LIIit:|'i= or
may have to close the rlistrincr-r. As r:
roug l1 measure oi the dist-;iiir:e rit
vvhicti srirneorie U1 sairiettiitig triiglil
be spotted. rrlassily the prevaililtg
visibility and illumination as Amaz-
ing tfull siiriliglit in open rroiiiitryt.
Goad to brightly lit rcirinil. C'rtlii'iaiy
tan average day or moderately lit
iooiii;-. hlriigiriril -Ia cloudy rlrryl.
Slight {light rain or twiiightl. Moder-
ate imoonlight or fogt. or Extreme
ttotal darkriesst. 'l'i'i[it.r. GB: ‘visa.-it. [lic-
'i'i1crioi~i Hiiriicrs lists the rlisiaiices at
which a person. a vehiclr-i, and ri ter-
rain feature can be seen in certain
conditions oi visibility.

The ranges on Table Gd are ap-
proximations. Use com moo sense in
take into acr:ouiit local conditions.
For example. the lis-roes might lie-
standing only SUD meters from the
ocean. but it there's a sand dune be-
tween them and the bench. they
won't see any water.

Snund
Like illumination. seiind can lie
rated lt-ilarginat. Ctrdinary. Good. or
Amazing. Margirial noises are at the
volume of a whisper. and Awareness

tltlllllltttSllllSlllltltltlt

3']



3
Z
it
-Iii-III?
hr
I-—-'ll'
Z:
Z

CM‘?
1
|_|_|
F

C-11"?
Z:
Z
I-I_l
E
cl:
r_'-.1

4[l

checks sutler a +2 penalty. 'Urdinary
sound is equivalent to a conversa-
tion at normal volume; no penalty is
applied. Goo-d sound includes
screams. car backtires. and the like;
Awareness checks receive a —E
bonus. Prolonged exposure is annoy-
ing but not harm.tul. Amazing sounds
are deatening. at or above lilt] deci-
bels- Characters torced to endure
prolonged exposure to Finiazing
sound may need to make Stamina-
endurance skill checks to avoid stun
damage.

MnvEME|\tT
Your heroes are likely to travel quite
a lot; it's rare tor villains anrl their
minions to conveniently arrive at the
heroc-s' headquarters to be arrested
or disposed oi. Villains often lurk in
the most remote. inaccessible. and
hatiardous reaches oi‘ the setting.
Naturally. the heroes have to go alter
them in order to keep the story mov-
ing. it's your job to get them there.

Strategic
Movement
Strategic movement occurs during
an interlude in the story, when the
heroes aren't doing much other than
trying to cover distance. In the most
wide-open stariaring adventures. the
heroes might visit dozens oi star sys-
tems |n search oi the villai:ris' secret
base or stronghold. Marching from
Chicago to Cleveland through the
radioactive wreckage ot a bombed-
Di1'[iflLt't'lEt'l.lIII'U would also be strategic
movement. Any time the story has to
change laccr|icrns——ever| getting to
the other side oi town-—you'll need
an interlude tor strategic movement-

Strategic movement is not always
sate and secure- Heroes marching
across an untamed world on toot
should have dozens oi dangerous
challenge. encounter, and combat
scenes betore they reach their desti-
nation. ll the journey itselt is an ad-

venture. use the strategic movement
rules to build a rough time trame tor
the story. and then create plenty oi
events and obstacles tor the heroes
to battle through.

it Example: Pi group oi heroes. led
by the brave Sgt. Ftaterman, crashes
BEIEI kilometers trorn civilisation and
has to walk out at the alien wilder-
ness on toot. The overland movement
rules below indicate that the heroes
will need Flt] to 3-[l days to reach sate-
ty. During this month. the heroes may
experience a tull adventure among
impassable gorges. hostile alien
savages. and hungry predators. You
can make this journey into an epic
tale at survival.

The movement ruies are intended
to be a tool tor the ‘G-amemaster. so
that you can guess at how long it
takes to get from Point It to Point E-
They aren't an ironclad straitjacket-
There is one general rule you can al-
ways apply instead; l"-"lake it up! You
lrnow it takes about an hour to drive
lE|Et kilometers {about Bil milesl in
your car. so it the heroes are using
low-tech ground transport to go from
one city to the next. just say so-—
there's no need to plot their hourly
positions on your world map.

The most important consideration
in overland movement is the mode oi
transportation available to the he-
roes. Crossing the Sahara in alight
plane isa lot easier than doing it on
toot.

Aircraft
iltircralt available travel at several
hundred kilometers per hour. Use the
cruising speed tor the specilic vehi-
cle isee Chapter I2‘: Vehicles in the
Playeri; Horiclhoolrl as its average
speed. Don't target to consider the
need tor retueling when relevant.

Surface ‘Vehicles
Land vehicles and watercrait travel
at speeds oi up to EDD kph. but may
not be able to move at maximum
speed in rough terrain. Pi jet-pow-

ered racing boat can only use atroc-
tion oi its power in rough water or
heavy seas. and a sports car might
only be able to average 5 or 1U kph in
a trattic jam-

Walking
Heroes can't ily. drive. or sail to every
place they need to go. Cltten. they
must walk at least the last ievv kilo-
meters. Pieter to "Traveling Long Dis-
tances" on page Erti in Chapter 3:
Heroes in diction in the Players
Handbook.

The speed oi a march determines
how elien a hero must make a Stami-
na--endurance skill check to avoid
tatigue damage. Pieter to Titrtt.R G5:
Eli-Fnriusrtott to see how marry paints oi
tatigue damage are suttered.

For characters with the Movement
broad skill. the lrequency at Stami-
na -endurance checks is reduced by l
hour per category.

Penalties caused by each point at
tatigue damage apply to Stamina-
eridurance checks.

Ft typical hero with the l"-"lovement
skill can maintain a march tor lEi to
I2 hours betore exhaustion sets in.
By the end oi the march. the charac-
ter is stumbling with tatigue. but
about EU l-rilorneters have been cov-
ered. Recovery oi tatigue damage is
discussed in the "Durability" section.
later in this chapter-

Some types at terrain are more tor-
midable than others. Filrnost anyone
can walk it] kilometers along a ilat
stretch oi road. but wading through
It] kilometers at thick mud, tangled
vegetation. or chest—deep water is a
much harder chore- Fl hero moving
through tormidable terrain sutters a
penalty on his Stamina--endurance
skill checks. The Movement—trail-
blazing skill can reduce or negate
these penalties.



Smooth terrain is llat—plains.
scrubland. or rocky desert- Trails and
minor roads tall into this category.
Na penalty applies to Staniina—eii-
durance skill checks-

ltaiied terrain includes sand. hills.
light lorest. or diiiicult trails. it +2
penalty is applied to Stamina—en-
durance skill checks-

l-lugged terrain includes thick jun-
gle. swamp. marsh. deep snow. or
mountains. ill +3 penalty is applied
to Stamina—erra'urance skill checks.

llari-mess. inclement weather. and
icy or slippery terrain can turther
complicate overland travel. Each oi
these or similar conditions adds an
additional +l peiialty-

Mounted Travel
l‘-‘taunts otter three major advan-
tages: They're taster than moving on
loot. they carry more gear. and they
save their riders trom the tatigue
they would sutier it walking. ignore
especially slow mounts such as
oxen. yaks. elephants. or burros:
these creatures don't move any
taster than a man on ioot. although
they can drastically increase o hero's
carrying capacity.

Fast-moving mounts such as hors-
es or camels use the movement rates
noted below in TsHt.t-; C-ll]: lrtourasrr
'l'rui‘.'E|.. The Constitution score oi the
animal is the best way to determine
the mounts quality-

Eamhat
Movement
tn tactical situations. it's oiten impor-
tant to know how lar a hero or a crea-
ture can move with one action.
l‘-lovement within an action round is
otten called combat movement-
l'~'lovc-rnent rates vary depending on a
hero's Strength and Dexterity scores.
as given on Titt.rr.rT Ptl: Cor-inst‘ lvtovE-
t»1FIH‘t' Hsrm on page 39 oi the Players
Handbook.

Heroes an Font
Heroes on ioot can use their vvnlk.
run. or sprint rates. moving the ap-
propriate number oi meters any time
they take an action to do so- in a tac-
tical situation. a hero can walk or
run tor as long as he lil-res—roost
tights don't last longer than live to
ten rounds-

Mnvement Penalties
Characters a re assurrred to be able
to make minor adjustments such as
ducking behind cover or throwing
themselves on the ground with no
penalty. The taster a character tries
to move. the more involved he is in
covering ground and the more ditti-
cult it is to undertake other actions at
the same time. See 'l'i‘~.ttLE P11; Cotv1t1lt't'
t‘-r'lt'I1‘r"T-t'-ti"-t~tT Errscrs in Chapter 3 at the
l'-llayerh Handbook-

All-[lut Movement
Pi hero ileeing irom certain death. or
trying to close the range on air
enemy who's along way ott. might
choose to use all-out movement.

tn all-out movement. the hero is
allowed to move in every phrise—
Ftma:-ring. Good. Ctrdinary. and l"-"lar-
ginal. He can sprint, run. ily, swim. or
even walk it he chooses ta do so.
However". that's all that the hero can
do in that action round. He pays tor
the privilege oi moving in each
phase by surrendering his action
check. He can't shoot at the villains.
attempt o tlying tackle oi o bad guy
getting away tram him. use a cam-
puter. or display his charm.

To begin all-out movement. o hero
must spend an action. For example.
il a hero with two actions rolls a
Gorrri action check. he might rriolre
an attack in the Good phase. in the
Ctrdinary phase. he can declare that
he's switching to all-out movement
and run or sprint in that phase and
the lvlrirgiiial phase.

All-out movement lasts until the
round alter the hero decides to slop.
He doesn't get any actions irr the
rouiid during which he stops moving
but he can participate iii the next ac-
tion check that carries up and rc-surric
the normal secjuence ot events.

EUMBAT
l"-tlany heroes live tor that noble mo-
ment when the opporttirirly arises to
lace the evil viltaiii in a trial by corn-
bat. Heroes brawl with ruiiians in
slot]:-y hrirs. shoot il out with tiinted
guards in secret bases. arirl bins:
their way through hordes ol alien
rnanslrositir-r-s—cornbat is one at the
most exciting and spectacular tea-
tures ot heroic iiclion.

C|'n the other hand. you may risk
yoursell why you shaiilrl include
combat at all. it's your game. alter
all. and it you want to stress role-
playing and cooporritirrn over cori-
trontalion. you should do that.

Eletore you make that decision.
you should consider o lew reasons
tor including combat in yo"-ir gaine-
First, it gives your players t-: way to
directly conirorit and tleieot the bad
guys. Slowing an irredeeinoble vii
lain into srnol-ririg ostres with a iiglit-
eous tiny is a clear way to get to the
bottom oi things- Maybe it's o simpli-
lica|ian.bu1 that's okay- Combat car-
ries the threat oi injury or death.
giving a vicarious thrill to the player
whose hero delies danger and lives
to tell the trite. Consciously or sub-
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consciously. players wa nt to be as
courageous and valorous as the he-
roes they create.

't"our job in the course of a combat
scene is to decide what the opposi-
tion is up to. Will they surrender
meekly. or defy the hero-es with guns
blaring? Can they llee to fight anoth-
er day. or will they stand their
ground? Wliat else tnight be going
on to complicate the situation—dam-
age to the local area. weather or nat-
ural phenoitiena. the arrival at other
characters?

Ftbove all. keep a combat scene
moving. Don't let it hog down into
bouts of rolling dice. Encourage the
players to try to find an edge by hav-
ing their heroes maneuver for posi-
tion. use technical skills to juryrig
weapons or defenses. or trick their
opponents. Use active descriptions
and keep the players aware of what's
going ort orou nd their characters.

Setting Up
When the heroes become embroiled
in o combat scene. it's your job to run
the opposition. You mot-re the tactical
decisions for the villains. roll any at-
tacks they direct at the heroes. and
keep track of the rlarnage each vil-
lain or creature siiflers at the hands
of the heroes.

Because you'll need to know the
combat-orien ted abilities. skills. and
equipment of the villains. prepara-

tion is a key ingredient in setting up
a fight. ll-‘lat-re use of the supporting
character templates in Chapter l:i'.'
Supporting Cast it you don't have the
specifics of the villains at hand-

'r'ou should also give thought to
the type of tight. the surroundings.
the likelihood of reinforcements or
l'tt12tIIl'tIlS affecting the course of the
battle. and other such details. Fight-
ing on top ol a moving train is criril—
but what are the chances of
knocking someone off the side?
You'll present a mitch more interest-
ing and exciting combat scene if you
don't have to stop and look things up.
Don't hesitate to eyeball the situa-
tion ond improvise.

The IIt:tmI:|at Ecale
Weapon ranges. areas of effect. and
combat movement are expressed in
meters. ill typical combat scene
might involve a hero engaged in a
shootout with a villain at a range of
ltl meters. Hy specifying a range. you
know how quickly characters can
close for hand-to-hand combat.
whether they're caught in the area of
effect from a heavy weapon. and
wliai range modifiers apply for their
weapons-

5ur|:|rise
The effect of surprise may allow one
side to win a free phase of actions
for attack. retreat. or even a quick
surrender. Naturally. if there's no
physical threat to the heroes. or a
threat that can't possibly sneak up
on them. then ltiere's no reason to
see it anyone was surprised —just
proceed to the lirst action round or
open the encounter normally.

The Surprise [heck
The defense against surprise is the
Awareness skill- The specialty skills
intuition and perception reflect the
hero's ability to detect danger before
it strikes-

Perception is the appropriate spe-
cialty skill when the character has a
chance to observe or notice the
enemy. Hidden traps and atnbushes
should cause perception checks. irr-
tuition represents an ability to sense
danger when no obvious signs are
evident. Enemies using decoys. and
misdirection and unexpected attacks
cause intuition checks.

Every character who stands a
chance of being surprised at the he-
ginning of a scene must make an

Povareness check. tt's best if you roll
these checks for both heroes and vil-
lains. If ruins much of the suspense
of a scene if the players know their
heroes are about to be surprised.

't"ou can always decide that the
heroes are surprised without the
need for a roll. l‘-‘laybe they were dis-
tracted. or maybe they weren't pay-
ing attention.

5ur|:trise Check
Modifiers
The subject's Ftwareness check may
be modified to reflect the quality of
the surprise attempt—the skill with
which the surprise was set up. It can
also be affected by the conditions at
the time. Fin ambush expert with fa-
vorable terrain could conceivably set
up an attack that inflicts a +5 or +5
penalty on the heroes' Awareness
checks to detect it. See the "Surprise
Modifiers" sidebar for a list ol factors
that may affect a surprise check-

tlr Example: The Gamemaster de-
cides that o hidden sniper in camou-
llage gear sets up his ambush with a
Good success at Stealth—liide. caus-
ing a +2 penalty ta the heroes'
Awareness checks. He's in medium
cover. which adds a +2 penalty to the
heroes' t'-lwareness—perception skill
checks. for a total of a +-'-l penalty.

lillinrzl Meetings
When two groups blunder into each
other. or one group barges into a
room without knowing what might
be waiting for them. it's a blind meet-
ing. Characters from both sides
make illwareness checks with the
standard modifiers. The group in mo-
tion suffers a penalty for terrain. it
any; if both groups are moving. there
is no terrain adjustment-

Effects ctf 5ur|:|rise
Pit the beginning of a comb-at scene
in which at least one character or
creature is surprised. a special pro-
cedure is added to the combat se-
quence: the surprise phase. It takes
place before any action checks are
made. Any character who was sur-
prised doesn't get to do anything in
the surprise phase. Finy character
who avoided surprise is permitted to
take an action.

tlr Example: The heroes are wait-
ing for a security patrol to come by.
They set up a nasty ambush. Since
the Gamemaster figures that the pa-
trol doesn't have any real chance to
sneak up on the heroes. only the



guards have to roll surprise checks.
As it turns otit. two guards are sur-
prised. but the third isn't-

The heroes open fire in the sur-
prise phase. starting the ambush.
The two surprised guards can't re-
turn tire in this phase. but the third
guard can and does. After all nonsur-
prised characters have taken their
actions. the surprise phase ends. and
it's time tor the first action check ol
the scene. tn the following round. the
surprised guards can act whenever
their action checks dictate—if they
survived.

Combat Clptinns
Heroes and villains have more op-
tions than just standing still and
blasting away with their weapons-
Ttte best defense against getting
shot is placing something large and
sturdy between you and the enemy.
Heroes can enjoy any advantage of
position they can find-

ltlaturally. a hero has to have an
action available in order to move a
hero with a Marginal action check
can't move a meter until the Margin-
trl phase comes up. tn one phase a
hero can. for example:

Ir Walk a number of meters equal

to his walk rating. with no penalty to
other actions.

It Hun at his listed rate. suits-ring
a +2 penalty to any other actions he
attempts.

F Sprint at his listed rate. with a
+3 penalty to any other actions he
attempts-

Ir Swim or engage in all-out
movement at his listed rate but trike
no other actions while moving.

Be generous with movement. For ex-
ample. if a hero has to stretch one
extra meter to reach the elevator
doors. you can let him slip through.
Even in combat. the game is about
fun and roleplaying. not computation
of distances. Exact precision isn't
necessary.

Making Attacks
An attack uses one of the following
broad or specialty skills: Athletics-
throw. Heavy Weapons. Melee Weap-
ons. Unarmed Aftactr. Acrobatics—de-
fensive martial arts. Modern Hanged
Weapons. or Primitive Hanged
Weapons. To determine what situa-
tion die to use tor an attack:

It Find the base situation die for
the attack skill being used. If a spe-
cialty skill is used. the base situation
die is +d[l: if a broad skill is used. the
base situation die is +114.

Ir Add any penalties for damage
the attacker has received.

Ir Apply the target's resistance
modifier.

F Apply modifiers for the target's
range and cover.

Ir Account for special defensive
devices or tactics. such as a deflec-
tion harness or dodging-

lr Account for offensive tactics.
position. advantage. or devices. such
as aiming. accuracy of the weapon.
or stealth.

That may seem like a long list of
things to take into account. but it's
unusual for more than two or three of
these circumstances to be in play. ln
many cases. the defender might add
+2 or +3 steps to the attack. while the
attacker's advantages counter this
by -3 or -4 steps. You only need to
determine the net modifier to the roll
and apply it to the base situation
die.

it Example: While investigating
an enemy base. lock Everstar de-
cides to take out a lazy security
guard quietly. He's using his Melee

Weapons—h-fade skill. which has a
base situation die of +dll The guard
has a +t resistance modifier against
Strength-based attacks but he's
prone. which gives the attack a -2
bonus. The net is a -1 bonus from the
base situation of +d[l. so Dave. lack's
player. rolls d2ll—d4. trying to achieve
a result less than or equal to his
hero's skill score.

Unarmed
Attacks
Unarmed combat is based on one of
three specialty skills: Unarmed At-
tack—brawl or power martial oils. or
Acrobatics--defensive martial arts. if
a hero doesn't have any ol these spe-
cialty skills or the Unarmed Attack
broad skill. use his or her untrained
Strength score- The target of an un-
armed attack defends with his
Strength resistance modifier-

The base damage tor art unarmed
character is d4sld-‘-l+lstd=t+2s- Heroes
with the power martial arts skill.
high ranks in the brawl skill. or the
Fists of tron perk do more damage in
unarmed combat. High Strength can
also increase the damage. as shown
on 'l'.llHt.H P9: S't‘rtct~to'rtt Br Dntvtsatr oti
page ill] in the Players Handbook.

Expert brawlers and martial
artists have an increased likelihood
of knocking out their targets when
they get an Amazing result. Refer to
"Unarmed Attack Flank Benefits" on
page S9 in the Pfayerh Handbook-

[lverpnwering
Sometimes. the best move is to grab
and restrain the enemy. To overpow-
er. a hero makes an attack skill
check with a +1 penalty.
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Each ally whe jeins in an ever-
pawer attempt in the same phase
prevides a —l hanus te the here's skill
check. Fer example. it a Lrie at thugs
are trying ta take dawn a here. the
attack rell is based en the teughest
thugs Unarmed litteck—hrawl scare
with a +l penalty. but the ether twa
thugs meve that te a —l benus.

Yen can cheese te set a realistic
limit en the number at attackers whe
can surreund a single target. given
limitatiens el space and the size et
the target and his attackers.

ll the everpewer attack is success-
tul. the attacker ar attackers have a
held en the target equal ta the de-
gree el success at the attack. The
held character suiiers a +1. +2. ar +3
penalty te skill checks while held.
Fer example. a Gen-d attack result in-
dicates a Geed held-—the held char-
acter has a +2 penalty ta all actians.

Eince a target is held. the attacker
er attackers have a iew cheices at
what te de neirt-

I» tmpr-ave the Held: The balding
character can attempt ta get a better
held in later phases, but he risks les-
ing his held altegether with a tailed
attack. An impreved held results in
an increased penalty te the target, as
neted abeve.

It Burnh Flush: With a secend ever-
pewer attack. a held character can
be dragged. pushed inte a cell. er
generally maved tram where he
stands.

F Maul: A held character can be
strangled er struck with a nermal
skill check ler nermal unarmed dam-
age; it the attack tails. the held is
last.
I Takedewn: A secend successlul

everpewer attack maintains the held
and puts the held character an the
greund. where he‘l_l alse have penal-
ties tar being prane {+2 penalty ta his
attacks: —2 benus te attackers}. Char-
acters with the deiensive martial arts
skill can attempt a takedewn withaut
lirst gaining a held.

P Pin: Ft held character en the
greund can be pinned with a third
averpewer attack. These three ever-
pewer attacks must he made in can-
secutive phases in which the
attacker can act. Ft pinned character
can’t get tree until the attacker er at-
tackers cheese te allew it.

In arder ta break a hald. the victim
must make a skill check using Un-
armed Attack—l:ra"wl er pawer mar-
tial arts. er iltcreb-atics—delensive
martial arts er a teat check using
Strength ar Dexterity. Ii successiul.
the here escapes the held: en an
Ptmasing success. the here can im-
mediately act in the sarne phase.

it Example: Iealeus el lack Ever-
star’s fame and ge-ed leeks. Mad Deg
decides te take him dawn with an
everpewer attack. This is a nermal
attack with a +1 penalty. plus any re-
sistance madiiier Everstar has. Mad
Dag scares a Gaad hit. which gives
lack a +2 penalty ta all skill checks
and cembat actians he attempts.

l_n Iack's ne:-rt actian. he attempts a
Dekterity teat check te wriggle tree.
with a +2 penalty ler being in a Gaad
held. He gets an Ftniasing success.
which trees him iram the held—and
allews him te spin areund and drill
I"-‘lad Deg with cl mass pistal.

Blnclring
A character with rank 2 er higher in
.Ftcrebatics-defensive martial arts
can attempt a black. Elect-ring re-
quires that the character make an
Ftcrebatics—cleiensive martial arts
skill check and cempare his result ta
the attacker's result. The character
whe blacks must achieve a degree ei
success equal ta ar better than the
attackers degree at success. ll the at-
tacker achieves a warse result. na
damage is inflicted by the attack.

A character can enly black in a
phase when he has an actian avail-
able; a character whe achieves a
-Gaad actian check result can't at-
tempt ta black an attack directed
against him in the Amazing phase.
Only ene attack is caunterecl. and na
ether actians can be attempted in the
same phase in which a character at-
tempts ta black-

Wlien a character reaches rank 4
in defensive martial arts. he can at-
tempt a reactien black whenever an
Unarmed Attack is directed against
him. The black attempt uses up the
character's neirt available actian. Far
example. a hera whe achieves an Ctr-
riinary actian check result and has 2
actians per raund ceuld attempt ta
black attacks directed against him in
the Amusing and Gaad phases. li a
he re whe attempts te black an attack
has ne actiens remaining in the cur-
rent raund. he can stilt make the at-
tempt. Fis a result. he leses his lirst



available action in the neirt round.
Fitter this point. no turther blocks can
be attempted.

Melee Attacks
A hero uses the Melee Weapons
bro-ad skill or its blade. bluclgeon. or
powered weapon specialty skills to
make a melee attack. A here who
doesn't have It-'lelee Weapons uses
his untrained Strength score. The
target oi a melee attack applies his
Strength resistance modifier to the
attackers skill check.

The damage depends on the
weapon the character uses. adjusted
by the hero's damage modilier for a
high or low Strength score. For the
damage caused by a melee weapon.
see Chapter ll: Weapons Er Armor in
the Playerh Handbook.

Cover and range don't come into
play in a melee attack. It a character
is close enough to swing a sword at
someone. he's close enough to delib-
erately swing around any obstacles
and see the target just tine. Only
darkness. injury. or extreme weather
conditions should hinder a melee at-
tack. See “Ivlodiliers to Unarmed and
Melee llttacks.“

Parrging
Melee weapons prove their value
through parrying. Pt character with a
melee weapon er a shield can at-
tempt to party a Melee Weapons or
Unarmed Attack skill used against
him (not a ranged attack}.

When parrying with a weapon
such as a sword or a club. a charac-
ter makes a Melee Weapons skill
check using the appropriate special-
ty skill tor the weapon being used to
parry. When parrying with a shield.
a character makes an Ftrrnor Opera-
tion-cornbat armor skill check- Pt
character who is untrained or has
iust the bread skill can attempt to
parry. but those with ranks in an ap-
propriate specialty skill have a bet-
ter chance oi successfully partying
an attack.

Compare the check result oi the
partying character to the attackers
result. The parrying character must
achieve a success that's equal to or
greater than the attacker's success. ll
the attacker gets a worse result. then
no damage is inflicted by the attack.

A character can only parry in a
phase when he has an action avail-
able: a character who achieves a
Good action check result can't at-
tempt to parry an attack directed
against him in the Amazing phase.
Only one attack is deflected. and no
other actions can be attempted in the
same phase in which a character at-
tempts to parry.

when a character reaches rank 4
in a Melee Weapons specialty skill.
be can attempt a reaction parry
whenever a melee attack or unarmed
attack is used against him. The parry
attempt uses up the character's next
available action. For s-trample. a
here who achieves an Ordinary ac-
tion check result and has 2 actions
per round could attempt to parry at-
tacks directed against him in the
Amazing and Good phases. but then
he'd have no actions remaining tor
the Ordinary and Marginal phases.
ll a hero who attempts to parry an at-
tack has no actions remaining in the
current round. he can still make the
attempt. As a result. he loses his lirst
available action in the next round.
Filter this point. no turther parries
can be attempted.

A character can use his oit-hand
weapon or a shield to parry: apply
the normal penalties associated with
using two weapens at the sarne time
t+2l+4i. The character uses the parry

rules described above. though he
can make an attack in the same
phase in which he parries. ll a char-
acter using two weapens or a
weapon and a shield makes a reac-
tion parry. he must wait until the
phase indicated by his actian check
comes up to actually make his at-
tack. though both skill checks re-
ceive the appropriate two-weapon
penalties.
i Example: Ft skilled character

who gets an Urdinary result on his
action check could choose to make a
parry with his shield in the Good
phase at a +4 penalty and attack
with his blade later during the Ordi-
nary phase at a +2 penalty.
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Tau may allow characters with
large ranged weapons and the op-
propriate ranks at l'-tlelee Weapons-
bludgean ar blcrrle skill ta attempt a
parry in times ol desperation. Since
mast rilles aren't inlencled tor close-
quarters cembat. its reasonable to
apply a +2 penalty to the attempt.

Ranged Attacks
Hanged combat is based on one ol
tour skills: lttlodern Flanged Weapons.
Primitive Hanged Weapons. Heavy
Weapons. or lltthletics throw. ll. hero
lacking the proper skill must use his
or her untrained Strength scoretlor
heavy weapons and throwing] or un-
trained Dexterity score tier primitive
and modern ranged weapons}.

Unusually high or low Strength
scores modiiy the damage intlicted
with thrown weapons such as
spears. knives. or axes: see Table PE!
in the Players Handbook. This rule
does not apply ta thrown grenades.

Automatic Weapons
Same ranged weapons have the abil-
ity to lire in burst or autelire mode. ll
burst is treated like a normal ranged
attack. except that the tiring charac-
ter gains o - t bonus to his skill check
to rellect the greater likelihood ol
hitting his target. The disadvantage
is that the weapon uses ammo taster.

liutelire. on the other hand. can be
spectacular. Using a single control
die. the hero makes three attacks
using three situation dice. The lirst
attack is at a +l penalty. the second
at a +2 penalty. and the third at a +3
penalty. llrutaiire may strike three
dlllerent targets. or hammer one ap-
penent tor as many as three hits.

it Example: Haterman blasts
away at the hideous alie|1.l-liter all
other lactors have been considered.
his skill check begins at d2[l+d='l.
Since he's chosen lull auto. the lirst

shot is actually a d2[l+dt'i. Ftatermons
player then adds a +dB and +d12ta
his lisllul ol dice and throws them all
at once- The central die applies to all
three shots.

Haterman has a skill scare at lli
with his Slttlfil. His conlral die comes
up ti. and the other three dice are a l.
'l'. and ll inthat order. Thus the total
results are E. l2.and 15. CT-It these. the
E is o Good hit. the til is an Ctrdiriary
hit. and the iii goes high and misses.

Each hit in an autolire attack is
treated separately tor the purpose oi
determining danrage. Don't add the
damage together betore making
armor rolls.

l-it common tactic with autatire is
hitting several enemies at once. The
targets niust be within E meters at
errch other. and the tiring character
must have a clear line oi sight on
each. The attacker always computes
the situation die oi the lirst shot on
the most diiiicult target lies tiring at.
and then adds the penalties tor the
second and third shot tram there. ln
other words. it a hero is shooting at
one target with a +-It resistance modi-
tier and another with a +i resistance
modifier. he has to base the burst on
the lrard-to-liit guy ttirst shot at a +5
step penaltyland roll the second and
third shots accordingly t_at a +t-l and a
+'t' step penalty. respectively].

Area-Effect Attacks
Another special type ol ranged at-
tor:k is the area-etiect attack. Weap-
ons that deliver explosive warheads
don't damage only the point oi im-



pact. but cart also iliit-ire cre-:-rlur-'-s it]
the germ-rai vicinity. l'iretr-r"-llect
weapens inclurie grenades and tron
torn rockets-

Wlret: a character attacks witli an
urea ellect weapon. he lirst l'_'llt_I-t_t.';"t-L"!-1
on aiming point. This can he Err;
r-ii-1-rny. or u point on tl;er.;ro|.1r||-l. if
the hero aims at ri charact-=11", the ttri -
gets resistance rnodiiier a|-rplics. ll
he labs the alto-ck at a point on the
grourid. no resistance modifier op-
plies. liiirririg at the ground lios tin:
disadvantage that targets may move-
eut ul the area I_il1:!llILrt‘!ltlttTtl1[:t the
phase

The result oi the skill clrecl-t deter-
mines how close ta this aiming point
llic weapon lands or stril-res ground
rero tor the area-eilecl att-:rr_rk.

l'-tiosi area-ellect weapons miss by
rt distance -deterrninecl by the rrrnge
and the attack roll inclicritr-:-cl on T.-it-t|.t-I
P20; rir_rr_ri_re.-'rct' er 1-'t-air-_:r;. For exam-
ple. a hero who throws a gienncle at
|'|l'=E‘t_llt-|l]‘t range and gets on C-'rrli|ra1'y
success still misses his target by 2
meters. Usually. the exact toll ol the
weupon is rr random result deter
mined by use ot the scatter rliagram
at right.

Uriaer unusual circuriistonces the
-Garcernoster can select the impact
point ol the werrpet1.li'oI ir1stor1r:e.il
a .".e:a is trying to throw o grenade
into the narrow tiring slit ol a rein-
larced bunker. you might decide that
any rniss bounces all the liunkc-r's
lace and blows up just outside. Fit-
rrig o guided missile inte a iarest is
likely to result in the r-iesttucliun oi u
tree. not the target-

Unce you've determined how tor
tram the target the weapon larrris.
and in what direction. you can see ll
cny other characters or objects be-
sides the actuul aiming point might
be atiectecl by tl1E- Lrtltrttk.

'l'l1r-2 tir.1|rtt.:|_-re -LIIZLILJ-5f;'i'Ll by an uiurr
t-1-lletit vretlp-1111 it-1 tiietettrrrrtt-ti try [lie
speciiic wt.-ttprir1:"rr".il tho r_listt'.1ttce
lit]-tl] tl1-::- t.lt;-lo11t;|tit'.11t |-IL:-tilt. 't'lir--1'eii.'-rr-
all |.r1'ca-+1:-ltr=:--:'t1.-rt-ripriiislirivr-rrrlrrrn
Ltge-i-'_1t1|ig grrnlr.-rt on the ll|-|l[llII'i:"I el
1'r'ir'+1t=:-is they l't'lli—iF-'- by Frill‘ ext-'tt:irile.
thetri-tai11et1tr;ittot'igr-.riirrrlr;iutlri-its
l".1n.r:2.i|"-g f.ltllltIIi.]1-: lribi I 2w] In any tot-
gr-=t wititi || 2 rut‘-t+~::;':. lilo-:i1|.'l i'l|'tt'|'|-:'t;I_[r1.-
td=l+2wi to I-iity torgr-:t v-.'|1l|i1itl-tr'|-g:-
tr--rs. and '[:ltr-'lttit'1ry ilttro-zrgrz l_|Tld1.v.I to
or"-y toigr-.-t within lL|:11eters at its tlet
ena=.:o1'ipo:||rt.'l'liisclo|nrrr;eisnotcu
nnriative; only '-he liiglrosl dr_i|nr.:ge
vr:lLJi=.- is iippltrrrl

Paint Blank
‘Ill-‘tit may t'|ltt'iw r'l1rrr:1r'tr_=|s to r -;+'|
r-: l.'-t.1:i1i:t t-:1-:rt1|-n_'l-t:-'. lit-int1--xiii.-lit-.-.iy
i‘l1'1s1'" rairge-. it-eitrt ii-littik J-iltlliii :n':'|rr
r-it rj: r'r|tigt- ill ||_'--ss; ll"l-.ll] I |1".r--i;_-1 l-its
ti-"l':i.l]ll1".'F.St"-I'l{ii%_t'll|tIl :|F-avy .v»_-.-=.i]..--
tius ltlirr-;~-':|" t'ii'-t"rf-i'-.'+Y- It it lI-'-||I.|~- i-.-|
s:i:'-tr-'il12i|-rriitliis rtrrirlr:

Ammn Errpenclrture
t-‘layers r-ilunild lt-.-':i-]- lrirri-: at lirw
murrli fitlltttii ll'|i_tl| tir_"~i"orI-s use 1:1‘: l-tin
mo: tire expenas o siiio-e :r.|=.i|u.l tor
each attack; l'1trt:-';.t f1:|-- oxpr-nri:=. - Illi-
l_rt|rst_ at llLTI::tt rrn||ni!_-:_' -._1iu_i. -;LIlr_1lj]'|;-
thrcc trursts, or t‘rLt]F- rouiiri.-;_ .--1.-r--:y
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Mnvement
Terraln Effect
Emnnth |1nI‘lE

‘Harletl Ya nnrmal

Hugged I4 nnrrnal

Example
firm sand, earth, light
brush
knee-deep water,
lnnse sand, jungle,
mnving uphill
waist-deep water,
|:lee|:| snnw nr mud,
thick jungle, 5‘lI=EE|]
5ln|:|e

Suppnrting fail: Actlnn Checks E Teamwork [cant I
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Ealled Ehnt
A hero who wants to hit a very pre-
cise target can declare a called shot
betore he makes his skill check,
adding a +4 penalty. Called shots
can be used for a variety oi special
purposes. detailed below. It's not
possible to use burst or autotire with
a called shot.

Ir Disarm: P. called shot can strike
a weapon out ot an opponent's hand
in melee combat or in ranged com-
bat- ll the shot is successlul. the tar-
get is disarmed but suffers no
damage. Usually. a disanned char-
acter can retrieve his weapon with
his nerrt action.

P Dead-Eye Shot: Fr called shot
can place a shot or a melee strike err-
aclly where it will hurl the most. The
dead -eye shot automatically increas-
es the degree oi success by one
grade. ii it hits: .t'i.n Ordinary success
becomes Good. and Good becomes
Ftruasing. riirnasing results are unal-
tected, and amiss is still a miss.
Dead-eye shots are particularly use-
lul tor getting solid hits on heavily
armored enemies.

Ir Equipment Damage: A called
shot can damage something another
character is holding or carrying. For
eirarnple, a hero might decide to
ridrlle the enemy's data slate with
bullets to ensure that stolen tiles
dorft survive the light. Naturally, this
subjects the object in question to an
attack. See "Property Damage" later
i|1 this chapter-

Ir Style Shot: A called shot can
strike an opponent with an attack
that inllicts no damage except hu-
miliation- lt singes clothing with a
loser beam. cuts hair with a sword,
removes a button trom a suit, or per-
forms some other obnoxious display
oi superiority. Usually this gets peo-
ple mad —or scared. A Failure on a
style shot ernbarrasses the attacker
instead, without doing physical
damage to anyone.

P Trick Shot: The hero attempts
some outlandish teat ol marksman-

ship, like severing a rope at lt]El me-
ters, throwing a knite to knock o car
into gear, or any similar teat- ll the
shot is really ludicrous. increase the
penalty to +5 or more-

Charge
A common tactic tor entering a hand-
to-hand tight is a charge. A charging
hero ignores the penalties associat-
ed with attacking while running and
gains a -2 bonus to his skill check.
On the downside. his opponents
gain o --it bonus to strike him during
his heroic dash. Once a character is
engaged in melee combat with the
enemy, it's impossible to charge
again until the hero is tree and clear
of the light.

Suppressive Fire
Suppressive tire is intended to torce
the enemy to keep his head down
and ruin any shots he's taking. lt‘s
especially useful tor protecting an
ally who's trying to cross open
ground- When a character declares
that he's using suppressive lire, he
makes a normal skill check. but in-
stead oi inllicting damage, the result
at the check inflicts a 11. +2. or +3
penalty to any ranged attacks that
the target makes during this phase-

Suppressive tire with an automat-
ic weapon is particularly ettective.
since the character laying down the
covering lire can atlect the attacks ol
up to three enemy characters-

The effects at suppressive lire
area’! cumulative. The enemy's skill
check is only ailected by the best
suppressive tire result used against
him. not the sum ol all suppressive
lire.

Suppressive tire has a ditterent et-
lect on targets that aren't aware oi,
or don't care about. the threat. Many
animals won't be deterred unless
they are injured. and an enemy in a
superior position (such as inside a
body tankl is unlikely ta keep his
head down because someones
shooting at him with a pistal. For tar-

gets such as these who opt to ignore
suppressive tire. normal damage is
rolled tor the result indicated.

1* Example: Mad Dog unleashes
his llmm charge ritle in outolire
mode, laying down suppressive tire
on three enemies to allow Everstor to
reach the computer console- ti-‘lad
Dog rolls t Good success and 2 Ordi-
nary successes against the targets.
Nornially, this would give a +2 penal-
ty to the lirst target and a +1 penalty
to the other two. The last target, how-
ever, decides to ignore the suppres-
sive lire. This enemy doesn't have
the +l penalty on his shot, but does
suiter an Ordinary hit tram Mad
Dog's rifle.

Sneak Attacks
Heroes with the Stealth skill tor
using the skill at the untrained level}
can ruaneuver for a sneak attack
during a tight. The situation must
present available cover or obscurity.
or the victim must be approached
trom the rear. For er-ran1ple.o
stealthy character could walk right
up to his victim in a crowd. creep up
through urrderbrush. or simply sneak
up on him when the tellow is looking
the other way. You can choose to dis-
allow any sneok attack in which the
hero doesn't have the opportunity to
get out of his targets sight betore
striking-

The hero's Stealth skill check de-
termines his success in maneuvering
into position. The result ol the check
provides a bonus ta the tirst attack:
Ordinary, —l: Good. -2; Ftniasing, -3.
The hero can er-recute his sneak at-
tack with a melee weapon, an un-
armed attack, or a ranged attack.

Threaten
tnstead ot making a normal attack, a
character can threaten the enemy
with his weapon. The hero makes a
skill check. but instead oi inflicting
damage he has threatened the tar-
get. ln any subsequent phase or
raund, he can automatically strike
betore the threatened target.
whether or not he has an action
available and regardless oi his ac-
tion check. The damage ot the attack
is determined by the initial skill
check.

The threatening character must be
within striking distance it using a
melee weapon or within maximum
range it using a ranged weapon. The
threat is broken it the threatening
character uses an action to do any-
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to as primary damage. Primary dam-
age can cause a side effect known as
secondary damage. Any time o char-
acter suffers wound damage. he also
suffers stun damage equal to one-
half the number of wounds {round
down}. When a character sustains
mortal damage. he also suffers stun
and wound damage equal to one-
half the number of mortals lround
down}.

it Example: Everstar makes a skill
check of d2l]- dil. comparing the re-
sult to his Melee Weapons—blode
skill score of lit. He rolls a 7, for a
Goo-d result. A broadsword inflicts
-:lB+2 wounds on a Good hit. Everstar
rolls. and the target suffers E5 points
of wound damage. As a side effect.
the target suffers 3 stun points of sec-
ondary damage.

Armnr
Armor is a standard part of the genre
in many futuristic settings. Armor
protects a character by stopping
some or all of the primary damage
intlicted by a successful hit. Armor
isn't effective against secondary
damage. {Skill ranks in an Armor
Operation specialty skill in conjunc-
tion with armor can allow a hero to
absorb stun points. including those
suffered through secondary damage.
See the skill description.)

l"-"lost types of armor have different
protection ratings against different
types ol attacks. The low irnpact t'.l.l.l
rating indicates how well the armor
protects against muscle-powered
weaponry, such as swords, maces.
and bows. The high uuprrr.-r rm; rat-

ing reilects the armors ability to stop
high-velocity physical attacks like
bullets and shrapnel. Finally, the en-
ergy (En) rating describes the armor's
toughness against nonphysical at-
tacks. The ratings of each armor are
found in Chapter ll: Weapons Sr
Armor in the Players Handbook.

O Example: Hverstar's sword in-
flicted B wounds and 3 stuns to the
guard. but the fellow happened to be
wearing a battle vest. This stops
d5---S hits against a low-impact
weapon like a sword. The Game-
master rolls and determines that the
vest absorbs 2 of the ti wounds. The
secondary stun damage is not affect-
ed. In total, the guard takes 4
wounds and 3 stuns from the attack.

Firepnwer and
Tnughness
Firepower and toughness present a
means to compare the damage resis-
tance of large and armored targets
with the damaging capability of
powerful weaponry.

All weapons have a firepower: Or-
dinary. Goad, or Amazing. 1"-"lost per-
sonal weapons are of Ordinary
firepower, and many heavy weapons
have Good firepower. Large vehicu-
lar weapons and spaceship weapons
have Amazing lirepower.

Armor and objects have a tough-
ness rating. Humanoid species, most
personal armor. and portable objects
have Ordinary toughness. Vehicles,
buildings. and a few types of person-
al armor lsuch as powered attack
armor and body tanksl have Good
toughness- Tanks, fortified buildings.

and spaceships have Amazing
toughness.

When an object or armor of Good
toughness is struck by a weapon of
Ordinary firepower {like a common
pistol or swordl. the damage de-
grades. Mortal damage becomes
wound damage. wound damage be-
comes stun damage, and stun dam-
age is ignored. This effect occurs
betore any armor rolls or secondary
damage take place. After thorium-
age degrades, the armor then makes
a normal roll against the new printa-
ry damage, and might negate some
or all of this. Secondary damage is
based on the new primary damage.

The effect is identical when an ob-
ject or vehicle of Alnasing toughness
is struck by o weapon of Good fire-
power.

When an object of Amazing tough-
ness is struck by a weapon of Ordi-
nary firepower. the damage
degrades twice. lklortal damage be-
comes stun damage, and wound and
stun damage is ignored.

When a weapons firepower
equals or exceeds the toughness ol
its target. damage doesn't degrade-



Hence. an Urdinary weapon [such as
apistoll doesn't degrade when firing
at unarmed or lightly armored per-
sonnel; a Good weapon doesn't de-
grade against heavily armored
personnel or the average vehicle; an
Amazing weapon doesn't degrade
against tanks or spaceships.

The armored target can still be
brought down by heavy and accurate
small-arms tire. but it takes time. It's
much more effective to iind a weap-
on oi Good or Amazing lire-power
when dealing with tougher objects.

It Example: Imagine lack Everstar
attempting to stab a guard in a body
tank. Since this armor has Good
toughness. the E wounds Everstar in-
ilicts degrade to E stuns. Now the
guard makes an armor roll. Against
low impact damage, the body tank
stops 2d*i+l hils- -in this case. a total
otE hits. Ea. the armor blocks the E
stuns ol Everstafs sword thrust.
Everstar would need an Amazing
success with lots oi mortal damage
to have a good chance against a
body tank with his sword.

Ftealizing the hopelessness at the
situation. Everstar makes a judicious
retreat and returns with a plasma
gun. He scores an Urdinary success
with his attack, inflicting 7' wounds
on the armored guard. Eince the
plasma gun is considered to he a
weapon of Good lirepower. these 'i'
wounds don't degrade. The guard's
amtor stops Ed-It+l hits [this time the
result is El and thus negates most ct
the primary damage—but the 3 stuns
oi secondary damage get through
and shake up the guard. Everstar is
making progress.

Special Uses
‘|'ou can use the rules lor firepower
and toughness tor aliens or intelli-
gent machines as well. For example.
an alien might have Good tough-
ness. downgrading Ordinary tire-
power used against it due to its
extraordinary resilience. it's possible
tcrcn extremely tough alien to shrug
all normal weapons tire.

Creatures at extreme durability
might have Amazing toughness.
These should be quite rare. since a
party at heroes armed with personal
weapons could only hope to do stun
damage to such a monster. and even
then they'd need to roll hits inflicting
mortal damage.

Damage resistance doesn't have
to apply across the board to all kinds
at attacks. Some creatures may be

resistant to one type oi damage—tow
impact {Ll}. high impact (Hll. or ener-
gy lEn}—but aliectecl normally by the
other categories. You can design op-
ponents who are resistant to all
kinds oi damage except one very
specific type ot weapon. such as son-
ics. gravity devices. or even silver
bullets.

A iew creatures or objects might
be immune to damage oi some types.
A lake can't be hurt by impact dam-
age. although it's conceivable that
an energy weapon could boil oil its
water. Use common sense..but re-
member that heroes should have a
chance to inllict damage against the
villains.

Effects clf
Damage
A character's or creature's durability
rating is divided into tour kinds of
damage: stun. wound, mortal. and
tatigue. Most humans and members
of humanoid species possess a num-
ber oi stun and wound points equal
to their Constitution score and a
number of mortal and tatigue points
equal to ball their Constitution score
(round upl. Characters can lose all oi
their stun and wound points and still
survive. but when a hero exhausts
his mortal points. he dies.

There are any number at ways tor
your heroes to accumulate damage.
The most common is through com-
bat; every time an enemy successiul-
ly strikes a hero. the hero suiters
damage based on the weapon the
villain is wielding. minus the eiiec-
tiveness oi any armor. Heroes can
also be damaged by dangerous envi-
ronments. ialls. traps. or accidents.
Finally. heroes might expend tatigue
points by engaging in strenuous ac-
tivity such as sprinting or torced
marches.

Stun Damage
Battering. cuts and scrapes, bruising.
and exposure to the elements are
represented by stun damage.

When a hero suffers stun damage
that exceeds halt his total stun rat-
ing. you may choose to apply the op-
tional rule for the hero being dazed.
He sutiers a +1 penalty to all actions
due to pain and weariness.

When a hero runs out of stun
points. he's knocked out. Characters
are occasionally subjected to addi-

tional stun damage {heavy stun}
alter they run out at stun paints. For
each 2 points oi stun damage a
knocl-ced—out character sustains from
a single attack. he suiters l point ot
wound damage.

5tun Recovery
Stun damage automatically disap-
pears at the end ol a scene. Use oi
Medical Science—treatment or
Knowledge-first aid can remove stun
damage during a scene and can also
return consciousness to knocked-out
characters. See the appropriate skill
descriptions.

A hero who doesn't receive med-
ical attention remains unconscious
tor the remainder oi the round he
was rendered unconscious, and all
oi the next round as well. Thereaiter.
an unconscious hero can make a Fle-
so]ve—physical' resolve check every
round to recover. Success brings con-
sciousness. and the degree oi suc-
cess determines a number oi stuns
recovered: Ordinary, 2 stun points:
Good. 4 stun points; Amazing. 5 stun
points. Characters can't take any ac-
tions in the same round they recover;
all they do is wake up and take stock
oi their surroundings.

Wuunrzl Damage
Punctures. burns. serious cuts or
slashes, fractures. and widespread
systemic injury are included in the
category at wound damage.

Every 2 points oi wound damage a
character suiters also causes I point
at secondary stun damage. Second-
ary damage bypasses armor: see
"Arrnor" above.

When a hero suiters wound do m-
age that exceeds hall his total
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wound rating. you may choose to
apply the optional rule for the hero
being darted. He suffers a +l penalty
to all actions due to shock. blood
loss. and extreme pain. This is cumu-
lative with arty other penalties for
damage.

When a hero exhausts his wound
points. he's knocked out. For every 2
points of additional wound damage
theavy woundl suffered by the cha r-
acter in a single attack. he sustains l
point of mortal damage.

Ht the end of a scene in which a
character suffers wound damage. o
fatigue check is rolled {see "Fatigue
Damage" belowl. regardless at
whether the damage was healed
during the scene.

Wound Iiecmrerg
Unlike stun damage. wound damage
does not disappear at the end of a
scene; it lasts until a hero receives
medical treatment or has a chance to
heal naturally over days or weeks.

Medical Science—treatment and
surgery can heal wound damage.
5-ee the appropriate skill descrip-
tions. Without medical treatment.
wounds take time to heal. Each
week. the hero is allowed to make a
Hesolve—plrysical resolve check. ll
number of wound points are recov-
ered based on the skill result: Criti-
cal Failure. condition worsens ond t
additional wound is suffered: Mar-
ginal. l wound recovered; Ordinary.
2 wounds; Good. 3 wounds; Amazing.
-'-i wounds.

The unmodified skill check as-
sumes a state of minimal activity
that places few stresses on the hero's
body. If the hero restricts his activity
to a hospital bed or a state of com-
plete rest for the week. the check re-
ceives a -2 bonus. ll he engages in
normal activity. the check receives a
+2 penalty.

if a character is unconscious be-
cause all of his wound poirtts have
been lost. he can't regain conscious-
ness until at least l point ol wound
damage is healed.

Mcrrtal Damage
Mortal damage represents severe in-
juries to vital parts of the hody—a
bullet in the chest. a knife in the kid-
neys. third-degree burns. and other
nasty stuff.

Every E paints of mortal damage a
character suffers also causes l point
of secondary strut damage and t

paint oi secondary wound damage.
tfiecondary wound damage doesn't
lead to additional secondary stun
damage.l Secondary stun and wound
damage can cause knockout as
noted above. llrmor ca.u't absorb sec-
ondary damage.

Each point of mortal damage
causes a +1 penalty to all actions or
checks {including Etamina- en-
durance checksl_ For example. a hero
who has suffered 3 paints of mortal
damage has a +3 penalty to do any-
thing. This is cumulative with the
penalties for excessive sturr and
wound damage.

ll. character or creature that has
suffered any amount of mortal dam-
age is considered to be dying. At the
end of the scene. a Stamina—enclur-
once check is made. The result of the
check determines if additional mor-
tal damage accrues: Critical Failure.
2 additional paints of mortal dam-
age; Failure. l additional point of
mortal damage. Cln any success. the
character suffers no additional mor-
tal damage. Following the end of the
scene. the dying character must con-
tinue to make 5tamina—endurance
checks every hour with similar
effects.

lf all of a character's mortal boxes
are marked off. he dies.

Fit the end of a scene in which a
character suffers mortal damage. o
fatigue check is rolled fsee "Fatigue
Damage" belowl.

tttlurcal Iiecutrerg
Mortal damage doesn't naturally
heal; it can only be healed by the use
at a medical skill. Successful use of
Knowledge-first aid or Medical Sci-
ence—treatrnent can stabilize the
dying character and reduce the need
for Stamina checks to once every
day. Medical Science--surgery’ is re-
quired to actually improve the dying
character's condition and heal mor-
tal damage.

Fatigue Damage
Fatigue damage represents exhaus-
tion. lt may be caused by marches
and overload movement. heavy labor
lasting longer than ll] minutes. expo-
sure to certain harsh environments.
or suffering wound or mortal dam-
age during o combat scene. When a
hero engages in fatigue-causing ac-
tivity. a Stamina-—end'urance check is
rolled. Ft Critical Failure result indi-
cates that the character sttffers it

points of fatigue damage; a Failure
indicates 1 point of fatigue damage.
Any success indicates that no fa-
tigue damage is suffered as a result.

Fatigue checks are usually made
at either the end of the activity. the
end of the scene. or once per time
unit for overland movement or labor.
Adjust the interval between fatigue
checks as you see appropriate for the
severity of the activity or situation.
To reflect the difficulty of continued
labor or exposure to fatigue-causing
activity. you may decide that each
Stamina—endurance check after the
first is made with a cumulative +1
penalty.

Each point of fatigue damage
paint causes a +1 penalty to all ac-
tions or checks {including Stamina-
endurance checks}. This is cumula-
tive with the penalties for excessive
strut. wound. and mortal damage.

When a hero exhausts his tatigue
points. he must make a Resolve-
physical resolve check to avoid fall-
ing unconscious.

Fatlgue lilecclirerg
Ftecovery from tatigue damage can
only begin after a cessation of fa-
tigue-causing activity or exposure.
‘While a character is at rest. he or she
can make a Hesolve—plrysical resolve
check every hour. The result of the
check determines the number of fa-
tigue points recovered: Critical Fail-
ure or Failure. none; Clrdinary. l;
Good. 2: Ftmazzing. 3.

Fit you.r discretion. you may as-
sume complete recovery with a day's
rest or a dramatic interlude of suffi-
cient time.

Death
Ho game mechanic exists for restor-
irtg life to the dead. Hesurrection
isn't available as a standard option.
You can make character death in
your game as final as you want it to
be. ln a realistic or low-tech cam-
paign. heroes will occasionally die.

This isn't entirely b-ad. lifter all.
players won't feel like their charac-
ters are at risk unless they think that
their characters can he killed by the
bad guys. A game without risk--or at
least the illusion of it—-isn't much of
a game. ln order for the players to be
entertained and challenged. they
have to believe that their heroes
don't have guarantees of glorious
victory and a stroll into the sunset.

Cln the other hand. players form
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structure. Mortal damage is extreme
physical damage-

Sise is an important determinant
in an object's durability. fine good
hit with an as can tatre down a
sapling. but it lal-res a number of hits
to cut dovvn a large tree. For very
large objects such as skyscrapers or
battleships. you can assign each
section its own durability score.

Pit times. objects and vehicles may
be forced to make a durability check
as a result oi damage or a specific
situation. Ft durability clieclr imitates
the Stamina sl-rill checl-r or Constitu-
tion teat check a character might
mal-re. The object's Stamina—en-
olrrrarrce sl-rill score equals its wound
rating ltvvice its mortal ratingl.

Thughness
As described unrler "Firepower and
Toughness" above. toughness de-
scribes what scale is necessary to
seriously damage the object or de-
vice. U-'b_jects are rated as Urdinaiy.
Good. or Pimazing.

Ctrdirrary toughness objects don't
have the mass or thickness to absorb
a lot of damage. Living creatures.
light lurniture. and small appliances
are Clrdinary objects-

Good toughness objects are big-
ger. stordier. and generally harder to
rlamage than Ordinary objects-
lt-'lany vehicles and light buildings or
installations are considered Good.

Aniazirig toughness objects are

large, sturdy. and unusually resis-
tant to damage. Pi tanlr. armored
spacecraft. heavy blast doors. or re-
inforced buildings would be consid-
ered F-.masing-

Hrmnr
Ctbjects may be protected by an
outer casing or surface that can de-
llect damage. Armor for objects
worl-rs exactly lil-re armor for charac-
ters--—it absorbs some or all of the
primary damage of on attach. it-'irmor
has no etlect on secondary damage.

Here are some general guidelines
for object armor ratings. Thin]-r of de-
scribing an object as either fragile or
protected by light. moderate. or
heavy armor. See Tit.ttt.t-I G13: Ctstsc"t'
fission.

Effects |:|f Damage
Wheii a device or vehicle runs out at
stun points. some minor failure usu-
ally results a nonvitai system
breaks dovrn. or a vital system ac-
quires a penalty to its operation.
This is described in some detail for
vehicles isee Chapters lll and lll.
but you'll have to use your imagina-
tion tor other machines.

Ft device or object that runs out of
wound points almost certainly loses
at least one vital function. and possi-
bly more. Fr door or wall that's out of
wound poi11ts isn't going to keep
anyone out anyi-nore—tl'iere's a hole
big enough to get through. Losing

mortal points means that large por-
tions of the device or objr-act have
sustained permanent damage. Fle-
poir will be dillicult and involve re-
placement of components- Pin object
that runs out of mortal damage ceas-
es to eirist as a functional device- For
er-romple. the wall collapses or the
tree topples-

Rule uf Enmmnn Elensle
Hemem ber. l-reeping track at property
damage isn't the point of the game-
You don't have to determine the fate
of every bullet that goes astray. This
is only a quick stretch of how to han-
dle the topic of hreal-ring things
when it's dramatically appropriate.
Fl. hero shouldn't be able to shoot a
sale open or linocl-i a house down
with a normal pistol. Let common
sense rule your decisions about what
the heroes can and can't break. and
how iong it talres them to do it-
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Guns and knives aren't the only way
for your heroes to meet an untimely
end. The galaxy is a dangerous
place. The secret research labs. in-
dustrial complexes. military bases.
and alien ruins that heroes routinely
investigate present certain danger.
Heroes get pushed off buildings. ex-
posed to vacuum. electrocuted. in-
lected. burned. drowned. poisoned.
and irradiated. Being a hero is a
tough job. and it's part of your job to
challenge your heroes.

Resisting Hazards
Heroes exposed to hazards are enti-
tled to a roll to avoid the worst of the
effects. Usually. this is a Constitution
feat check.

The amount of damage a hazard
inflicts is based on the success or
failure of the Constitution feat check.
A hero who generates an Amazing
success manages to evade death or
rIll5I't‘t'E!'|'l't|lT-‘rt-l'I'I'l'tEl1|..'i:lt1il‘iE~ other hand.
a hero who rolls a Critical Failure
stumbles headlong into grisly doom.
3::-metimes. a hero may sustain sig-
nificant damage despite a success-
fulclieck; nasty hazards inflict
damage on any result. but less
damage with an Amazing or Good
success.

Toii should apply modifiers that
you feel are appropriate to Constitu-
tion feat checks caused by liazards_

Acid
Acid and caustic chemicals aren't
fun at all. Heroes might be struck by
flasks of acid flung at them by r:acl-r-
ling mad scientists. or they could fall
into vats of dangerous chemicals-
The average. powerful acid inflicts
damage as shown on T.-'iEit.EI G I4:
Acin DAMAGE.

Acid presents a more potent threat
since it continues to do damage for
rounds after immediate exposure. ll
a character is able to neutralize the
acid hy an immediate cleansing or
similar process to remove the acid.
the damage ceases. Deadlier chemi-
cals could inflict higher damage tuse
dB or d8 incrernentsi: faster-acting
chemicals might affect the victim
once per action phase. Weaker chem-
ical could do less damage or cause
damage once every rriinute.

Corrosive substances may destroy
equipment at your discretion. Guns
and heavy armor are fairly resistant
to acid, but more vulnerable items
could be wrecked by imrnersion.

Contracting a horrible disease isn't
heroic. but it does create the opportu-
nity for a character to battle through
illness. As a general rule. heroes
don't stand a chance of getting sick
unless you think that it might be dra-
matically or realistically appropri-
ate. Here are some guidelines:

F’ The hero suffers wound damage
that is left untreated

Ir The hero breathes. drinks. or
eats in on extraterrestrial environ-
ment without takirig precautions.

Ir The hero is wounded by a dis-
eased animal-

|"* The hero is exposed to an area
or item contaminated with a canta-
gious disease.

When a character is exposed to a
disease. he must make a Constitu-
tion teat check to resist this hazard.

Effect
Terminally ill
Extremely ill
Ill

Check Result
Critical failure
Failure
Drdiiiaiy
Good
Arnrrxirig

No effect
No effect

This initial feat check to resist the
disease may be modified by the dis-
ease's strength. as shown on the
table below. You choose the strength
at the diseasr-?-

Strength Modifier
Marginal —l bonus
Ordinary no modifier
Good —l penalty
Amazing --fl penalty

The effects of a disease aren't imme-
diately felt. You decide how quickly
the disease manifests. The incuba-
tion of a disease refers to how long it
takes before the victim begins to ex-
perience syrnptorns. Before onset. the
diserrse is detectable with a medical
examination, and it can be treated
preemptively by means of the Medi-
cirie--treatrrrent skill. ft-‘lost diseases
have Marginal or Ordinary incuba-
tion. See the table below.

fncuhation Onset
Marginal idti weeks
Ordinary .'T-lrl-ll days
Good ld-4 days
Amazing Edit hours

Disease Effects
ff a doctor doesn't catch the disease
before the first symptoms appear. the
victim becomes sick.

lll characters suffer a +2 penalty
to all actions. Each day. the charac-
ter mrist attempt a Constitution feat
check: Critical Failure or Failure.
worsen to extremely ill; Ctrdirrary. no
cliange; Goad or Amazing. the char-
acter recovers.

Extreniefy ift‘ characters are al-
most completely incapacitated. in
desperate situations. an extremely
ill character may attempt a Ftesolve—
physical resolve check to force him-
self to his feet, but all actions receive
a +3 penalty. Each day. the character
must make a Coristitutiori feat ciieck:
Critical Failure or Failure. worsen to
terminally ill; Ordinary. no change:
Good. improve to ill: Amazing. recov-
er completely.

Terrninalfy ill characters are co--
matose. although they can reuse
themselves for a few words of con-
versation with a Resolve--pfiysical
resolve check. Every six hours. the
character must attempt a Constitu-
tion feat check: Critical Failure. suf-
fer 2 points of mortal damage;
Failure. suffer l point of mortal dam-
age; Ctrdinary. no change; Good or
Amazing, improve to extremely ill.

3
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When tlte here srtstattts |t1at'la1aat't1-
age. he rttrtst tttal-re a Stamina en-
r*!ttrrttrrrt= rheel-t as it suffering martal
damage in earttl-rat; see "l'vlartal [lam-
age" r'rl_t-r.we.

Druwning
Strbmeraecl r:i1-araeters can at|tamati-
trrtlltg hrtlrl their hteath feta t1|.rmher'
et trttttrtls eqttrtl te-ene-ltrtlt their
Cattstittttiarr st?-are hetere they hegirt
ta rltrtwtt. This assrtrttes tlte charac-
1r':I lttts rt tttrtrttrrttl In till his at ltet
lttrtgs with air; etherwise, the r_"itara|:'-
let" has ettlty atte r'at.tttt:'L belate at'-awtt-
trtg ltr-tgtrts.

Tltettj-rtttet. startt'.lat"rl rules Iar sul-
t~::tct;rtit:ttt tzrp-ply. See “Srttlar:atia11"
later itr litis E'l'1{I['tlE*t.l'l-E'1'{l':~t=_'*I~1 whe
ltrnflr r"tr|t'r".lrr|:~trtrl rrtttl-rs in the l"'-‘lrtt.'e-
tttettl swtrtt s|:tecialtt_.' sl-till have a
]tar'trts le their Statrtinrt-ettcltttrtttrre
rrhettks wltert httlriing their hrr-allt.
Fleter te the slrill rlesrrt'iptiatt.

Ellectricitg
'l'hr"- rttttrtrt:tl ttl t_l<:tt-rtrtgt;- rt: t;ltt_trt_tt_tter
srtstairts ttrtttt an eler.:trir.".al shacl-1 ae
rtettrls art the strertgllt et the r'.-r_rt'|ett1
rtrt=l the rtrttlr it I-rtlces thtrtuglt the
|'t-rtt'l1J.'.

'l'lrtt.- -.=irrttt'|t's Cctttstttulietr teat
c:lrer.'l-: It-.-tlerrls the lilic-:-lihatttl al Elam-
age,.hrt1 yr:-tt cart apply merlitiers as
rttgttr see lit- Fr r;|tip-pittg-wet here
.~:lr1trr;lrrtg r.t|rrJt1 tratt gtrtte rrttglrt
|rr.t*-te t:r +3tter1alt1,t ta his Cartstitrttiatt
teat t:'ltet'l+:; a well-rrtsttlatetl chat"-atte
l|_'.'[ 1.'.rertt'trtg trtlths.-r" gloves rtttcl natt-
l-.":rt"rtrt.'=. !-nrtl:-t ttrtrtlrl -g=.1'tt‘t t"| 3 literttts.

FIl=?r+".tt"it":t| slterzlzs tttay sr-ramble
electtatttc t'.lr-_"~r'tt_‘t':5 such as carttprrter:-;
rt-|'T-:1-rlirte-I -ttl yr:-rtt' rliscrr-rrint-r-

Exposure
t'llitr:trtt"tet"s .=ttr"a|tr"tet:l itt lite ttticlrtle
ttl rtttwlrr'ttt'- irt twitter rrrtlcl at h[iste|-
tttg lte-at tttat; et-:pet'iet1t:e clatttage at
even cieath. The rrtles tat et-rpesrtre

t-:1 hastile envirnttmettls t'lT'e +I'Cr‘.-‘F:-|'er;l
in "FIt'rvirr.tttn"tettIs" later" itt this
chapter.

Falling
lrt ltrrmtr gatttes, r_"hat'at:'tets tall
rlewtt seattet" at lalet". The r'tITtt'tlttr1r’t[
cl-:tmt:rr_:_|-::- -:t iallittg victirtt srrsteitts cle-
]:tet'rr‘ls rttt the lettath at llte tall attri
the result at r.t.rt Ftr1t'r_tl_ttttit:s—lr"tIl slrrll
r'_-itetlt- Pt Dexletitylettlr?l1r:r1l~:istrset‘l
it the :-=1-till is ti.1'lavrTriltTil'}lr.=.'.

Tit e tall Lralegtitries ate: exttet'trt-tit;
shfrtl liii rttetets rt: lteftsl; slrttrt [fl tn lfi
trtr;-ters]; rrtr.-tlitrttt Ill I ta 31] ntetersl.
lartg 13] le BU rrtetersi; attd tet'tttErtrt|
IE1 rtt-.'.-lt'.~rs-r II.

Ti1er1ttta'.rt-rtrt-l timertltr?-t"r"rstite|1t;ls
tallittg is shrttrl, ttttless lte starts rtt rt
uety lttgh titltitrttlt.--'|:ltrtr»:1r1ter':-t :tr'r_tr'-_2l
erate -:'tl ll] rrtetr-7-rs r.=1.r-erg seriattr-1_ attrl
there are ah-::trt13 seeatttjls irt rt-t'ttr1,t
phase. Heresa rrjtrrglt r_trttrh.-lt:tr- ter"
haw lettg rl trtl-:r=.-s rjt tfltttttttflt-:T 1<:1- hit
ll'|+'.- grnrrttrl:

Length atFr:r11
|.1]‘|l=.‘rl?r[_|f1‘|t'-r|!tF::'s
EU--EIHU rtteters
HUU =lLllI ttterets
4|]!-l 5|]: |'t‘.r':I:_i-1'5
+ .'3t[I[| rtteters

Time Falling
l phase
R phases
3 phases
*1 phases
-=L|Ll|J I pltr_rt-'-e

Ft tttll rtf r_thr_tr_t1 RUE tttelers is l-attg
ertrrttglt let rt hrttttritrt te rerttrh textur-
Itttl ‘i.-*'fT'lLIllIll'!|." the l-:1:-e.lr?st sper";-r_l_ rt
tallirt-g person will travel. titit.-‘e11 £111‘

resistrtrrne ttettttal la Earth. lrr vacu-
r:rtt, rt trtllirtg character wctttld t:artti|t-
rte tn r.rt:rt*ele.t'rtle rtttttl iatpact.

E-:tttte frills are less 1ra2t_ttr"lntrs
thrtrt nthers; what ti here lurrtjls an
can tttalte a big rittlerertce itt itaw
etrtrzlr rlrrrrtctge rt tall causes. ttfirp-pl‘f
the lrtllawina ['t1tIJ'LllllE‘ISlt"Jllt{:?l1FErT[IJl5
tall att Tttt=|.rt P15: lrttt"-tttrt" Dt'tr-teas.

Falls in r:tt'| erwirettrttettt with an
uttasuctily law rtt' high -gr'a'rr11y trratf
allet the rlarttage trartserl. See “Erwi-
trItr1tItE't1t5“ llfltttr in this |'_1l!1C[|]t{£rI'_

tlr: rrtrtt ctr,-ttft rarrntet tall damage,
hut it may negate setrte at all et llte
ei-ttt't't trlatttage inflicted ht}: sptkeg ctr
rttlter ttt;tstt.*tle1.tirres waiting at ll'lr=.
l't-Frllr‘:-t}'|,

Fire
l'l'rttt1t1'rg huilrlittgs, Earest lites, vel-
r.1~::ttir" etaptietts, artrl rttl-ter sirrtilat
ettettts seem ta ctttrr_tr_:l herees like
ltattett rtt-awe lites- ll-eittg ttear a tire
tstt't hetttltltt,-';ll1e heat atte] smeke cart
t"rt=;tirllty'r:-t.'et't:r;trtte :1 r:harar:ter,e1.rertit
l1e1te'L'r'.:t ftfitrtttlltf i_TIIllIIjl1ES. fin"-_-_ ll :1
Item is et-tpnsecl ta direct tire, he sus-
tains sevet'e rlt.'ttttrtge.r'1'Il-tr:-r"lt ettee



F-'

pet raurrri tar the tires E-fleets rttt
Trs|.|t GIE: Ftrtr: [)ttr»tttr;t;.

Frlild battuses at pettatties as irrtrr
see tit. E:~:trerrrel1y' hat tires a-r chc-ttti
cal tires rrtrrv arlct a pertrttty tn the
Cetistittttiatt tent chect-r. Ftettective at
i1't5LllEltE£it?lt.i1l'tit'tg',5iiCl1rZtsr:r_trttlt-at
arrrtar. is usetttl against tit't;;- tirtttutge
especially it the 1-tern rlr_tesn‘t have ta
breathe hat srrt-:_tt-re. A here tttav up-
g1't':rIlFt his strcrress by cure eh;-31 it
using ct respiratnr ar inrtepettrlettt
etqrgett supply. arrri attathet step it
‘P-'EEtt'ittt_i_J heat-retlective at tttstrtrttnrt
ctrrthing. Far etrrttnpte. a titetightet
ttt rttt rtvercctat r.tnt.'l hrerrthittg tttrtst-:
sustuirts nrtli-' t1I*'l5t1't_iI‘t‘t heat rtnrt
Efflfilte with rit Failure rr.-:-;rtlt_ at r_IEis.

an rt Criticrtt Fttilttrr-. In art-rlitirtn. rt
cttaracter rrrtrt use his ar't:tar's energy
t'Ert.! rating tn negate same nr all rti
the rlr1tr'tr_tgr..~.

A ttetrt r:~:t|t spnttrl rttt rttitia-n rtr'ap-
pitta ta the grauttrt, wrapnitrg ltirt1-
:'-‘-F-lIittr'.tI_ilur1ket,rtr trtl-ring siiTtilrtt'
pr"ntt=.~ctive tttr"-trtsttres ta etrtingttistt
tlifi tire. lti this Ettse, any sttr:c:r':-sstttl
t'r':.‘-T-tilt Ftlt the Cr'.rtrstitutit_tn I-eat chr.--r't-:
il1r-tir.'r.ttr_-s that lltr: lit'r- l‘t.f'tt!{. tteen et-1
tirtgrtishrtrt.

Cit cr.tur'se_ tttany set".-nrtrtzttv l'tII_It".-
r.ttr_l:=t trtuy utter-.* with rrir_ti:_"r1" tires;
ttlirrttntgt wrecl-rrtr_]e, strttcttttrtl t-rtt-
lrtpse, et-zpladtttg vr_tt:_tttles_ rtttrt elr-.-<:-
tricrtl sharts rtre rt It".-tv at the mere
rte-rltItIr'trt. lrleraes ct_|t't‘i.tittg artythittg

i1r_trrtrrtcrl:rlr:-2 crr vt,rlrtet'aiTtIetctI1et;ri
tittmage may lase their passessicttts.

Puisun
One at the mast carrtmatt and rtearllir
hazards heroes lace is the threat at
paisan. Many living creatures sttch
as tislt. insects, trngs. srtal-res. spi
c1ers.ie11t;tisl1.anrl rnallusics manti-
tactrtre deadly camp-auncts tar
intntabilizittg prev at" tar selt-<_te-
tense. Heroes Inigttt also he etrpcrserl
tn man-rnacte paisans such as nerve
gas. industrial salvettls.at't"intcat1-
trct] agents. Pcrisatts are riescr thert lrtv
type, strength. anti vectnr.

Puisnn Tgpe
Etegardless at the arigitt at the ta:-tin.
ptnisrtrrs have ane at sit-: hasic ettects.

Hetttatc-:-zirts rtttacl: the ht-:_'tr.':-t't,
rtuusirtg ut|r'tr_:r_:eptr_1t_tt-e tltittnin-;;|_ r_1tr_tl
ring. er intertetittg with the lTrlctcrt:l's
alttility ta crtrrir at-tygert. ttttt aver'rtgr'-
ttertratrtxin has rtrt rinse; time rti Ilil
rttinutes attrl an attack riurattan at rt
hcturs.

Nertrattntrirts interterrt with the
tizttetttical signals at the ttervetrs sirs
tent, causing the vir_'tirtt's hartv tn
stt'-.tt clawtt. Itrt rtverttge rtr.-.-ttrrttctt-tin
has arr rtnsrtt iititr.-2 -:tI I tnirirtle cr1'rt;I at:
rrttrtclr riuraticttt at ttiltttittrtte.-1.

t'\t’e-;'t'c»ta:trt'tts trill ar rtts_-ta':vr- ltvitrg
tisstrc-2 in the vicittitir 1::-t‘tl'rt.'.-it:‘tjttr'v.t"3t!'t
average necrcttatrrin has an an set
time at 1 haur and art attack tiututtatt
at IF! hattrs.

Caustic agents destrair vrttttetahle
tissues tltrau-git chemical burns. and
cart I-all it inhaled. Arr average caus-
tic has an enset tinte at it ntitttttes
and a ctutatiatt at 4 haurs.

Paral;vtt'-:.- venants irrtrttehilitre the
victim tar same period crttin1e.Ftt1
average ven-ant has art anset time at
1 minute and a rluratirtn that rte-
pencls an the victim's Cattstilrttian
teat check restrlt.

Finally, tmtt-rite crtttitriei]1,'itirrr:-
pacitate a persart lav ittrlucittg
nausea. coughing anrl sneezittg, at"
atiter unpleasant sitntptnrtts- flirt av-
erage irritant has art ans-r.-t time at l
rattttd and a duratiat". at tt] ntintttes
alter exposure has ertdect.

Puisnn Strength
The strength at any partictrlrtr pa-isati
ts rneasttr'ert tin,’ three rirtturacteristics:
the bantts at penalty ta the victirn's
C-rtttstttutinn teat chect-:, the attset
tirtte. and the duratian at the attack.
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Puisnn Uectnrs
Paisati crrrt he rir-ttiverarl ll}-' several
rtifferarrt trrerzttrtrtisrns. fttsinrtative
pats-ztn is iniecterl intrt the binari-
strerrttt hit frtrtgs. stirtgers. at enven-
arited weripriris- l:"| arder ta prjtisctrt rt
cftaructer with an insinrtative vett-
ant, U srtr_'r_'essfr_ri attr_rr:ir: that inflicts
rrt least l paint at printrtrv damage
after any arrtinr rall—-ts required-

it Example: i"t snatre bites Jae, iri-
fiicfiirg E wrtuiidsr:-I ittitttarv r;tr1t'tt-
age, rm-ti thus I stun at secandarv
daniage. Farturiatetv. lae's wearing
r'.tr'rtictt" that steps all the waurtd rlarrr-
rtge. t-tr: tat-res l paint at stun damage
frani the hire. brrt he isri't pats-rineri.

ftthaferi pctisc-its are gas, dust, ar
rrr-rrtsui tttrtrtrtres that affect any
creature that breathes them itt. Each
rctuiid in which the character re-
rtiriitrs iii an area caritaiiiing a pai-
san gas, he mttst attempt a
Canstilutinrt feat tj?t|r.'?'t.'?l\t'C Lttttil he ei-
ther lLttII':{IIIJ!‘t'tFiS prtisnneri at leaves the
rrtert. Pt gas rnaslr, respiratar, at"
sealed suit at arntctr pratects against
irritated prtisrtrts. ll a here trnaws
thrrrr:-'s prtisa-rt in the ail‘ at antici-
pates the rrttaclr, he is alluvved ta
haid his hreath ta avaid tat-ritig in
paisarr gas. See "5'_iffacatian“ later in
this cliapter.

Cari!-rrct pursuits inflict their darti-
age liv ntatritrg crtntact with the vic-
tint's st-tin. The paisaner rteeds a
srtccessfiti attacir rat]. frrtv hit, re-
grtrriiless at the darttage inflicted.
hrirtgs the venani in cc-ntact with the
target's stritt and ail-riws it ta rte its
war]-r. Tttrzse can either gases. lig-
uids. ar pavvric-rs. The here requires a
r:rtntpletelv sealed suit with a fitter
tttcisi-: at irtctependerrt hrertthirtg de-
vice ta tie srtte. lf rt cantact paisan is
snteared ante a weapan. treat it titre
an ittsiitrtrrtive rtttarrt-r

fngesttve paisaits ntust he cart-
sunied. As fang as the here dc-esii’l
eat ar ririnl-r such ct substance, it fias
rte ettecl.

Paisaris rrtav varv in lethalitv de-
pending rirt haw the victim is es-
pased. Far etrample, niustard gas is
pc-werful if inhaled, but fairlv weal-r
if carilact is the vectar.

Puisun Efi‘El:t5
Wliert a character ts paisaned bv in-
stttttattve. inhaled. nr cantact pai-
sans. the effects are lett almest
immediatelv. lrtgesttve paisans nirrv
r-tat he naticed tar several liaurs- Etrtr
ing the errset time, the victim feels
pragressivelv warse. The et-tact
svrttptams depend an the pcrisatt iri-
velved. but nausea. seizures. blind-
ness. nurrrbness.para1vsis. hleerlittg
elevated heart rate. and ditficultv irt
breathing are all passible.

r‘-lit the end at the enset time. the
paisan runs its ceurse aver the dura-
tiati at attack. Hail the dantage and
divide its effects aver the rlitratiati.
This is when the victim actuallv suf-
fers any damage the paisan inflicts.
When the attacl-r ertds. the here stif-
ters na mare damage.

Herc-es with the It-‘tactical Science-
treatntent st-til] can attempt ta aid
paisatted characters. in the absence
at a specific antidate, the treatniettt
El“-“3l'5 I?"1T“"it3lE‘5 '3 ‘L *3 '1“ *3 litlnttti Thirst and starvctran rttav be fatrti
lg the "'l'5llmf5 ":'t3"l5|ll'-1ll[i'" l'?"?1l Pr-apte rrirt live an mrritrttat tcrad far
C11Et":iil":. lI'\"lit1t:ill ITIQY l:lEt' TETUlit.'Ed EIIIET r.‘[_=-'|_rp[|f1,| n1|_-jnihs and can q-|_H—r;|;|-]1r_|-|.-_-! Sev-

rnerlical attentictn. If the medic has ,-.mt1,,t,,E.E1{5 with M, [find U1 {Iii Wm,“
the specific atitidate at ]trrrtr_:l. the vic 15 mud] H ms I» Hmq] Gmng {I1-1:-;'|.|~|'
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ease are a reasonohle description ol
the effects oi dehydration and
starvation.

Suffncatiun
dulfocation can be brought on by
any number ol causes: exposure to
on inert atmosphere. smothering. or
strangulation. ll a character has pre-
pared with o deep breath. he can
hold his breath for a number oi
rounds equal to one-halt his Consti-
tution score. Beginning an the round
otter a character has passed his
limit. the hero must make a Stami-
na--endurance check. Each raund.
the character continues to make Sta-
niina—enr-turance checks with a cu-
mulative +lpena1ty-

The result at the check determines
how much stun damage is suttered:
Critical Failure: 4 stuns.’ Failure. 3
stuns. C-trdino ry, 2 stuns; Good. l
stun; Frrnasing. none. Once a charac-
ter has exhausted all ol his or her
stun points. unconsciousness usual-
ly lollows. You may allow desperate
characters to mal-re a Hesolve-physi
cal resolve check every round to stay
awake- Damage continues to accrue.
as wounds instead ol stuns.

ENVIRONMENTS
fits the planets. moons. and asteroids
in Earth's solar system demonstrate.
the universe can be a hostile place.
Air unprotected human would die in
minutes or even seconds—an the
surlace of any of Earth's neighboring
planets or their satellites.

lt's natural to assume that heroes
adventuring on Earth or Earthlike
planets can ignore the physical envi-
ronment. However, there are a lot of
places on Earth where unprotected
humans don't belong: inside volca-
noes. at the bottom of the sea. ll]
miles up in the stratosphere, at ei-
ther of the poles. in Death Valley at
noon, or in Wisconsin during winter.

This section examines the impar-
tant features of a modern or far—fu-
ture roleplaying environment.
Heroes routinely find themselves in
hostile and dangerous settings, risk-
ing life and limb in places that no
sane person would dare to venture.
So. how does the world around the
heroes affect them?

The rules presented below are
here for your benefit. Use them as
you see lit. ll your campaign pre-
sents a harshly realistic universe.
adjust the ettects and damage
caused by environmental exposure
accordingly. Ctn the other hand. if
you run a campaign of super heroes.
you may decrease and modily the
rules presented helovv.

The Endurance
Chaflenge
Anytime a hero laces the threat of
freezing. heat exhaustion. suffoca-
tion, drowning. or death by the forces
of nature. have the player make Sta-
mina-endnronce checks tor his hero.
This is a special kind at challenge
that comes into play anytime a hero
is trying to hold up against same-
thing that can exhaust or kill him
overtime.

There are two basic kinds of en-
durance challenges.

Expnsure Challenge
This lirst challenge deals with forces
that inllict direct harm to a hero
such as extremes at treat or cold. or
mildly poisonous atmospheres. For
these challenges. o Stamina—en-
durance check determines haw
many points of stun damage the hero
suffers while exposed.

Hesult
-'1 stun points
3 stun points
2 stun points
I stun point
no damage

Endurance Check
Critical Failure
Failure
Ordinary
Good
Amazing

The interval between checks de-
pends an the severity of the environ-
ment ond the degree ol exhaustion.
These intervals can occur as Ire-
quently as once per phase. or as
slow as once per hour. Some expo-
sure checks may impose a cumula-
tive step penalty. ln this case, the
first exposure check sutlers a +1
penalty. the second check suflers a
+2 penalty. the third a +3 penalty. etc

Once a character runs out of stun
points. he begins to take wound
damage at the some rate he suttered
stun damage. Treat these wounds
just like normal injuries. You may
choose to allow a hero who loses all
of his stun paints to remain cori-
scious—provided he makes a suc-
cessful Ht'E$'-‘Dl.1|"E'—jtI.ll'.l}"-SftI'Ct.l resolve
check for each time interval.

When a hero runs out of wound
points. he collapses and begins to
die. Dying characters must make a
5tamina—enolura-ace check as per
"Damage" earlier in this damage.

Exhaustion Challenge
Other challenges test how well he-
roes fight against exhaustion. Some
environments. such as an overly thin
or thick atmosphere. or heavy gravi-
ty, require a hero to make
Stamina-endurance checks as
though participating in a forced
march or heavy labor. The result of
the check determines any fatigue
damage inflicted by the hero‘s stren-
uous effortst Critical Failure. 2 points
of tatigue damage: Failure. I point of
fatigue damage; any success. no
damage.

The interval between checks de-
pends an the severity of the environ-
ment and the degree ol exhaustion.
Such intervals may occur as tre-
quently as once per phase. or as
slow as once per hour-

Qnce a character runs out of la-
tigue points. he collapses in a state
of utter exhaustion. He's conscious.
hut his body simply won't take more
abuse. ll the hero attempts to large
on. heedless of his body's limits, he
must first deal with the hefty penalty
from the accumulation of fatigue
points. in addition. the character sul-
lers stun damage at the some rate he
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suffered tatigue damage while tax-
ing‘ his body in such a way. Don't for-
get that penalties for latigue—i-l per
paint—apply to both Stamina and
ftesolve skill checks.

Recovery
Heroes can't recover stun points last
to environmental exposure until they
remove themselves from the danger-
ous environment. Similarly. heroes
only recover fatigue points when
they rest. At your discretion. you can
allow a hero to recover all of his lost
stun points when he escapes the
damaging situation. or he automati-
cally recovers at the end of the
scene. You can also rule that a hero
regains stun and fatigue points at
the rates specified under "Damage"
earlier in this chapter.

Tue GRAPH
Svsrem
Descriptions of unusual environ-
ments appear in the GRAPH classifi-
cation system. The GRAPH system
rates the five primary factors of an
environment: gravity lGl. radiation
flit. atmospheric composition {Al and
pressure lPl. and heat and cold ex-
tremes {H]. Each factor is divided into
six grades of measurement. For ex-
ample. a typical environment on
Earth could be described as
G'2rfHll4iL?¢fP3fH2. This section exam-
ines how these environments affect
the course of the game.

Gravity
Surface gravity is determined by a
planet's mass and the distance from
the surface of the planet to its center.
Dense and massive planets general-
ly have more powerful gravity than
worlds lacking in size and mass.

it moderate increase or decrease
in gravity is a nuisance: crushing
levels of gravity—or its absence-
are more hazardous.

ED: Zero liravity
Absolute weightlessness exists only
in artificial environments and those
rare paints in space where the gravi-
tational effects of stars. planets.
moons. and asteroids are in perfect
balance. Uf course. environments
that closely approximate zero lbelow
I12 gl gravity are common.

Complicated or abrupt physical
activity is difficult in zero g. at least

for those heroes who lack the neces-
sary training or tolerance. Charac-
ters who haven't purchased the
Acrobatics—zero-g training skill sul-
fer penalties on all actions. since it's
difficult to control movement without
the resistance that gravity provides-
Physical actions and skills that in-
volve motion suffer a +3 penalty.
These include Melee and Hanged
combat. Movement. Acrobatics. and
even the use of some [ntelligence
skills. such as Technical Science-
repair.

Gl : Low Gravity
While light gravity (U2 g ta 0.8 gl isn't
lite-threatening. it's inconvenient tor
someone who isn't used to it. Physi-
cal actions suffer a +1 penalty. This
penalty reflects the difficulty of judg-
ing actions. and of reacting without
overreacting. in light gravity.

in addition to inhibiting coordina-
tion. light gravity has obvious effects
on jumps and tolls. The movement
modifier listed on TABLE G18: Gltrtvrrr
provides an increase on any running
or jumping distance the hero at-
tains --it's possible to leap a dozen
meters or more in low-g situations.
The fall modifier reduces the dam-
age sutfered during a fall in light
gravity environments. For example.
treat a Medium fall in low gravity as
a Short tall. See "Falling" earlier in
this chapter for more details.

Humans don’t have a biological
need for gravity in the short run. but
extended stays in very light gravity
aren't healthy. Bones. muscles. and
the cardiovascular system weaken
over the course at weeks or months.
To reflect this. you might decide that
a hero who returns to normal gravity
after an extended stay in low gravity
suffers penalties as if he were in a
G3 environ ment {except for la I ling}-
at least until he reacclimcrtes to nor-
mal gravity.

GE: Moderate Gravity
Surface gravity between 0.3 and L2 g
has little effect on characters. At
their extremes. moderate-gravity en-
vironments may produce feelings of
awkwardness and unease. but ac-
climatization is quick. and there are
no penalties to actions.

E3: I-ligh Gravity
Gil environments include gravity
from 1.2 to 2.0 g. A surface gravity of
2-D g is about the limit of human tol-
erance on an extended basis.

High gravity imposes a +1 penalty
to all physical actions. and reduces
the movement and jumping rates of
characters by 25%. ln addition, the
fall modifier listed on Tt'tBL£ Gld:
Gltrtvrnr increases the deadliness of
falls. In a G3 environment. a Short
fall becomes a Medium fall. and a
Medium fall becomes a Long fall.

Finally. the stress of higher gravi-
ty requires on exhaustion check once
every day {see "Exhaustion Chol-
lenge" earlier in this chapter for
more details].

Powered armor helps to offset the
effects of high gravity It negates the
physical action and movement pen-
alties al high gravity. A character
wearing powered armor receives a
2 bonus to all exhaustion checks

brought about by a G4 environment.
These enhancements have no effect
on increased falling damage.

E4: Very I-liyh Erilvity
Unassisted life in an environment
with very high gravity l'Z.tl to -ill gl is
possible in the short term. but not the
long term. See Trrtics G18: Git:-.v|rr for
more details. The effects are similar
ta. but more powerful than. the ef-
fects of high gravity.

Powered armor can't offset the ef-
fects of a CH environment-

E5: 5u|:ler I-liyh
Gravity
Many planets may have a much
higher surface gravity than tt.[l g. but
humans can't colonize them without
permanent gravity-reducing fields or
facilities. Finything over -'-Lt] g quickly
immobilizes those unfortunate
enough to encounter such a high de-
gree af gravity without protection.

Heroes must make Strength feat
checks in order to attempt any mave-
menl or action. and they must also
make exhaustion checks every
minute. You may allow prone or
crawling characters a greater inter-
val between checlrs—maybe once
every It] minutes or so.

Radiation
Cline of the well-known hazards of
space travel is radiation. Cit all the
ways to die. radiation poisoning
probably evokes the greatest terror.
It's silent. undetectable, and poten-
tially lethal; even if a hero survives
the initial exposure. the tong-term
health effects are devastating.

Sources of radiation are many.
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E-oft e-suits cannot fully protect
against high radiation. but allow the
equipped hero to make checlrs as if
in an H2 environment. Hard e-suits
and space vehicle hulls offer com-
plete protection.

Iii-4: Extreme liiarliatiun
Extreme radiation occurs close to
powerful stars and on planetary en-
vironments that, through natural or
artificial means. have suffered mas-
sive radioactive bombardment. Ex-
treme radiation doesn't exceed 500
rems in a single hour. Heroes must
make Constitution feat checlrs for
every hour for portion thereof} spent
in this environment.

E-suits provide limited protection
against extreme radiation; equipped
heroes make Constitution checks as
if in an H3 environment. Space vehi-
cles and planetary domes provide
complete protection.

H5: Lethal ilarliatiun
Lethal radiation occurs near pulsars
and singularities. nuclear impact
sites. and rare natural phenomena.
Lethal radiation includes radiation
over 5[ll] remsfhour. Heroes must
malre Constitution feat checlrs every
minute spent in this environment.

E-suits allow the wearer to rrralre
checfrs as if in an H4 environment.
Space vehicles and artificial habi-
tats of PL T and beyond usually pro-
vide complete protection. although
you may rule that characters inside
suffer the effects of H2 or H3 environ-
ments depending on the situation.

Atmnspheril:
Enmpusitinn
An environment might have the right
temperature and the right amount of
atmosphere. but the wrong chemical
makeup can render it completely un-
inhahitable. Atmosphere comes in
one of several basic varieties: inert.
which signifies o lack of free oxygen:
corrosive. which denotes the pres-
ence of reactive compounds. like sul-
furic acid or hydrogen chloride: and
toxic. which signifies a concentra-
tion of a highly dangerous sub-
stance. such as cyanide.

Al]: Vacuum
lrfacuum. or the laclr of atmosphere. is
more properly a function of pressure.
The effects of vacuum are described
under "PD: 'fr'acuum." below.

AI : Inert
inert environments present a very
simple obstacle to the heroes—-if
they want to breathe. they have to
bring their own air. You could con-
sider the depths of a lalre to be an
inert atmosphere from a hu.rnan’s
point of view. Hny self-contained
breathing apparatus will allow hu-
mans to survive in Hf environments.
it vacuum moslr tits the bill—al-
though characters may also use
e-suits. if heroes run out of air. they
suffer damage as described for expo-
sure challenges. checlring onrle per
round with a cumulative +l penalty.

A2: lttlurlerate
Moderate atmospheres present a mix
of oxygen and nitrogen sufficient for
humans and humanoid alien spe-
cies. l"-lo precautions are necessary.

A3: Trurir:
Toxic atmospheres contain neces-
sary elements for respiration, along
with poisonous compounds. Heroes
must use a respirator maslr to filter
out the poisonous substances before
they can breathe air from the envi-
ronment. Unprotected characters
must moire exposure checirs once per
minute. Extremely poisonous sub-
stances in an environment may call
for checlrs once every round or
phase. or they may impose a penalty
on the exposure checlr.

A4: Eurrnsive
Corrosive atmospheres not only pre-
sent an obstacle to respiration. but
also demand physical protection for
the entire body. The only way to sur-
vive in a corrosive atmosphere is to
utilise an independent air supply
and avoid contact with the atmos-
phere. ii soft e-suit will withstand a
corrosive atmosphere for dB days be-
fore failing. Hard e-suits. better de-
signed to resist the acidic action of
the atmosphere. can last for months
or years—i_f owners perform periodic
maintenance.

Clnce an e-suit is compromised,
the unprotected hero inside must
mal-re exposure checlrs once every
minute with a cumulative +l penalty.

A5: !iu|:|er Eurrusive

lying on PL T field technologies. can
resist the atniosphere's effect. Once a
hero’s suit fails. he must molre expo-
sure checlrs once every round with a
cumulative +l penalty.

Pressure
Frtmospheric pressure refers to the
density of t_he surrounding air. The
classic problem. from a science fic-
tion standpoint. is a vacuum. Fit the
other end of the scale. some planets
are smothered in a blanlret of gas so
dense that it would crush humans.
Scientists measure atmospheric
pressure in atmospheres tatrnl. Cine
atm is equal to the air pressure on
Earth. at sea level.

Fl]: iracuum
The laclr of any atmosphere is lrnown
as vacuum. The vacuurn of interplan-
etary or interstellar space presents
two major problems to an unprotect-
ed human. First. there's nothing to
breathe. Second. the lacfr of any
medium to dissipate or store heat
means that an object in sunshine be-
comes very hot. while one in shadow
becomes very cold. in classic SF lit-
erature. a vacuum represents the
cold chill of space. in reality. a vacu-
um doesn't imply a temperature.

To survive in a vacuum. heroes
need sealed respiration systems-
such as a vacuum maslr—~at the very
least. Something that covers exposed
sirin. such as a jumpsuit or e-suit. is
also very helpful.

Suffocation and death from shock
occur quickly in a vacuum. .Ft.r1 unpro-
tected hero must moire exposure
chectrs every phase with a cumula-
tive +l penalty.

PI: ‘trerg Thin
fiery thin atmospheric pressure oc-
curs on foreign planets. moons. or
even very high altitudes on Earth.
lrfery thin atmosphere H12 to -I15 atml
causes serious. but not immediately
deadly. problems. People have a
hard time getting the oxygen they
need from thin air. resulting in alti-
tude sicl-rness. This malady creates
flulilre symptoms. but extreme cases
may lead to disorientation. paraly-
sis. or deadly complications.

Super corrosive atmospheres present Ft TE=‘5PiI'1l'=*‘-' 11‘-‘J51! 15 Ellllifliefil tel
an even more dangerous hazard. Soft l-ht? U15-ll 91 '3Dmi31'E'55lTlQ' "15 "5IllTlfi5'
e-suits dissolve in dli hours. and
hard e—suits last only dB days. Spe-
cially constructed habitat domes, re-

phere to acceptable levels. Ctf
course. the independent breathing
supply of a vacuum maslr. or e-suit
provides full protection- Unprotected
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characters must make endurance
checks every hour. lf a character is
suddenly exposed to very thin at-
mosphere. he may develop altitude
siclrness. This requires the hero to
make a 5tamina—enolurance check to
resist stun damage. See "Exposure
Challenge“ on page El for details.

FE: Thin
Thin atmospheres {ll.5 lo [LB atml pre-
sent little. if any. danger. The body
adapts quickly to conditions which
are common to high altitudes on
Earth. Respiration may feel difficult.
especially if exposure to thin atmos-
phere occurs suddenly. l'-io en-
durance checks are required by the
thin atmosphere itself—though char-
acters forced to make 5tamina—er:r-
duronce checlrs due to exertion or
some other reason receive a +2 pen-
alty on th ose checks.

it respirator mask. vacuum mask.
or e-suit nullifies this penalty.

P3: titiurlerate
f-foderate atmospheres ttlfl to ill]
rrtrnl present no danger to a charac-
ter. lilo endurance checl-I: is required.

F4: Dense
Some env"ironments—alien worlds or
deep unexplored mountain valleys—
may have unusually dense atmos-
pheres. Dense atmospheres FLU to
‘Eflll arm] create breathing difficul-
tics. vascular damage. and eventual-
ly seizures. The best protection is a
sealed respiratory system; the air
isn't thick enough to physically crush
or impede a human from moving
around. but it would eventually
cause severe health problems.

ii. hero caught without a respirator
must make an endurance check once
every hour. With a respirator mask.
the interval between checks increas-
es to once every day. E-sui ts provide
complete protection.

F5: Crushing
Gas giants and venetian worlds may
have atmospheres so incredibly
dense that they can physically crush
an unprotected human. Crushing at-
mospheres may exceed hundreds
and even thousands of atmospheres
lahnsl. The only protection against
an environment this hostile comes
from a space vehicle. Even the best
environmental suits can't protect a
character in crushing conditions.
This atmosphere demands exposure
checks once per phase.

Heat and llnlrl
On Earth. temperatures from —E=El"' C
f--55*" Ft to 51]“ C U25" Fl are not un-
usual in extreme areas. Neither of
these extremes is immediately lethal
to an unprotected human—although
the colder extremes can incapacitate
a person in a matter of minutes. On
other worlds. temperatures may
range from a hair above absolute
sero l—Z'i"T Cl to several thousand
degrees.

I-Ill: Ahsulute Ieru
Environments this cold f—2|Jtl=“ C and
below] have almost no atmosphere-—
most gaseous elements and com-
pounds condense into rain or snow.
Hence. independent supplies of oxy-
gen are needed for survival. The
outer planets and moons of Earth's
solar system have surface tempera-
tures near absolute cero.

Exposed characters without pro-
tection must make exposure checks
every phase. Soft e-suits provide
only partial protection: they reduce
the check frequency to once every
hour. Hard e-suits. given their ability
to provide heat. offer complete pro-
tection.

Hi : Frigicl
Temperatures of lower than —5t]"' C
t-55° Fl fall into this category. Tem-
peratu res this extreme do not occur
commonly on Earth. but polar re-
gions might get this cold. Characters
require breathing apparatus. since
their lungs will freeze upon
exposure.

Exposed characters without pro-
tection must make exposure checks
every raund. With extremely heavy.
bundled clothing or a makeshift
shelter. the frequency of the expo-
sure checks drops to once every hour.
E-suits provide complete protection.

I-IE: Temperate
Temperate environments fill the
range between -5-U“ C f—5B"' Fl and
till" C H25“ Fl. Generally. no checks
are required for survival in a temper-
ate environment. at least in the short
term.

At both their hot and cold ex-
tremes. these environments pose no
threat to humans. However. without
proper supplies of water. clothing.
and shelter. prolonged contact with
these extremes requires exposure
checks once every hour or day. at
your discretion. in extreme hot or

cold. heroes undergoing forced
marches or heavy exertion may suf-
fer a +l or +2 penalty to their exhaus-
tion checks.

I-IEI: Tnrrirl
Unprotected heroes can no better tol-
erate torrid conditions than frigid
ones. Torrid environments include
areas in the Ell“ C H25" Pl range and
foreign environments with tempera-
tures near the boiling point of water.
Temperatures up to about IUU" C are
tolerable for a very short time. He-
roes caught near a fire or in the
vicinity of volccmic activity might be
exposed to temperatures like this.

Unprotected characters make ex-
posure checlrs once every minute.
Soft e-suits and specialised firefight-
ing gear can provide partial protec-
tion. reducing the frequency of
exposure checks to once every ll]
minutes. Thanks to their temperature
control units. hard e-suits provide
complete protection.

H4: Super 'I'|:|rri|:l
Temperatures over the boiling point
of water. from lflfl“ C to 5Etl]“ C. de-
mand extreme precautions. Super
torrid environments are likely to
occur only on other worlds. or in the
midst of volcanic eruptions or hot
conflagrations.

Unprotected characters make ex-
posure checks once every phase. Soft
e-suits and sp-ecialized firefighting
gear provide only minimal protec-
tion. reducing the frequency of
checks to once every minute. Char-
acters in hard e-suits make exposure
checks once every ll] minutes. vehi-
cles and tailored habitat domes are
the only source of permanent and
lasting protection.

I-I5: inferno
Heroes caught near a sun or trapped
on extremely hot planets must deoi
with this type of environment. Tem-
peratures niay range from .'.ill[l" C up
to lflt]ll“ C and higher. tn addition to
some form of protection from the
heat. independent breathing appara-
tus is absolutely necessary: the air is
too hot to breathe.

Only shielded vehicles or special-
ised habitat domes offer total safety
against inferno environments. Un-
protected characters must make ex-
posu re checks once every phase with
a cumulative +l penalty. Even hard
e-suits can't offer protection against
inferno temperatures.
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The Arrssmrr game is skill-based. ; .
lllthough a hero's profession and Ability"
Scores are important in determining
strengths and weaknesses. skills are the
true indicator of what a hero can do in the
game. One Combat Spec loaded with
Unarmed littacir siri_ll_s might be a martial
artist or a professional pugilist. but
another could select Jirnior Operation and
Heavy Weapons for assaults on the
battlefield of the third millennium. The
selection of skills distinguishes two heroes
with similar iibility Scores and the some
profession as unique individuals. _
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core mechanic governs the use

Tot feats and skills. he circumstances
1" ‘warrant. the control die may be mod-
; lifted by a situation die that makes

.__tlie roll easier or harder. and the tar"-
:'gst Ability Score may be modified by
r the hero's rank in the sf-rill. in the oh-
3'

. sence of any other modifiers or com-
plications. fafl back on these basics
and you can't go wrong.

.- Feat Checks
'- asitualion. and it's logical to use an

-i .
II and no skill applies. use a feat check

Ii

Sometimes no skill is appropriate to

-hbility such as Strength or Constitu-
- tion. The guideline you should use

hers is simple: if the action is an ex-
ample of general use of the Flbi l ity

r. instead of a skill check.
For feat chec lrs. roll the control die

ldifll with a base situation die of -r-d-f.
yl lion can modify the situation die to

-. reflect the particulars of the situa-
ll tlon. if the dice roll is equal to or fess

titan the character's relevant Ability
T Score. success is achieved.

Examples of feats include at-
= tempts to lift hecrvy weights with
- Strength. catch a thrown object with
. Dexterity. resist radiation with Con-

|.

A

1

stitution. solve alien pussies with in-
telligence. mozlnfctin moral
composure with Will. or establish o
first impression with Personality.

Level nf Training
_3 Players natt.u'ally keep track of the

brood and specialty skills that their

l».

heroes possess and try to make
game decisions that allow their lie-
roes to bring those skills into play.
However. an actiorr-filled adventure
may present the heroes with situa-
tions that they can't anticipate.

Cince you have determined what
skill is appropriate for a given situa-
tion. you can then compare the char-
acter's level of training: untrained.
broad skiff, and specialty skiff-

Untrained
lf the hero has neither the appropri-
ate speciolty skill nor the broad skill.
he's considered to he irrrtrairreo‘.
Sometimes it's the weren browler
who has to disarm the bomb. Uri-
tralned skill checks are difficult. but
a chance of success always exists.

Fin untroinerf skill check is always
made using the most approprlrr to
brood skill. in the example above, the
weren needs to make a Demolilions
check with a +d-i base situation die.

Untrained skill clrecks are made
against halt the hero's Flbility Score,
rounding down if necessary; if the
weren has an intelligence of ll. she
needs a roll of 5 or less to succeed in
disarming the bomb.

Bruarl §Ii.iII
ll a hero doesn't have the exact spe-
cialty skill in question. he can still
fall back on the associated broarl
skill. For example. a hero might have
invested in l"v'lodern Flanged Weap-
ons—ri'ife. but it the only weapon at
hand is a pistol. skill ranks in l'lf'l'E
don't help at all. The character has to
make the ottocl-r using the Modern
I-longed Weapons brood skill.

Usinga bro-ad skill when o spe-

cialty skill isn't ri1.'rriltil_-tic -ZIr'it't'i'I--2:1 iv.-.
disadvaittages. l"ir'st, the lieic -_~.;rr'i
rise skill rrirrks to li't{Tl'E?-Elf-1-r'“ llt!—I Ell-Elli
score. Brrirrrl skills tire rite.-v.;.-r |'l'|t_i:_ll
tied by skill ranks; the roll for ri
broad skill is always til-.Itlt': r::.;;oi~is"|
the or pprtjtp-rir_:tr'_= Ft tiility 5|:-:irr_'=.

Second. the broad 5ltlil'Ft l‘.-ase sitii
ation die is +r;l-l. rnairlrig it t.I'I]i.? 1-ttr.[.'|
more difficult ttirtrt ti spa-;:itrlty sl-if ll.
Fr riflerrran has to use his Lttll'tti_:-rIflltrE-I.
Dexterity score with o -rt-‘lpen=_rlty1=..t
employ a pistol ll'tL'-;_'Il[1l.t-II.ll. ll':: -:"r -."_;<:==":tr
weapon. but not iiearty as dernfjy -tlri
his rifle would be.

Sperzialtg 5|-rill
Having the exact skill that a :-:.rt'.ir.'r
tion demands is the most fr|vr':rrrr':|r-
condition for bolli villains; anrl he
roes. Ft high l-‘ersonolity score and
the Deceptiori l.li't'Jt'l'tl skr'El t.!{t-lltll ltill
so-rtietltirig. l1|_.-t tlrerr-'5 no stilt-s1it'.|1|9
for the garr|i_i.le skill. i"'t he-in with
gamble rf and ct Pr;-r'sor*.rility -zif ll-1 lit:-;
a skill score of iii-

Specialty skills enioy another" sig
nilicant advantage over lJtrii_'.1t.f skill:-:
The ljiase sit'|.lrrtir;i|r die for r.r spa-:1irrl|';.
skill isa +d[l. one step tJ+_'11rrt tfurri
the situation die fora l:-road skill.

PrElI'li|1IitEII|
Pt few skills are unavailable to arty
ltero who hasn't taken the time arrrf
effort to study thorn. Skills rIti'ITl=:t--rl in
blue on Trrrrir P'1El:Skrt1.Lrs'r'oir pct-j._it'=-s
lief--E5 in the Pl-:ryer"'s Harirt'.br.~o.ir lffrftrrl
be used by untrainorf choi"actei's- i'oi"
example. while most liirrriairs l‘tI.'F'.-'t;-
the lrleliicle Clporation broad skill.
urifess a tiers has the spr:c'e 1-'r'_“.'flit':'1':'
specially. he r"ar'.'t try to pilr-=1 o
spaceship.
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You con retort: this restriction
urider certoin circumstonces. ll the
untroined chorocter tlying the spoce-
ship is in constont communtcotion
with u skilled pilot. his friend might
be oble to tolk him through the
process. esper:iolly during o routine
llight. Ctr, it the shuttle hos o power-
tut ortiliciol intelligence tor on on-
boord computer. the Fit might be oblo
to tell the untroined pilot how to
switch on the outontotic functions
ond keep out ol serious trouble.

Eumplex 5kill
Checks
For rrioiiy tosks nnd skills. o single
dice roll imrnediotely determines
whether or not o cho rocter succeeds
nnrl the degree ol success ochieved.
Wliert ]urnping ocross o chosm,
shooting o gun. or noticing the hid-
den ombusher, success or toilure is
imrnerlintely opporenl.

Uthr-2r tosks thot ore more compli-
coted or time-consuming use o corri-
plei-: skill check. Some skills.
described in hoth this book on-d the
l"J'oyer’sHorrrlhook, outornoticolly

use this method. tn uddition, you con
use complex skill cllecks to build
suspense ond tension. even in cir-
cumstonces thot normolly use single
checks. For eiromple, on irnportont
contest ol morksrnonship or o chol-
lenging seorch moy coll tor multiple
successes ond multiple rolls.

Complex skill checks deniorrd thot
o number ol successes be ochieved
to complete the tusk. Depending on
the er-roct tosk. rrurltiple octions und
skill checks odd together over the
course ol severol phoses, rounds.
hours, doys. or even weeks. Ekill
checks ore rolled norn1olly,ond the
results determine the rtum her ol suc-
cesses ochieved. tin Ctrdinory result
counts os t success, o Good result
counts os 2 successes, ond on hinds-
ing result counts os El successes.

Conditions provide situotion die
inodiliers- Apply bonuses when the
situotion is in the chorocter's lovoi.
ond penulties when the circuitr-
stonces worront o more cllllicult tosl-r
or series ol tosks. For ei-rumple. on
Fimosingly dillicult situotion pro-
vides +3 penolty, but on Furtosingly
eosy situotion provides o -3 bonus.

Complexity determines the rrum-
ber oi successes required to com-
plete the job. Morginol tosks ore the
teost compleir ond Firnosing tosks
the most cornple:-r-

Three Strikes Rule
Litre single checks, complex skill
checks ollow the possibility ol loll-
ure. While Urdinory, Good, ond
Flrriozing results odd o number ol
successes. o Foilure result odds no
successes. A Foilure result indicotes
thot no progress wos mode. The
chorocter con continue to work on
the tosk during loter octions.

ll o chorocter rolls three Foilu re
results during o complex skill check.
the ottempt is ruined. The tosk is
simply beyond the chorocter's obitity
until conditions chonge—new equip-
ment tiocomes ovoiloble, the hero
improves his skill ronk, or on eitpert
otters ossistonce. Gt course, you con
decide thot il’s impossible to toil,
ond ollow the hero to try ogoin.

Eritiltill Failure
Ft. roll ol EU on the control die brings
trouble to the octing chorocter. De-
pending on the porticulors oi the sit-
uotion, you con ossign ony of the
lollowing otrtcomes os o result oi o
Criticol Foilure.

Ir Disosterr Some hormhrl event
reloted to the oction is set ott. Impor-
to nt tiles ore erosed. olorrns ore trig-
gered, or equipment is domoged.

F Etorl Dyer: The signillcont mis-
to I-re eroses oll occumuloted suc-
cesses. ond the compleir skill check
begins ogoin.

Ir lt"oin Effort: The lethol mistoke
ends the complei-r skill check in loll-
ure. ond the oction con't be ottempt-
ed ogoin until conditions chonge.

Uverluuked
5kill5
The hero sheet is o usetul tool tor
ployers ond Gomemosters. ll pro-
vides o listing ol every skill the hero
hos spent points on, summing up the
chorocters troining ond eirpertise ctt
o glortce. This con he somewhot de-
ceptive, though. Cllten. ployers hove
more options ot their disposol thou
they think they do.

Innate 5|-mills
The lirst group oi skills thot ployers
overlook ore the hero's innote skills.
the species deloults thot every chor-
octer hos. See Tobie P4 on poge 34 in
the Ployers Hondhook.

Breed 5|-mills
it's olso eosy to lorget the scope ol o
brood skill. While o hero rnoy pur-
chose the Business brood skill in
order to goin knowledge oi the cor-
porote speciolty skill, the brood skill
olso provides the obillty to use enroll
business or illicit business speciolty
skills [with o +d-ft hose situotion die].
The brood skill ossumes o lziosic
knowledge ol eoch oi its speciolty
skills.

The only speciolty skills thot con't
he duplicoted by using the porent
brood skill ore the prohibited skills.
morked in blue in the skill list.

Ltntrainerzl Elcills
The tinol hotch ol skills thot most
ployers tend to forget is every other
skill on the list. Heroes con try to use
n greot number ot skills ot their un-
tioined scores. Ft chorocter who
knows nothing oboul repoir con still
try to ti:-: something —il’s_iust tougher
tor thot hero. Unless o skill is prohib-
ited, ony hero coir. toke o shot ot it.
Here's o short list ot some ol the more
com rnon brood skills heroes might
try to use despite o lock ol troining
during the course ol on odventure:



Hgnc:l,ljiot;:-k- 'l'ytirt:rrlly. this is tittly pos-
sible with l_]re second ty_rit1- til rrrrik
benetits. os described rrhove Irene
lils thot ollow Ll new iust: or -uction.
Heroes should riot he ollowerl to pur-
chose ronk benetits iriorked with o

symbol.
As is the rzrise whenever one ol

your ployers decides to spend skill
points. you trove the right to concern
yoursell with how they ure spent. ll
you don't wont to ollow it roiil-: lt.~e:ie-
lit to be purchosed in odvnnce. tic
sure to iirlorm your ployers betore.
they hegin plriniiiiig.

STRENGTH
FEAT5 Er
5rui_i.5
Strength nreosures physicol power.
elliciency. criiilideiice. |_irid te-
silience- Strength tr-rots riir—risiirt=-
bursts ol row power. like hreoking
down ri door. resisting soniethiiig

I» Any r;r_]-|1"|}_rr_1[5|-[111 |"[v[E,|g.3 Wgflp- cose ot Ficrobotics—oloo'ge ond thot knocks the hero down. or lilting
or'.s.Lti1ornied rlittock. Heovy Weep-
ens. liringed Wetiporisl

l'~l'~"iove:r1ent
F Survivrrl
Ir l'lcrohotit:s
Ir l'~"lonipulotion
IF Steolth
F Flny liitelligeiice-tinsetl tr-rtirirl

skill
Ir lnvestigote
D He-solve
F li:Llllltl'L-'
Ir Deception
II» Leoclership

ills heroes rise in eirperience, they
ttrzquireo wide voriely oi skills. The
lirst thing ct pleyer does when his
hero is corrtronterl with [I situotion is
eittitnine his record sheet to iind out
which ot his skills is oppiopriote. ll
the ployei con crime up with o woy
to moke it work ond ei-rploin it rotio-
holly to you. let trim try.

Skill Rank
Benefits
Pas chorocters odvonce ond purchose
orlditionol skill roiiks, certoin skills
provide speciol skill ronlr benetits.
For rriony skills. this is simply o
bonus opplied to skill checks thot ol-
lows lot o more droinotic increose in
the likelihood oi success. Skill iontr
benetits intry olso opply o bonus to o
hero’s resislonce rnoditier. os in the

l{iiowledge—cleduce.
It second type oi skill ioirk lierielit

tippeurs iii tr lew skills. such its
l"-"lelee Fittcick ond other coinbcit skills
Ftclrieviirg high ronks in one oi these
skills mrry rillow rt hero to riirtko use
oi the skill in new woys performing
tcrsks like o double shot. Other eit-
crnrples inrrlricle cybr;-rsiirgory. trick
riding. ond coding new progroms-

Purchasing Skill
Rank Benefits
Usuolly. o hero ocquires o skill rook
lienelit riutoinotirrolly. Wlieir o cei-
toin skill rook is nchievr-ii.-l, the ronk
henelit is obtoined. There is no cost.
other thori the puichrisiirg the skill
ronk itselt, tor the skill rcrnk benelit.

lt's olso possible to purchose cer-
toiii skill ronk beiielits betore ottoiii-
ing the skill ronk rrt which the
benetits would be outomoticcilty ot
toined. 'l'he procerl ure oird costs tor
piimlirrsirrg i-rink heiielits eoily is cle-
scribed on poge E3 in the F't'ri-yer’.-r

o lreovy ob]ect

Breaking Things
‘tori con simply use your ccrnrnei".
sense to decide ll soirretliinri woiilrl
stond up to the [31.tltlSl‘tTT.E*t]l the he-
roes ore dislrirr-goi11.'Ui you cou
truck the domoge intlicted hy the
roes lsee "l"rc_ipeity Dtrirrcrge." in
Clrcipler El.‘ E:-rrinenirrslr:-its in e’lc!ir_|rrI.

Ptirotlrei' option is to ollow o lit-to tr
Strength teot check to breok.sniosE1.
force, or sri-rip on oi:-ier_'t llirit rr l'it_itririti
could reosonobty lireoir. ii you
choose the Strength leot check, retei
to T.-'~.tii.t-; Gill: l‘llt|Il'ilt'!t~lIJ Gt!-ti.r"is rind
opply nrodilicrs tor lioth tiiiiglrriess
rrrirt rlrirtrlriility.

lliiiiglirress descrihes how hold 1'.
is to domoge something, wlrilo ditto-
hility is ri meosure oi how mticli
domoge the UlJ]EClE{I11'tfil'tlltSl£tl'ltIl be
lore breoking. Things such os noi-
inol doors. luririture. insti"uiiier‘.ts.
iiriii irtip-lirii'|r;es hove {:l|'dl|trtty
toughness; heovy. tiiicl-r, or ioiiiloir;erl
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objects such os guns. co:rs. or cosh
registers hove Good toughness.‘ ond
eirceptionolly resistont items such os
tonks. voults, or boulders hove
Amusing toughness.

4 Eirrnnpler Mod Dog throws him-
sell through o borroom door. The
Gomemoster decides it's rm Ordi-
riory object trio modifier} with Aver-
oge durobility [+1 penoltyl. Mod
Dog's ploysr rolls o d2[l+dB tor his
Strength leot check.

Use common sense when ollowing
the chorocters to breok things. A
chorocter might be oble to snop the
rodio ontenno oil o tonk. but he con't
horm the tonk. no motter whcrt he
rolls.

Lifting ['I|IljECt5
A second use of o Strength leot check
is to tilt or shove something heovy.
its o rule. o hero con tilt on object
weighing up to 5 times his Strength
in kilogroms os o Morginol leot lno
pencltyl. lll limes os o Slight leot {+1
penolty}. 15 times os ct Moderois leot
{+2 penoltyl. or Ell times os on Eir-
treme leot {+3 penoltyl. This is o
squot or short hoist of some kind. in-
steod oi on over—the-heod press-
More demondirig lilts might be hord-
er: A hero ottempting o cteon ond
jerk might suitor rm odditionol +2
penolty to reflect the dilliculty ol the
lift.

l-leovy liits ore toiring. You moy rs-
quire chorocters rnoking heovy tilts
to moke lotigue checks. See Chopter
3: Gciinerriosters in Fiction.

Antvron [li=rsnArioi\i
Generolly speaking, untroined chor-
octers con't do onytliing strenuous—
including running or jumping—in
beovy or powered ormor. Noncombot
skills moy still be ovoiloble to on un-
troined chorocter weoring heovy
o.rmor. For eitomple, weoring plots
inoil shouldn't prevent o hero lrom
using lnvestigote. Resolve. or Lite
Science. even if the hero hos no ideo
how to weor the ormor.

ATHLETICS
Any leot ol looping, climbing. or
throwing tolls under this brood skill.
Think ol on Athletics skill check os o
meosrire of the chorocter's Strength
in motion—o test of power ond preci-
sion os opposed to the brute lorce
implied in o Strength leot.

EHIIID
The Athlsticssclimb skill con be
used in one oi two dilferent woys: ll
con be used within the oction round
on o phoss-—by-phose hosts. or it con
be used in o chcrllenge scene with o
complex skill check.

Within on oction round. o hero is
entitled to o climb skill check eoch
phose thot he climbs. He covers 1, 2.
or 3 meters in thot phose tor o Ordi-
nory. Good. or Amusing result. This
ossumes o tost climb. but it the
scene's conducted in rounds, the
hero's probobly moving quickly.

It the hero is climbing os port ol o
challenge scene. don't bother to trock
how for he climbs with eoch skill
check. Insteod. ossign o number oi
successes needed ond estoblish o
time lrome for how often he con ot-
lempl the checks. It's ossume-cl thot
the hero is climbing continuously
throughout the chollenge scene. You
con ossign odditionol modifiers tor
the difficulty ol the climb, speciol
equipment, or weother conditions.

Time
lfminute
ll'5 minutes
lillillil minutes
tit-tour

Dlstcrrice Successes
l- 30 m Z
3lJ—lD[l in 4
ll]D-- lllllll m E
ll][ll]+ m lll+

Dist-once is the totot length oi the
climb. Successes lists the number ol
successes necessory to complete the
climb. Time determines how olten
climb otlempts con be mode during
the complex skill check.

-o Example: A hero is trying to
scote o 309-meter clill. He'll need to
moke 6 successes. ond he's ollowed
to check once every 30 minutes. With
two Amusing successes. the hero
could reoch the top in only on hour.
but it's more likely to toke him three
or tour hours to complete the climb.

Long climbs ore lotiguing; treot
them os forced rnorches for the pur-
poses ol moking lotigue checks. See
"Movement" in Cliopter 3: Gome-
rriosters in Action. Of course, it it's
not importent in the current odven-
ture. then don't worry about it.

Ftemember, o Foilure on o climb
skill check is not o loll. It's o simple
lock oi progress. Foils might occur os
o result of o Criticol Foilure. though.
See "Polling" in Chopter 3.

Jump
At your discretion. you con osslgn
bonuses or penolties to modily the

hero's check. For instonce, cr hero
with o good running storl ill] meters
or sol might goin o -l or -2 bonus to
his skill check. while o hero in hsovy
ormor might odd his ormor's oction
pencrlty os o penolty.

Specific iltrill
When ct ployer wcrnts his hero to be o
greot rocquetboll ployer or soccer
stor. purchose oi o skill devoted to o
single sport is possible. ll the hero
lincls himself trying to do something
thot resembles his lovorite sport-
such os o boseboil pleyer cotching n
thrown object—you moy ollow the
hero to roll ogoinst this skill.

HEAW Weapons
While the Heovy Weopons brood
skill is intended tor use oi personol
orms. you moy ollow the hero to use
his Heovy Wsopons skill with loose-
mountecl vehiculor weopons thot ore
trnined ond tired directly by the user.
A swivel-mounted .56 coliber mo-
chine gun on the root oi cr tonk ond o
recoilless rille on the hock oi ct jeep
ore good eiromples.

ll the wecipon employs servomo-
tors or is oimed through on electron-
ic sight. it's port oi the vehicle ond
should be iirecl using the System Up-
erotion skills.

MELEE Wsnnnius
Severol options ore ovoiloble to he-
roes wielding weopons, including
ponies. chorges. ond coiled shots.
See Choptsr 3 for more detoils.

Melee Weapons ond its speciolty
skills moy ollow the use ol csrtoin
improvised weopons ond dirty tricks.
For eiccrmple, smoshing o bottle over
someones heod tolls into the cotego-
ry of o Melee Weopons—bl'udgeon ot-
tock. Once the bottle is broken.
Melee Wsopons—blode is probobly
more oppropriote.

UNARMEI] ATTACK
Ln oddition to the stondord ottocks to
domoge on opponent. o hero might
choose to overpower his torget.
Overpowering ottocks restroin, pin,
or wrestle the torget. See "Ctvsrpow-
ering" in Chopler 3.
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[leirteritv delines the here's agility.
hand-eve ceardinatien. balance. and
reactien speed. Feats at Deirterittr
are used ta determine hew well the
here perlerms in general tests ef ce-
erdinatien er agility’. such as catch-
ing a threviai abject. handling a piece
el extremely delicate werk. er sud-
denly" changing directien.

Acnuenrrcs
When a here attempts a vault. acre-
hatics training augments athleti-
cism. This means that the player can
cheese whether ta use either F|.tlrlet-
tcs er Ficrebatics when attempting a
vertical jump. whichever is better. Oi
ceurse. jump is a specialty skill. and
hence uses a +d[l base situatien die
instead at a +dd.

ll the here has the abilitv ta add
edditianal vertical distance because
el several skill ranks in jurrrp. he can
still add this benus distance even il
he cheeses ta make an Frcrebalics
check instead el an Ftthletics jump
skill check-

Vaulting and springing requires
seine kind el ramp. step. er spring-
heard ier the here. Fer ei-re mple. e
dumpster might serve as a spring-
hearcl te jump ever a lence.

Ftcrebatics can else be used ta en-
tertain. it the here cheeses an acre-
hatics reutine as his methad el
entertainment. allew an Ptrrreliatics
check ta previde a —l_ -3. er - 3 l2‘-arias
te an ensuing Entertainment skill
check. {See the sidebar abave en
"When Skills and I-"eats 'Clvertap."l

When this skill is used te walk a
tightrepe er perlerm a similar actian.
acemple:-i skill check is required.
The number at successes needed is
tied te the distance invelved. and the
prevailing cenditiens mav previde a
niedilier te each skill rell. A balance
pale gives a -E benus. and salt-selecl
sliees with a geed gripping surtace
add anether -l benus.

Frpplv mediliers ta take the dith-
cuttv at the attempt inte acceunt. iri-
cluding wind strength. the cenditien
and size el the line er wire. and the
slaps te be negeliated. Navigatirig a
ll]-cni beam in still air is much easi-
er than walking acress a l-cm wire
in gnstv wind and rain.

Daredevil
Under reutine cenditiens. a Failure
result during a daredevil skill check
isn't latal. it's enlv under hasty‘. ill-
prepared. er trulv dangereus cendi-
liens that a Failure result ceuld spell
disaster. Di ceurse. this skill shenld
net replace a here's survival instinct
er geed sense—geing ever ltliagara
Falls iri a lea rrel may he passible
with preparatieri. but trving ta pad-
dle a travel»: ever the edge is teet-
ish—-the here prebahlv needs an
Frmaeing success.

The lellewing teirt includes uses
at the ukrredevil specialty skill- Use
the rules ler campleir: skill checks ta
add tensien In irrrpertant actians- Fer
eirample. rr leng hang glider llight er
scuba dive might require E er mare
successes te camplele.

Ir Hang‘ Gliding: Cln average.
hang gliders travel at abeut 41] te tit]
kilemeters per heur. Pawered hang
gliders. called ultralights. can reach
speeds el abeut llll] kph.

Unpewered hang gliders drap l
meter in altitude lereach ll] meters
at lervrard pregress. The pilet can
stretch this with a successful skill
check: en an Cl1"di11arv result. he
drcrps 1 per Fill meters; an U Ga-ed er
Fimaciiig result. he draps l meter per
till meters el level llight. ln the right
crirtrlitiriai-_i_ it's prissilile tcr regain al-
titude by climbing an updralts er
thermals. Ullralights allew centinu-
atifrt llight ijritrl rnedest asaertts-

Ir Scuba Diving: This skill might
be used ler underwater salvage er

search werk. er ta stretch the time
that a character can stav an the bet
tam. With standard scuba gear.
deeper dives reduce the time the
here has en the beltem it might be
pessible ta stav dawn far an heur er
lenger at depths ei ID ar Flt] meters,
but a llfllil-rneter dive might enly
allew l[l rnirrutes. Nriturrilly. special
ized er advanced deep-dive equip-
menl might eirlenrl this iimit.

P Sky Diving: Hemember that a
Failure result deesift necessarily ia-
dicate disaster. Unrlei gaed ca|irli-
tleris. a Failure result an a nerinal
jump means that the skvdiver lands
l]t1Cll‘_|.F. sustaining damage as tar an
Extremely E‘:-hert trill tsee "Falling" in
the previeus chapter]; a Critical Fail-
ure means that the parachuiist sut-
iers damage ler a Sheri lall.

Eerrte parachute jumps are censid-
ered high-risk jumps. Clrrrracters
witheui the rlar"ea‘r=-vil skill er guid-
ance lrerri senieene with it are celi-
sidering ta he engaging in high-risk
jumps. Other high-risk jumps include
night jumps. jumping lrem buildings
er clills. and law-altitude jumps ei
EDD meters er less.

In a high-risk jump. a Critical
l""riil1.ir‘errierir1:=.ll‘ir.1l tlie chute deesn't
epen. with the eirpected catastrephic
results -a fall in vvhicli the falling
abject reaches terminal velacitir.

ln a high-risk situatien. a Failure
result en a daredevil skill check iri-
ilicts damage lei" a shert tall. rind an
Urdinarv result inflicts riamrige tar
an eirtremelrjr shert lall.

Sll|l|SP-=-
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Martial Arts
In additian. ta the standard attacks te
damage an appenent. a here using
this skill may cheese ta black er
make ether special attacks. includ-
ing kneckdawns. See "l'r'lelee Cem-
bat" in Chapter 3: Garnemasters in
Actien.

Budge
iiny here can use dedge ta make
himselt harder ta hit. but unless he
has the Ac-rebatics skill. the attempt
is an untrained skill check.

Until a here begins dedging. na
detensive eitects are gained. Per err-
ampie. a character whe deesn't
dedge until the Ordinary phase at an
actian raund gains ne benefit it tar-
geted by an attack during the tinies-
ing er Gaad phase. The reactien
dedge rank benefit allews dcclging
la take ettect betere the nermal re-
sult at an actian check. as described
in the Pl‘-rryerb Handbeak.

ttlermally. using dedge requires an
actian. preventing the here tram
daing anything else in the phase in
which he makes his dedge skill
check. Filter 3 ranks in the dedge
skill are purchased. the here can per-
iarm a sec.-and actian in the same
phase with a +2 penalty.

Hitting the deck is a special term
at dc-dge. it here caught in the blast
radius at an area-eltect weapen is
allewed an Hcreb-atics—ded'ge skill
check ta attempt ta reduce the dam-
age by ene grade {Amazing te Gaed.
Ga-ed te Urdinary. er Ordinary ta
nanel. Fer eirampie. it a here hap-
pened te be caught in the G-ead dam-
age radius at a grenade. a successlul
dadge skill check reduces the dam-
age te Ordinary.

Fall
While the iFl.crei:iatics~—iaii skill al-
lews characters ta impreve their
chances el a gee-d land ing alter a
tall. net all herees have this skill.
When an untrained character tells.
he can make a Deirterity teat check.

Camplete rules an telling damage
and speeds are iaund in Chapter 3:
Game-masters in Frctian.

Fllght
it here tlying under his awn pewer.
such as a sesheyan. might be
knacked uncarisciaus while in the
air. Naturally. the hapless character
begins tailing immediately.

MA|\|lPL||.ATrnt\|
This skill can be used la disarm
simple traps activated by mechani-
cal triggers. like tripwires. pressure
plates. er shitting weights. Electric
eyes er electranic sensers are cev-
ered by the Security skill. and tuses
ar bamb mechanisms tall under the
Dernalitiens skill.

Simple traps can be described by
the same criteria as a le-cl-r. Use the
standard maditiers and camplerrity
ratings tar a cempleir skill check. Cit
ceurse. the here must knew at the
trap's er-ristence betere he can disarm
it—an .Flwareness—perceptian er tn-
vestigate—search check is usually
necessary te spat the tripwire er hac-
ard betere the character sets it ett.

ln additien ta disarming simple
mechanisms. Manipulatien can alse
be used ta rig traps at this sart. The
degree at the hera’s success in set-
ting the trap gaverns the quality rat-
ing ter the neirt persen te came aleng
and disarm it: the campleirity de-
pends an the materials the character
has ta werk with and the ameunt at
time he spends an it.

luclrplclr
Ft bebby pin. heavy-gauge wire. er
nail tile are the minimal teels neces-
sary te use this skill; the here haste
have samething an his persen that
he can lit inte the lack. Greed taals {-2
benusl weuld include specialised
tiles. picks. and heeks tar picking
lacks. Amazing teats {-3 benusl in-
clude liber-eptic scepes ler viewing
the inside at the lack. ultrasarric
transducers ta iind tumblers. mag-
netic manipulatars. it-ray machines.
and similar high-tech gear.

Flclipnrlret
ll a character randemly picks aneth-
er's packet. allew the character ta
iind $5 te $EEl {lid 1 El per wallet. It
takes abeut ll] ta l5 minutes ta set up
a reasenable attempt . . . but peeple
nettce they've been pickpecketed
eventually. and a character whe
practices this trade tar tea leng in
ene place may li_nd irate victims
ceming back ta leak ier him. Small
lawns er thinly papulated areas are
especially dangereus; mysteriaus
strangers are likely te ceme under
snspicien quickly. Herees whe spend
tee much time an the wreng side at
the law shenld be caught.

Prrestlcllgltatlun
This skill can be used ier miner teats
at centertien er escape. such as get-
ting aut at simple bands. slipping eut
at handcutts er straitjackets. and
similar stunts. Each tasks are signifi-
cantly mere diiticult than mere
sleight-at-hand; the here setters a +l
penalty ler Gee-d bends {well-tied
repesl er a +3 penalty tar itmasing
bends {a chained straitjacketl.

Ramses Wsnearus,
Munsnni
Details el using this skill in cembat
are cavered in Chapter 3. under
"Hanged Cembat."

Rnmssn Wenennis,
Pnlivilvive
weapens at this sari are susceptible
ta miner breakage. On a Critical
Failure. a bewstring snaps. the
weapen mistires and rnust be
cleaned. er seme ether incenvenient
maltunctian eccurs. See "Weapan
Breakage“ in Chapter 3. which alse
centains details an use el this skill.

5"rEr=u.Tr-|
Ft player with a geed plan tar dis-
tracting an enemy er cencealing his
here sheuldn't be penalised by repet-
itive untrained Stealth checks. Ete-
ward a quick-thinking player by
giving him an autamatic success
when he earns it. instead at allewing
an nntartunate die rall ta ruin his
well-theughl-eut plan.

This skill may be usetul in setting
up an ambush. ll the hiding charac-
ter attempts an attack betere he's
spatted. see "Surprise" in Chapter 3:
Gamemasters in Actien. The success
at the ambusher's Stealth check im-
pases a penalty en the eppenent's
iiwareness check te aveid being sur-
prised-

l-llclls
Etackgreund and envirenment matter
greatly in an attempt te hide. Decide
it the circumstances alter Ordinary
{--l benusl. Geed {-2 benusl ar limes-
ing {-3 benusl cever er darkness far
the hiding character. Backgreurrds
witheui any cever may apply a +2
penalty.
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Ehadanr
Lang lE-tin crivert sii|'ir-srillrrrrcre tr_1l]s
tinder this skill. The satire ~.-".it|.|r'i:irrir
lirrnns described uritiar hide applies
letlie shadriwra-r‘s skill cliecks; it's
=.-asy ta slrrrdaw wjthritit lseigig -_=r'_~r;-|r 1:
l-zits at cever aiirt lirrrrkgrriiind arr-
nvailable. Tau may rgriere the Will
resistance rnadilic-r ei e sliadevverl
I_'harrrr'1er it the target is rlistiaclr--rl.

Ens-all
lust as .ll'lt'lt-'* cart set Lip r_t 1-tut pi it-it-' sit-
ttulirin. the successlul rise at tlt-a
streak skill cart rile se. lee. See "Sui-
pitse“ in Cliaptsi ii.

‘list-||c|.E
UPEHATIDN
lit additieii ta cambrit driving er pi-
l.'itlt‘tt§.].1'r"lT*l'tlr.'iI.= Clpertrtien is cilsa
used ler atleiriptiiig stunts er risky
maneuvers rrutsirle at cam bat. "la k-
irig a car crass-ceuritry er landing an
riircrall in rr bad sterm are eiraniples.
hdditianal ltilt.il't'!'tl‘lll'EtT| -an vehicles.
spaceships. rind the use at this skill
can l‘!-e lattncl in Cliariter ill; T|"r'E'lj.[lj'jl|E'E
and Chapter l I: Sp-cir:eships.

Breaking hefure entering

lIat\isT|TuT|at\|
FEAT5 R
5iaLLs
C-tinstiti:tian teats are used :-:r resist
ti-:|:aItr'r'ls ':iLJ-‘Ill its llitr. lrgltl|iirig_ ij-1
priisaii. The result til it Canslilutian
teat cliecl-1 deterrriines hew lItL1i_'lL
Li-"||i'iage ct clirrrciritr.-r r_-ir|i|isi:-ri tr: ll
lir_i1»tLirr.l rutllers. F-"ii" aiI"rtr': cr'it‘|‘:}‘il-=-ta
titles and eirariiples at iir'ri:air'ls. lett-.-r
la "l"li'_t:£i.ti'.ls" iii l:lttt}.tl'-_=t 3.

Mavsrvisnir
Tin": l‘i'lavenieiit sl-:ill allew clirrrar:ters
lr_i irti"ri'riisr1- tlrrr riisT|':rir_:r-_;- the-y r_'i_iri
trL:vr.-l llt ii set anieririt at time tielerri—
mrtking Staiiunri -T’itI.'iill'i"Jilr_"F_* r,-ltecks;
see "l"-'li_i'verrieril" in Ci'irir'iirrr .1" Grirrie
ltlI.2|Hlrrl.'-1' iii .tli"t‘iirri

Race
Elite way ll_t- r_ir_lr:iiiusle: a race be-
tween clirirricters is trt use llt='_= "Chur-
acter" vs. t:lirrr|:rr|i—.t' rriir-rs in Chriptet
E. Prllinw iiuth sprinter:-I la rall a
l"-tlavelnenl race skill clieck; the char-
acts-i with ttii=- iiigltr-r l'lt_*i]llr1r-']lt'j1lIfT-
cess wrris ihe rrrtiitest.
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Swim
l'.lEltIJE::t wltli-eut this skill |_'r_iri't Lie
rrriytliirig rlrcire ll"lt'lI'|. tri-iriri writer- 'l'l‘u=r
inc-vernent rates lei" swim t_'1tlt.i easy
swim erily apply te characters wire
have priirrliaserl the sivirir specirilly
sl-rili.

Te administer a swiniiiung cen-
lesl. yeu crru use the rules tut tLtL.'E'.
crliava.

Traillrrlazing
lierees witheui this skill stiller
penalties ta their Stamina err
duir'iricc- checks when tiavelirig iii
rr.-ugh terrain if:-r ~:rrlveisi=r ceiirlitiriiis.
Srrcressliil use at trriilblacina can
enly negate the penalties cruised iiy
terrain er adyerse curiditiriirs; trail-
lilrriurig cartnat prc-vide a he-nus la
Stain | na—e-ridir rrrnce checks

Te udiriiruster a ceritest el ever-
laiid riiavenieut. yeu can use the
rules lei race. abeve.

STAMINA
The Stamina skill has three majer
rules in the gatne: First. it measures
haw easily Fl lifrrcr can avcrirl knack-
aut alter taking damage: secend. it
rireusures liaw leng a clr-ri|'rrctr:-r wliri

r
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hits sullererl rriorlrrl rlrrinrrrre sur-
vives: third. it cillows ct hero to push
on tlr|'oi1gliplivsicrr'l errhciustion or
lrcislile lerrrrirt.

The effects of domoge. e:-rhcrus-
tion. ond exposure ore discussed 1I1
Cfirrptrer -ll: Grlrrrerrrusfers in Flrflfori.

Sunvrwir
The most criticoi concern in survivrrl
is tire crtniosphere. If the hero hes
respiiotioir geor or is in on otn1os-
p':ri.:re thrrt con he tolerrrted. odds for
survivol improve merrsurcrblv.

Discussion ol environments is
found in t:'firrpter 3: Grrirrerrrostors frr
.-'5_rji'rrrrr.

'|"ou inciv ollow the result ol ri Sur-
vrvrri skill check to cipplv modifiers
to 51 r_r rri ino --i+rir.r' ii rrrn-cc checks
coused by hozrirdous environirrents
ns follows: Criticol Fnllure, +5! penni-
Iv; Frrilure, rrrr|Tiorlilier';G'rrfi|1Etr1,'. l
borius; Good. E bonus; Fiincizrng. -3
bonus.

INTELLIGENCE
FEAT5 Sr
5m|.|.5
i"tn lirtellirrence leot r:herrl-i irtov he
List-rrj us L; rrreusuie of flit: l1orrr's recr-
sr.rnir'ig trbilitv iir obstruct situotion.
such es ussernbling ct puzzle or solv-
ing rr moire. The complexity of the
piissle. ri1rj1:re.oi leup of recsoning re-
rriiired rnov crcld bonuses or penolties
to the lritr-iligence leot check.

il- Excrmplc: Fin rilierr {It'lll-[_It_‘l
flirshcs weirrl lights crt Crrptrrin
lliuines in u deteiled sequence.
rtfrrrrrgrrirr vi-'ill1 E-rrr:l'r rept-rtifirin. The
plirver rerilisestl1otCi1rptoinficiines
hos to predict the next sequence to
solve the rirlrlle. 't'ou could clrow up rr
rriissiir lrir tlrr:- pltrvei to solve, or voir
coir lo‘. the plcivor nrcrke on l|1telli-
gerrce leot check for Coptnin Hriines.

'l'ests of rrrernorv -uruf leorrring

should be rolls rrgrrins! the here“s
finowledrjre sklll- ll's tl good meusure
ment of bow much rt hero knows-

Keep on eve out for fields of
knowledge thot :'r liero rriov hove
speciol expertise in if voifre tivini_:_r
lo see if the hero knows orivtlritig
ebout nucleor rer1r:ters. it might he
more oppropriote to hove the plover
roll crgrrinst his clioroctefs Plivsicol
Scietrce or Tr-:r:hr1ir:r_r] Sr_:ir;-rice skills
insteod of Knowledge. ll the L‘l‘it'_1l't_1-L'-
ler doesn't hove either of these skills,
there's no rensorr voir con't hove him
roll cirr urrlrciiric-cl skill check clgrrilist
one of these insteuid of Kiiowlerfge.

The list ol lntelligence skills in the
l*‘lover's Hr_rrrr"il;-nor‘-r -::on't be consid-
ered to he comprehensive of rill
kliowlecfge thot f|urnr.tr|s rrnrf eliens
con occurnulote. lnrlivirlurrl com-
prrigrr settings mov derncrnd different
skills. Feel free torrdrl new sr.rei_:icrllv
skills to the l_ii"ood skills listed. rind
even creete new hroocl skills.

Buslrvsss
This skill perlorrns severol functions.
First. it describes the level of t;EH[.J[:![-
tise of :"r'i t=.~rr?i’1t:1ilr-r rrrirl r:r_i~r'por-:_"rte Plier-
rirzteri-1. Chrrrrrcters with severril iriiiks
iri rorporote hove o good ".-li-"-C1-1'l-'llI|.{_[
knowledge of frrrw -:1 rrrrrporcrtion crper
otes, rrrirf how it ccin l":-c mflflipirhfttecl.
fiusiness con be especiollv iiriportoirt
it: cttnrpuigrts l_r-use-Li on r.iper'rrli|rg
trorle routes or II'tI;iIl'ftf-."‘t|i"1"t“.llll'ilfl'g.

ln rrppropririte situoitions. l:li_isi-
ness is on encounter skill thot iron he
used just like lriteroctiori. l.}on't ne
rgierrt the possihilitv lor roleplovirrg
urr-d interciction between r:horr1r:ters.
Guidelines for the iowords ol buvirirj
rind selling crppccrr in T.i'+.ti| i:G?I?.: l'l'_l‘:'-
irvrr e 5t~T|.'.|t-t|._‘r.

Cnrpclr-its
Lrrrrre-srrrrle lrodirrg rind cornnierce
utilise this skill. Here, finunrre woil-rs
on u g|"u|'ir_f sccrle of irrerrrers. r_rr'r_r uisi-
tloirs. ond nrilliorrs rrf dollrrrs of ris-

 _

sets. Unless Lt lierci i1crsfcir_|r1r;l_ r;| sig-
nilicrrrit source of copitol. it's impos-
silrlc to use the IL‘-:;rrf.'rr_irr_rlr-.* skill
directlv in his own interest; i‘-:'s cis-
sumed thot the hero's pleviirg with
his -crirp-orotion's rnonev, ond erroct-
irio only o tinv froctiori of the surns
involved for his own ieword or com-
rnission.

llig business moves slowlv. ll o
hero devotes his time to innnoging
his husirress fortunes. he ntov moke
rr si-rill check once per quorter to see
how he frrrerji. However. opportuni-
ties or rlenls rnrrv conie up or rrnv
time you desire.

Illicit business
Truding in illicit goods, contrub-ond,
ond block inorket mnteriols hos risks
ond dorirrers. The low level lsee
Chopte: l=l.' Conrporgrr r'5lrct'ritecture'|
of the oreo rnov odd penrrlties to the
cl1oructei's ottenrpts to de-:rl under
the toble. Pi Clr'iticol Fniluro result is
likelv to lend to the cherecters orrest
or o violent If:tJ1'tfI'{'it".llZlllllItf1 with other
tITt[1'rl|'tt'Il5.

This skill is olso iisofiil lor fericirig
stolen property- Since the ui1der-
woiirl iiever povs l'El[Ill_ the degree
of sircr.'ess on o ErL1ElIlt.-1'55-E" i.llir'|'.t f_ri_:s;-
.'ii.=.-ss skill cherrl-c rletermines how
rri|.rch tr cl".t“||'tItE!t-st ter:'_‘E-l'i-tes lrir ill-
grrtten goiris:

Result
Critieul Friilure
f'I'lCIt'§._]tt1'£1l
Drift i nrrrv
Grrrrrl
Ftirrrrsirig

Return
‘:i'§?£i of vrrlnc
l[l‘?'-: of volue
fl-til‘?!-i. of volue
oi]?-E; of volue
Etll'?=:'-. or volue

Email Business
The srrrnfl frtrsiness skill works like
the corpoiote skifl,lriiti1's much
more likr.-iv for rr hero to monipulote
pei"so:rr_rl fortunes with this skill. lf he
t'1iIiei'lFi ‘trfi swlt1Q‘ Ebllllfl rzir S ll:l.l:ll:|lll trr]115-
rictiorrs 1-o stuv in birsirress, he cen do
so. Since tire chrriocter is working
with his own rnoriev, he con keep



every dime he mokes with tltis
slri1l—or fund every loss.

Enmeursn §EIE|'\tEE
ttnowlsi:tge—-computer operofion ol-
lows ci chorocter to use her computer
rind its sottwore etficientty. This
brood skill ond its speciolty skills
cllow o more complete ond thorough
understending of computer systems
crird how to monipulote them.

informotion retrievot is described
in Ctropter til‘ Computers in the Ploy-
ers Hon dbook.

Hacking
Sensitive systems mcry hove wetch-
riog systems ond humen defenders.
When ci hocker tries to crock the sys-
tom. electronic worfore moy begin.
Even if o system operotor isn't online
to counter the hero. speciol wetch-
rlog progrcims or ottock routines moy
owoit the chorocter.

Hardware
This skill reflects o chorocter's skill
ct computer engineering ond hord-
ivnre design. You moy olso oltow
chrrrcrcters to construct customised
ltnrclwore for o specific purpose: in
this ccise. the customised hordwo re
provides o —t. -2. or 3 bonus, de-
pending on the success of o Comput-
er Scie-nce—h ordwore ski ll ctie ck.

Programming
Ti-is prirnory function ot this skill is
to otlow o chci rcrcter to creote or mod-
iiy ony of the progroms mentioned in

Chopter ll] oi the Ptoyers Hondbool-:.
lust how difficult this is. ond how
long it tokes. ore torgely o function
of your comp-ciign setting. ln oi set-
ting thi:it's just introducing comput-
ers. it moy beci tosk ol months or
yeors os o hero ottempts to foshion o
bug-tree piece ol sottwore. In o set-
ting where ortificiol intelligence is
common ond computers hove been
oround for centirries. detoiling o new
code moy toke only o few minutes.

l]Eivl|:||.|r|ni\i5
During o complex skill check. the
conditions refer to the generol tough-
ness or resilience of the object to be
wrecked. For exomple. o bunk voult
is on object of Amusing toughness.
so setting o chorge to domoge it re-
ceives o +3 penulty. it-it your discre-
tion, setting chorges in dongerous
circumstonces—such os honging
from the underside of o bridge with
your bore honds —might impose tur-
ther penolties on ottempts to set
explosives.

When on explosive goes off, it's
treoted like on oreo-effect weopon.
See “Prepored Explosives" i11 Chop-
ter it‘: tit-"eo_u-one tit Armor in the Piny-
er’s Handbook.

Kiunvvrsnss
Don't otlow Knowledge skill checks
to replcrce good roleploying ond
cleor thinking on the port of your
ployers- Knowledge checks ore best
used to simulote informotion thot ct
hero hos occess to thot the ployer
doesn't—-often this is informotion
specific to the comp-oign. its current
events. or its history.

Don't oltow Knowledge to reploce
other skills. if o ployer wonts to
know oboul militory toctics oi on
enemy. it's much more oppropriote to
moke rr Tnctics or Culture skill
check -even it it's unlroined thon it
is to moke o Knowledge check.

Enmputsr flpiieratinn
As tong os o clrorocter is rising o
computer for bosic tnsks—such us
occessing free informol ion or using
bosic softwcire— no skill check is re-
quired. For exompte. even ci hero
with no computer skills con book o
vocotion on cr computer designed to
ossemhle trovet plcrns- Ctn the other
bond. getting o renlly greot tore
might require o skill check. Don't let

skill checks toke the ploce of intelli-
gent plcry ond ottention to deroil on
the port of the ployers.

l‘\"tony computer progroms provide
one of two benefits: They either odd
o bonus to the hero's own skill check.
or they oltow the hero to use the
computer's skill score in ploce of his
own for ony relevont skill checks. For
exornple. ct computer with the oppre-
priote Science progrom con provide
o bonus to skill checks.

flsduce
This skill con be used to produce o
theory of whot hoppened when. ond
why. Using this skill. rr choructer con
ottempt to reconstruct the generol
sequence of events ond positioning
oi moior pieces of o '[Itt.II-‘.'ElE'. tn scien-
tific niotters. the deduce skill ollows
the scientist to come up with o bosic
theory or observotion thot fits the
focts.

language
Work with eoch ployer to moke sure
thot she selects o longuoge for her
hero- Depending on the noture ot
your compoign. you moy hove to pre-
vide some intormcition to the ployers
obout whot tonguuges ore ovoilcrbte.

it's otso up to you to decide exoct-
ly how divided the linguistic history
ot your coinprrign hos become. Do
liulrdreds of tonguoges ond diolects
exist? Con o hero with knowledge oi
on ltolicrn understoncl oncient scripts
of l.-otin? Ctr. in the distont future. hos
o universot longuoge token hold?

§pEl:"ifir: SI-r ill
Feet tree to creote new Knowledge
speciolty skills: exomples include
cooking. fishing, model building. or
science fiction roleptoying. You
should consider whether o Knowl-
edge speciolty skill you creote
should insteod foll under onother
skill. For exomple. the study of drive-
spoce physics might be more oppre-
priote to Phystcol Science.

The more specific the field of
study. the more informotion o chor-
octer should hove on the topic. For
exomple. if o chorocter selects world
history. it should be more dilticult for
him to retoin informotion obout the
Filorno thon for the chorocter who se-
lects United Siotes history or Texcrs
histo.ry. Apply bonuses or penolties
os you feet oppropriote.

SllllSP-'==-
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Your heroes ore likely to run ofoul of
the low from time to time. especiolly
it they're not sonctioned by o recog-
nised outhority. Remember. the skill
co:n work for low enforcement offi-
cers. vlgilontes. ond even villoii-is.
I Avoiding Arrest: Une use of tow

enforcement procedures is to per-
suode low officers on the scene not
to orrest the heroes. The more seri-
ous the crime. the more difficult this
tosk becomes:

Crime
ttlfinor viotcrtion
Misdemeonor

Modifier
-2 bonus
none

Nonviolent felony +1 penotly
ifiolent felony
l-leinous felony

+3 penotly
+5 penotly

Ir Bond Heorings: tf o chorrrcter is
crrrested. court procedures moy help
to persucrde the judge to post o light
boil. Modify the herols situotion die
occording to the severity of the
crime, ond moke cr skill check:

Success
Criticol
Foilure
Morginut

Ctrdincrry

Good
Flmoxing

Bond
tncorceroted
without bond
High boil l$5El.Ell]l]

or morel
lltlodercite boil

l$lll.lIlUl
Low boil l$2.[l|JEll
Fteleosed on own

recogriiscrnce

It Custody: Heroes ond villoins
con use tow enforcement procedures
to convince the locot constobulory to
toke o person into custody. o hondy
woy to moke sure thot coptured vil-
toins don't go onywhere.

Ir Evidence: Cho-rocters who con
justify their interest con use either
Low speciolty skill to obtoiri crccess
to otficiol evidence.

F Protection: With o successful
check ogcrinst either Low speciolty
skill. o chorocter con convince the
locot cruthorities to provide police
bodygucirds. surveillonce. or protec-
tion tor someone cleorly in denger.

Ir Wcrrrcrnt: Successful use of ei-
ther skit] con ollow ct cherecter to get
o wcrrront to crrrsst o specific individ-
uol or seorch o privote rrreo.

LIFE Sclsiiiclz
tn oddition to providing tcnowledge
ond informotion. this skill crlso re-
flects the hero's oihility to perform ex-
periments. correlote rlrrto. ond

monoge scientific resourceslf the
heroes need to know how mony red-
tolled howks ore infected by ci mys-
terious diseose. someone with the
Lite Science skill could design cr
plon to cotch ond exomlne the
howks ond monitor existing populo-
lions.

Eenetics
Genetic study ond experimentotion
is equipment-intensive. lt tolres fon-
tosticolly precise {ond expensive] in-
strumentotion to perform Dtilit scons.
study chromosomes. or orientpt to
genetically engineer orgonisms.
Otherwise. ct geneticist is limited to
observing inherited troits ond to'rget-
ing specific chorocteristics through
selective breeding progroms.

With Grdinory lob equipment. o
scientist con study chromosome pot-
terns. chort DNA. ond seorch for spe-
cific genetic morkers.

With o Good lob. cr geneticist con
engineer orgonisms during their sor-
liest growth stoges by inducing spe-
cific mutotions or improvements. tn
short, it becomes possible to creote
mutont chorocters. The frequency. le-
golity. ond morolity of this tomper-
ing is left to your discretion.

With on hmosing lob. o geneticist
con engineer moture orgonisms. o_l-
tering their genetic structures ond
inducing mutotlons. This is ct ex-
tremely debilitoting treotment thot
inccrpcrcitotes the subject for months
on end. Figoin. the ethicol questions
crre completely up to you.

Xenuingy
The more exotic the species. the
hnrder it is to moke informed guess-
es obout its physiology or behcivior;
o creoture thot breothes chlorine or
hydrogen should be more difficult to
study then on oxygen breother.
Apply modifiers os you see fit.

Msnimr 5c|Ei\.i|:E
Rules for using this skill to trerrt
domoge ond diseose ore described
in Chopter 3: Gcrmemosters in fiction.

Furensics
Evidence gothered oi o crime scene
con be crnolysed with forensics to
produce wonhwhite in formotion. The
quolity of the evidence crffects the
doctor's forensics skill check; Mergin-
ol evidence opplies o +2 step penol-
ty. Drdinory evidence no bonus.

Good evidence o —l bonus. ond
Amusing evidence rr -3 bonus.

in generol. here's the type of infor-
motion thot o l‘\*'te-dicol 5cienco—tor-
ensics skill check might yield:

Morginot Success: Victirnls blood
typ s. obvious couse of deoth.

lllrdinoty Success: lndirect couse
of deuth. identify wounds received
betore ond otter deoth. minor evi-
dence obout ottoclrer tsiss. dress.
hoir colorl.

Good Success: Subtle or unexpect-
ed couse of dsoth. identify murder
weopon. detuilsd fctcts obout ottoclr-
er's oppeorrrnce or dress.

Elmosing Success: Uisguised or de-
libercrtely uttered couse of deoth. ex-
ncting informotion obout o'ttocker's
identity.

Psychuiugg
The psychology speciolty mokes pos-
sible the treotment of oxtroordinory
stress ond sustoined mentol injury. lt
includes o fomltlority with hypnosis
ond theropeutic techniques. Use o
complex skill check. ollowing the
psychologist to genernte successes
once every week or month os oppre-
priote.

Decide if the subject is suffering
from l‘-‘torginol. Ellght. Moderote. or
Extreme mentol troumn. The severity
of the troumcr generolly reflects the
degree to which the person is inco-
prrcltotecl or voriss from behcrviorol
norms. Pi person with mild cluustro-
phobio hos o litlrrrgincrt trcrumo.
while cr ruthless psychotic or hope-
less cototonic is suffering from on
Extreme mentol oflliction. The sever-
ity ol the illness determines the num-
her of successes required to effect
successlul treotment.

lt toke-s time to work through psy-
chologicol trourrio. lit best. o psy-
chologist might be ollowed one skill
check per doy to deol with minor
problems. but one per week. month.
or yeor for more serious issues.

Surgery
In oddition to its obvious uses to
hen] woimd ond mortol domoge.
knowledge of this skill rrtlovvs n
chcrrocter to perform ony number of
surgicrrl procedures both necessrrry
ond cosmetic.

Treatment
Successful use of treotment ccrn. os-
sist cherecters suffering from dis-
ecrse. poison. ond rodiution
exposure: see Chopter 3.
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llitder rou tine conditions. tro ined
navigators don't make skill checks.
it's simply a part oi the trained navi-
gators job. Unly call tor a Naviga-
tion skill check when it involves an
important aspect oi the story or when
an untrained character attempts to
use the skill.

Puvstcnr. Ectsmcs
it hero with this skill is qualiiied to
design. implement. monitor. and an-
alyse experiments oi various sorts. it
the heroes need to iind out why a
colony's being subjected to ionising
radiation. a physicist can develop a
way to deploy sensors and instru-
ments to determine the source and
intensity oi the radiation. Ctnce
analysis is complete. the scientist
can probably suggest ways to shield
against or suppress the radiation.

itlstronorny. chernistr}-1 physics, and
plcnetology aren't the only specialty
stritls under Physical Science. Allow
the addition at other specialty skills.
such as geology or meteorology. as
appropriate.

Secumrv
ltlembers at your supporting cast can
use Security as otten as the heroes.
For example. on enemy outpost can
become a major challenge it protect-
ed by a tew electronic sensors. robot
guns. and a lew guards with a good
security plan.

Frutlsrtlnn Prntnculs
Cine use ot this specialty skill is to
secure a person instead ol an area. It
c hcdyguard intends to protect o
high-protile celebrity. he can use this
skill to coordinate the ettorts oi a se-
curity team. monitor crowds. and
scan the planned travel route.

ilscurity [IEHires
Items placed by the use ot this skill
can be circumvented in a number ot
ways. Physical security devices.
such as tripwires or pits. can be by-
passed by the use of Security or bla-
nipulation. Electronic security
devices might be deteated by a char-
acter with Security or Computer Sci-
ence. ll the security device involves
an explosive oi some kind. a hero
might also be able to use Demoli-
tions to disarm it.

Use complex skill checks to both

set and bypass security devices. The
degree at success achieved by the
character who installed the system
determines the complexity at by-
passing it. For example. it the origi-
nal installer built an Amazing
security system. anyone who wants
to get around it needs at least 5 suc-
cesses to do the job.

Svsrsrn
OPERATION
System Operation isn't limited to a
single device or plattorm. Whether a
character is using radar aboard a
yacht, a mass detector on a space-
ship. or a hand-held sensor gauntlet.
System Operation---sensors is the ap-
propriate skill.

The primary purpose ct this skill
is to give each hero an important
role during space combat. See Chop-
ter ll: Spaceships. Encourage each
player to develop his hero's skill at a
different position. so that everyone
can participate.

TAIZTIEE
It a player develops a plan that
makes sense—such as using cover to
approach a bunker. setting up an
ambush with support troops. t1ank-
ing enemies. driving them to the
ground with a couple at grenades in
order to cover a char-ge—allow the
tactical advantage to persist as long
as the character would logically
have the tactical advantage.

You may allow Tactics to provide
a bonus to an ally instead ol a penal-
ty to an enemy. For example. it the
tactician directs a companion to
move to a position tram which he can
tire on the enemy's tlank. it's reason-
able to grant the tiring character a
bonus. In other instances oi group
tactical coordination. it may be more
appropriate to apply a bonus to the
heroes' action checks.

Tactics is useless it the tactician
has no way to convey his insight or ii
no one pays attention to his advice.

Ts|:|1ru|m.|_ 5|:||sv|:s
This broad skill is necessary tor de-
signing and repairing special equip-
ment. machinery. or instrumentation
tor various purposes. For example. a
hero might be able to use his Physi-
cal Science skill to determine that a
neutrino beam can penetrate the

alien torce tield . . . but designing
and building a neutrino stream pro-
jector requires Technical Science.

"r'ou may allow specialty skitle
other than invention. repair. and
technical knowledge to represent
particular areas of stud y. such as
electronics. mechanics. cybernetics.
or robotics.

lnventiun
This specialty skill covers the manu-
tacture at parts. tools. or simple de-
vices. For example. a hero might
need to make an antenna dish to re-
place a damaged one. torge a con-
necting rod to replace a damaged
one. or even assemble a working ve-
hicle by bolting an engine to a chas-
sis and rigging some basic controls-

Jurgrig
In a combat scene. an item repaired
by the use ct thejuryrig skill usually
remains tunctional tor a number ot
rounds. Outside ot combat. juryrig
repairs can last ior a number oi
hours. Flllow juryrigged materials to
ttinction as long Lhe story demands.

Repair
Hep-airing stun damage is a task ol
Ctrdinary complexity. requiring only
3 successes. Ekill checks to build up
these successes can be rnade once
per round.

Ftepairing wound damage is a
task ol Good complexity. requiring -'-l
successes. lt the wound damage
hasn't exceeded halt the total wound
points oi the object being rep-aired.
skill checks to build up these suc-
cesses can be made once per minute.
It the wound damage has exceeded
halt the total wound points oi the ob-
ject being repaired. skill checks to
build up these successes can be
made once per hour.

Hepairing mortal damage is a
task at Frmasirlg complexity. requir-
ing B successes plus I additional
success tor every point of mortal
damage. Flttempts to repair mortal
damage can be made once per day.

For any use oi the repair specialty.
work must be performed continuous-
ly—a hero is only entitled to a dice
roll ii he has used the skill exclusive-
ly and not perlormed any other ac-
tions during the specified time
interval. You don't have to enforce
this rule rigidly: tor instance. it a
hero is just about to tinish a tull day
oi work on a repair job involving
mortal damage and is lorced to inter-

Sll|ttSP-'==-
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rupt his work tor a iew minutes to
deal with an enemy attack. he
shouldn't have to torteit all the work
he has put in during the day.

ll an object or system is destroyed
by mortal damage. the hero may
have to use invention or juryrig to
manulacture replacement parts by
machining new components or scav-
enging similar parts.

Additional characters helping the
supervisor oi a repair eilort can pro-
vide bonuses: see "Assisting Ac-
tions" in Chapter 3; Garnemasters in
Action.

WILL FEAT5
Sr 5|u|.t_s
Will teats are uncommon; tests ot
willpower are part oi the Flesolve
skill. There are only a tew instances
when a Will teal check is the best
approach. Tests oi character reading.
moral judgment. or emotional stabil-
ity are examples.

Annntmtsrnsrtutv
lvlodern society is tull oi administra-
live organisations and procedures.
and a hero who knows how to make
the wheels turn can be an invalu-
able asset to the party.

F Equipment Requisition: Heroes
with an allegiance to an organisa-
tion can use this skill to requisition
resources. li the heroes want to take
expensive survival gear on their next
reconnaissance mission. a timely
requisition might be the ditierence
between lite and death.

Ir File Access: Investigators can
iind interesting intormation in public
and private records. Heal estate
transactions. arrest records. health
records. building plans. and court
transcripts are a tew examples.

Ir Logging Claims: A band oi he-
roes might strike it rich by discover-
ing a mineral-rich asteroid. a
driiting hulk that can be salvaged. or
alien technology that can be patent-
ed. Without legal registration oi
these tinds. anyone can take advan-
tage oi the heroes' good iortune.

Ir Passports and ltisas: internation-
al and interstellar travelers will iind
it advisable to obtain passports to
travel abroad and visas to remain in
other countries.
I Weapon Permits: Carrying an

unlicensed handgun is a great way

to end up incarcerated. Permits tor
Common weapons are considered
Clrdinary requests; permits tor Con-
trolled weapons are Good requests;
and permits tor Militant weapons are
Amasing requests. Naturally. a hero
with a criminal record has a harder
time obtaining weapon permits.

Animal Handling
Epeciiic animal types covered by
this skill include apes. dogs. dol-
phins. elephants. horses. and tal-
cons. More exotic creatures such as
bears or great cats are usually
trained tor entertainment purposes.

Animal Riding
lilo skill checks are necessary unless
o hero is doing something unusual.
Checks are required when a mount-
ed hero leaps over obstacles. gallops
over dangerous terrain. or directs the
mount in combat. A mount oi extraor-
dinary quality might provide o sig-
niticant bonus to riding checks:
Good mounts grant a -2 bonus. and
Amazing mounts provide a -3 bonus
to the rider's checks.

Horses are described in Chapter
l F": Creatures St Aliens. along with a
selection oi other animals the heroes
are likely to encounter.

Animal Training
You can decide whether a speciiic
animal or alien can be trained. As o
general rule. an animal must pos-
sess rudimentary intelligence in
order to be troinable. but sentient or
selt-aware creatures can't be trained
with this skill.

Awsnsrusss
The Awareness skill governs a hero's
chance ot being surprised. It also
acts as a measure oi the character's
perceptiveness when there's some-
thing he might notice without con-
ducting a thorough search. tli he is
definitely looking tor something. he's
using the lnvestigate—search skill.)

Use common sense when consid-
ering ii an Awareness check is nec-
essary. ll a hero's walking down a
sidewalk. he might not tal-re notice oi
passing cars or people who are out
and about. It he lound himsell in the
middle oi a riot. he'd start paying a
lot more attention to his surround-
ings. looking around to see it anyone
was thinking about cracking his

skull. As a mle. heroes notice build-
ings they might enter. things on tire.
and people with unconcealed
iirearms.

For more intormation on surpass
and modiiiers that may atiect aware-
ness. see "Detection" and "Surprise"
in Chapter 3: Gamemosters in Action.

Intuition
Awareness—intuiticn represents the
hero's chance to avoid surprise irom
sudden attacks. unexpected encoun-
ters. and so on. Use this skill check
when a player doesn't know that his
hero is walking into trouble. but the
hero might pick up some inkling oi
the approaching dartger.

Perraptinn
Awareness—perception reflects a
hero's ability to notice things he
might miss on casual observation—~a
tripwire. an ambush waiting to be
sprung. or a clue that's not obvious.

Ensnrwtrv
Creativity and its specialty skills
can add color and depth to a charac-
ter without necessarily coming into
heroic use. For example. the holo-
graphic illustrator who has become
involved in a heroic adventure prob-
ably isn't going to use his Creativity-
holographic illustration skill very
otten. Examples oi Creativity spe-
cialty skills are provided below.

iiiustratian
Wtiile primarily used tor the creation
oi art on a two-dimensional suriace.
this skill might be used to create
torgeries or takes. it the character
has an excellent model to work tram.

Photography
A character with this skill can use
his knowledge to rig trick shots. de-
tect unusual characteristics in pho-
tographs. and build improvised
cameras or darkrooms.

Writing
tn the absence ct a live interview or
conversation. a piece oi good writing
may be able to substitute tor the use
ct an Interaction skill. For example.
a Diplomat might he unable to meet
with the colony president i_n person.
but ii he irames his lnteraction—ln-
timidate attempt in a memo. he can
achieve the desired result.

Ctl course. it's sometimes diiiicult



to interact as successtuily in writing.
The result oi a Creativity—wriling
skill check applies a modifier to the
associated encounter skill: Critical
Failure. +4 penalty: Failure. +51
penalty: Ordinary no modifier; Good.
-1 h-onus; Amazing. -2 bonus.

Investigate
There are three lrameworks for the
use of the Investigate skill—tast.
moderate. and caretul.

Fast investigations occur when a
hero gives an area a rapid once-over.
trying to spot obvious clues. The
hero's not going to iind invisible
powder burns on the wall. or anim-
pression left by a pencil on a pad at
paper: he's cataloging the obvious
tarts. ls there a body? A murder
weapon lying around? Was the door
broken down or the window broken?

in scientific investigations. a lost
search details the basic tacts oi the
scene or phenomenon. Did the sub-
ject atiect its physical environment?
Did it leave physical evidence be-
hind? What can be learned from it?

Moderate investigations take more
time. ltlow the hero is looking tor
every piece oi evidence available:
dusting tor lingerprints. looking for
bloc-detains or powder burns. check-
ing to see who had access to the
area. tracking down credit authoriza-
tions. and rounding up witnesses.

A moderate scientific investiga-
tion involves detailed analysis at
readings on the scene. examinations
with sensitive instruments. and seri-
ous theorizing about the cause oi the
phenomenon or occurrence.

Careful investigations may take
days or weeks. Every piece of evi-
dence is given a lull examination.
and every suspect is interrogated or
tailed as II he circumstances warrant.

Careful scientilic investigations
may involve experiments designed
to conlirm theories. precision chart-
ing. computer modeling. study ot the
most minute local details. and ex-
tended observation ot the site.

trrterrogate
A hero targeted by this skill may be
required to succeed at a Resolve
skill check in order to avoid spilling
information. interrogation takes time
llsecaming o complex skill check) it
the interrogator wants to check on
facts. set up traps. and try to cotch
the subject in lies.

Search
This skill governs any detailed and
thorough examination. The system-
atic nature of a search distinguishes
it trom the use of Awareness. which
covers casual observations.

This skill also governs the collec-
tion ol evidence and clues. which
nray rrral-re subsequent Knowledge-
deduce ettorts easier-

Track
Track represents the hunting aspect
ol Investigation. tn last investiga-
tions. it allows a hero to follow a
physical trail over a short distance
tor as long as the trail remains read-
able. tn moderate investigations.
track is used to check out likely av-
enues at escape. hiding places. or
destinations for the perpetrator. The
goal is to establish the whereabouts
oi a known individual or suspect.

A second use tor track is in a care-
tul investigation. Here. the character
begins a systematic search that goes
tar beyond following iootprints. The
tracking character can follow credit
reports. linancial transactions. trans-
port logs. and witnesses to hunt
down his quarry.

Rssnu/s
ln general. you shouldn't force play-
ers to roll dice to see what their he-
roes do. ll a player announces that
his character is going to throw him-
self on the grenade to save his bud-
dies. or that he's not going to break
under torture no matter what. no Re-
solve checl-r is necessary.

On the other hand, you can call for
a Resolve check when you think that
the player is abusing the realism oi
the game.

Mental Resolve
This specialty skill assists acts oi
courage. moral certitude. and will-
power. lntensive interrogation and
emotional pressure should operate
against this skill.

Physical Resolve
Many physical resolve checks are not
optional. Players whose heroes are
trying to recover tram unconscious-
ness or press on through extreme ex-
haustion can't simply decide that
their heroes succeed automatically.
This specialty skill is used to recover
from knockout and damage.

Any hero can stand up to general

abuse—a roughing-up by the vil-
lains thugs and threats against
loved ones. However. serious at-
tempts to break the hero's will cal]
tor Hesolve checks. in general. He-
solve—physical resolve checks are
made once every hour lor intense tor-
ture. or once every week tor torturous
circumstances or conditions.

Street Smart
Street Smart can sometimes be used
to enhance another skill. such as ln-
teraction. Deception. Business. or
Stealth. ln such a case. the result ot
the Street Smart skill check applies a
modilier to the second skill check:
Critical Failure. +2 penalty; Failure.
no modifier; Ordinary. 1 bonus:
Good. -2 bonus; Amazing. -3 bonus.

Criminal Elements
Use oi this skill can enhance Investi-
gate. Deception. or Interaction at-
tempts against shady characters of a
specific criminal group or society.

Street Knowledge
When the hero is dealing in his area
at expertise. the street knowledge
skill can enhance the use at Investi-
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Inithe Players Handbook, a limit oi
three perks and three ilaws per char-
itltter is established. Play balance
iitrty beoonte diflicull to maintain
jittlieo characters pu rohase rnany
perks in combination. In addition, a
dtnrocter with to-o many special ben-
etits or disadvantages may dilute
the conoept that led to his creation.
Finally. it could be a challenge to
ilmpiy remember the numerous ad-
rantnges and disadvantages.

ltalittrally. you have the linal say
ti-titti. how many perks and flaws
available to heroes. and which

or [laws are acceptable in your
. ti you're running a Stone Age

snmpaign. it dos-sn'tn1ake sense that
trplcysr could choose Primitive as a
flaw tor his hero—-everyba-dy's primi-
tint. so it's not a disadvantage. You
‘might also want ta disallow pert-rs
thatprovide go iris advantages that
iron‘! ivorit in your campaign. For eit-

fil.is'in-Ftrtitact may be inap-
propriate tor a oalnpaign set in the
ptsssnt day. or any campaign that
ttossn't_ leave planet Earth.

and Flaws
llnssni nt.good_i_deas tor additional
_jtsrl"s.and_tirrwi-i-remain tor you to

your campaign. Keep a tow
In general, perks

not add more than a -2 bonus
to airs particular rotlor type oi roll:

, an Eagle-Eyed hero
gain a -2-bonus to Awareness-

choclr_s.'Bs careful with

pewertul perks--you might actually
be wa ndering into character abili-
ties better covered under the psion-
ics. cybertech. or mutant rules. Take
a loot-t at your new perk as it you
were putting together ct character. lt
you would select it without hesita-
tion because it seemed to be the
most desirable pork available, it
might be a little too good.

The some rules apply tor flaws.
Mos: llaws shouldn't give more than
a +2 penalty to one type oi clieelt or
sl-till on a permanent basis. Remem-
ber. it your ployers pick the flaw be-
cause it doesn't hurt lhen1.yau're
giving them tree skill points-—and il
they never choose the tlctw. their you
wasted your time designing ii.

Keep in m_ind when designing
both flaws and porl-is that the point
at this benefit system isn't to rnai-te
characters more pewertul. but to
rrtrrlre them unique and more inter-
esting to play. A well-designed perlt
is one that adds distinctiveness to a
character's concept.

Acquiring New Perks
A hero may decide to purchase a
new perk as an achievement benetit
when his reaches a high enough
level. No matter how many points the
character has available, the limita-
tion oi three perl.-ts stilt applies. It a
hero begins play with three perks, it
becomes impossible to acquire an-
other later.

On rare occasions. you may as-
sign a new perk to a hero to reward
exceptional roleplaying or retlect de-
velopments in the game. A hero
might acquire a Reputation or trie-
come a Celebrity through the growth

at the campriigti t;tr'ir_'i his rjiwri sat‘:-
cesses. See Chapter 5': t"1.t.'i:ii+vt-stteia
tor more iritoririation.

Getting llld uf Flaws
Buying oft an old tlaw is another
available achievernerit benefit.
When a flaw is eliminated in this
manner, the hero retains any bonus
sl-rill points 1'et..'eived during charac-
ter generation.

You may also stril-:e a tiaw irorn rt
hero it you teel that it isn't being
roleplayed properly. For rHit.IIt't[J-iii, ti
a Dirt Poor hero suddenly becomes
wealthy in the coritpi"iti'y oi all his
Filthy Hich friends. and the piayet
doesn't want to continue playing this
ttaw, you can iust say that the hero
last his flaw. However", Witt-H: yt_1'._t do
this. you should witl1l1oidacliieve-
ment points to rtiolte up tar the ioet
that the hero iust got a brecrir. Eiee
Chapter 3.‘ Frchievemerrts tor details
on withholding oehieverrient points.

Perms St
FLAW5 lt\t
PLAY
While many at the listed perks and
{laws are seit-explanatory, you iririy
need to exercise some judgineni arid
initiative in order to matte others
work tor you. The first step is to re-
member that perks and liaws are
part of a hero. It you never iiave -:|
player roll a tlaw check tor his here's
Temper. the flaw might as well riot
exist. Cine good technique is to note
one situation per adventure in '-t’v'l]l-I_'lt
a hero's perk or tlaw might corne tip.
For instance, you might decide that a
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particular supporting character is
likely to be impressed by a hero with
Great Looks, or repelled by a hero
with Poor l.orrks. Plrin this aherrrl ol
time and keep it with your notes for
tlie advr.-nturi:-.

Perk and Flaw
Mechanics
Perks lr.ill irilo two t,;ertr-_=i'til lyp-es: at‘-
tive and coirscious. Active perks don't
reqirire skill cliecks or teat checks;
they provide rr permanent modifier
or benefit. For er-raniple, Piiribideic
troits anrl Heights-tied Ability provide
benetits anytime the right situation
apphes

Conscious perks only come irito
play when [I lierri rritikr-is tr i‘lelei'-
mined attempt to bring his perk to
bear. Conscious perks generally re-
quire a perk check. which operates
like a teat check ti-dtl base situation
diel using the hero's appropriate
Fttiilily Scare. For c-irrrrriple, since
Concentrotioii is a conscious lntelli-
gence-based perk, a hero must niake
tI check ar___|aiiist his intelligence
score with a I-t.l-=1:-zituation die in
order to bring it into play.

Yoti can assigii modifiers lo the
use of a conscious perk. especially if
the hero is trying it in an appropriate
or lricippropricrte situatiori. For ek-
II'lt!'1'l[Jl't';!,,lt"y'l]1glD1l5Fil:'E'lEl7I'll‘y' on a
backwater world might inflict u -I3 or
+-'1 penalty to the iic-io's perk check.

Fill flaws are considered active.
Sonic flaws have no effect untii trig-
gered; for eirarriple, a liero with a
Phobia suffers no ollects until he is

confronted by whatever he is afraid
of.

ll you have a riiimher of heroes in
the game with flaws that must he
triggered, jot down a remirider in
order to keep track of which heroes'
flaws are likely to turn tip. lt would
be a shame it you lorgul to take od-
vontage at that liero’s Phobia iii a
crucial spot of the adventure!

Perms
ll any perk rloesn’t lit your campaign
or provides art ability that you rlori't
want hr.-roes to have. you may disal-
low it. Work with a player to devise a
perk suitable for both his hero and
YDLII t"-itory.

Alien Artifact
Ari alien rrrtilact can be either a perk
or o flow, depending on whether the
benefits it provides are worth the
headaches it entails. If one of your
players chooses this perk, create a
suitable artifact using the rules irt
Chapter i2; ftiieri flrtifocts.

Another option is to ask the player
what the artifact is and what it docs.
and then modify his suggestions to
make the ortilact match the power
level, flavor, and background of your
campaign. Of course. you can add
powers or dangers the hero doesn't
suspech

Typically, the biggest threat posed
by an alien artifact is the rarity and
value oi the device. Crime lords,
treasure hunters, unscrupulous poli-
ticians, ambitious administrators.

spies, and agents who hear word al
an alien artiltflct may take eirtrenie
liieasures to acquire it.

This perk is unique since it mani-
lests in a sirigie physical device. Be-
cause the player has invested skill
points in this perk. you should exer-
cise caution lIt stripping the artifact
away. l_lrilc-ss a hero has demonstrat-
ed obvious lack of wit, allow him an
opportunity to recover a lost artifact.

Amhidextrnus
This perk is useful for lighting with o
weapon in each hand. Obviously,
weapons such as rifles and quarter-
staves can't be used in one liar:-cl.
et-‘Eli if the hero has this perk.

Animal Friend
lt's likely that violent animals will
naturally choose to attack individu-
als other than the character with this
perk. given multiple targets.

lIelel:|rit|_.|
While this perk is riot a guarantee -of
limitless wealth and endless stip-
port, it can prove useful. Celebrities
can goin access to closed doors. ini-
press local officials, and generally
get their way. One coirinion use of
this perk is to get things for free.
such as dinners at fine restaurants.
lodging for a few days, or passes to
special events. Naturally, the celebri-
ty should define why he's famous.
Entertainers, sports stars, media per-
sonalities, war l1E!I¢IlE.'S,pt]:l’LlE.'1-EIIIS,
businessmen, and scientists are
some common types of celebrities.

Cnncentratiun
Pit your discretion, the bonus for
using the Concentration perk may
last throughout a scene of continu-
ous single skiil checks or a coniplei-i
skill cliecl-r. For instance, a rock
climber might gain the Concentra-
tion bonus throughout his ensuing
climb. even il it lasts for hours. Ctf
Course. il he takes a break or gets
distracted. he'll have to niake anotli-
er successful perk check or finish the
climb without the bonus.

Danger Sense
You may allow rr hero with Danger
St-Z'Tl5.-1E to make an rlrwareriess check
you wouldn't riornially allow another
character. For example, if a hero is
being stalked by an assassin using
the Stealth skill. you might give him
a last-initiate Fiwrrreness--intuition
check to detect the coming attack.



Faith
Keep on eye out to see it the player
roleplays this perk accurately— this
is your best guideline to determine it
the hero is demonstrating Faitli or
not. fl. hero who displays skepticism,
despair. or sarcasm probably isn't
counting on his Faith to sustain huii.
Feel tree to temporarily withdraw
the perk's benetits until the hero's
Forth returns. lust how the hero derri-
onstrates such a return --prayer, a rr-.--
ligious retreat, or penance—is up to
you and the player to decide.

Filthy Rich
This can be a dangerous perk if you
let it get out of hand; heroes with this
perk should be watched carefully. lt's
best to consider the hero as having a
limited cash fund available arrai-
location of funds renewed every
month. quarter, or year. Ctf course.
the hero may have millions soaked
away in hanks. sunk into invest-
ments. or balanced against debts of
o similar magnitude.

Don't let a Filthy Flich hero buy
whatever lie wants whenever he
wants- Vehicles and high-powered
weapons and armor shot.t|do'| he
handed out easily. Even it the hero
has thousands of dollars to blow, lie
still has to lind someone with o
spare starship to sell or an illegal
plasma gun in the back of the store.
Let Filthy Fitch heroes live it up when
their actiorts don't directly affect the
story—rentirig the finest hotel roorris.
eating in the best restaurants, or
haying equipment that has an extra
cosmetic appeal.

Fists nf lrun
ltlorrnally. Fists of lron is an active
perk: it provides a l-point increase to
damage all the time with a success-
lul perk check. The improved, more
expensive version of the perk is actu-
ally a conscious perk, activated by a
perk check against Strength.

Fortitude
'l'lre primary purpose of this perk is
to give the hero an edge in resisting
exhaustion and knockout.

Eaad |.l.lE|'l
Tot: may allow llie hero to use this
perk for desperation rolls, when yoti
have no idea what else might apply.
Does the canister of poison break
open or remain intact? Make a Good
Luck check. Use of the perk is limited

$ 

tr.rr.rr|r:e1.:-er scene, but now arid their
it might be a way to cut a lieroa
break.

Great Leaks
Great Looks impacts people of both
sexes. lt's not all about sex oppeol—
it's about charisma. presentation,
confidence. and other intangible fuc-
tors. Generally. the perk'sbe1refits
are lost in hostile situations or when
dealing with rnernbers ol other
species-

I-Ieightened Ahilitg
'l'his perk presents the opportunity
for o player to trade some of o hero's
skill points for one or more higher
Ftbility Scores. 'l'he result is a charac-
ter with better innote ctiaracteristics.
but without as much variety in his
skills.

Elhservant
The direct effect of the perk is to rulcl
a —l bonus to i"t.wareness—perceptiorr
checks. lit your discretion, this perk
may apply its bonus to investigate-
searcl'i or track attempts. Deception
gamble skill checks. and other skills
in which attention to detail might
play a part.

Phntn Memnrg
Ctbvioiisly, it a player remembers the
details of a situation. it is generally
clssilrned that the hero recalls the in-
formotion, too.

Plzlwerful Ally
l‘-‘titer selecting this perk for his hero,
the player should work with you to
determine exactly who the ally is.
whore the ally is located, rind why
the ally is willing to help the hero
tram time to time. Ele sure lo review
the player's suggestions co relully
and lrrake sure that the Powerful Filly
tits your campaign- lt's reasonable
for you to insist that the player pick
out situations in which his ally just
can't help out; for example, getting
an old lronieworld mentor to lielp out
in a problem on the other side ot the
galaxy iriiglit involve a +3 tJ1'-t-"'l
penalty to the perk check. Moreover,
the ally can't instantly appear in
times ol need. The hero has to have a
way to call for help when he wants
his ally to respond.

ll the ally does come through lor
the hero. you have control over what
kind of aid the ally provides. He or
she might come to the rescue with
guns blazing, or might use influence

Fear nf falling
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tn send local iorces to the hero's aid-
Help might be in the iorm oi money.
intormation. legal assistance. or
even a couple oi thugs to act as mus-
cle. Allies are people. too; o hero can
wear out his welcome by abusing his
perk or not showing a proper amount
oi appreciation cmd gratitude.

'1"ou can exploit the perk as an av-
enue ior adventure. Earneday the
hero's ally may be in trouble. and it's
likely that ii the here doesn't re-
spond. the benetits oi the perk will
disappear.

Fslunil: Awareness
The range oi this power is about ltl
meters. so the hero must be the tor-
get oi the psionic powers or be
standing close to someone who is.
Build tension by rolling dice secretly.
li you really want tn torment your
players with paranoid delusions.
threw the dice tor no reason and ask
a question such as "Dave. your hero
is psinnically aware. isn't he?"

Reflexes
This is a delensive perk that makes
it more diiiicult to strike the hero in
combat. In contests of pure reaction
time. apply a —2 bonus to the hero's
perk check.

Heputatiun
The power oi Reputation is strong.
but defies pertect delinitian. The
subjectivity oi this perk allows ior
the possibility that someone may or
may not be impressed with the hero.
For example. the hero's bonus to
Will-based skills may not apply
when she iinds herselt a long way
irom traditional stomping grounds.
Ask the player what the hero did to
earn a Reputation. and whom it's
likely to impress. W'l1ile this perk
normally applies to Will-based skills
that involve social situations {Fid-
ministration. investigate. and Street
Smart. primarilyl. you could also
allow the perk's bonus to apply to
skills such as Business or Deception.

Tuugh as Nails
The hero is resistant to attacks that
depend an Strength—l't'lelee Weap-
ons and Unarmed Attack. He's harder
to hit and to hurt. shrugging oil
blows that might cripple others.

Uignr
The hero doesn't have to purchose mi
extra stun point in order to get an
extra wound point. ti the hero's dura-

bility rating is ii stun. tl wound. and 4
mortal. that's perlectly all right.

Willpnwer
This perk is usetul tor resisting men-
tal attacks and Personality skills
that operate against Will. In addi-
tion. ii your campaign uses Mind-
walkers. the perk assists heroes who
are torced to resist mental attacks.

Fmws
Keep an eye open tor ilaws that play-
ers don't regard as ilaws. Fo'r exa.rn-
ple. players who select the Temper
ilaw may ligure that even ii their
hero flies into a rage. he'll be the
toughest guy around. Ctther heroes
may try to use lniamy or a Code ol
Honor to their advantage in social
situations. ll you choose to allow the
llaw. it's your job to make sure that
the llaw occasionally impairs the
hero in important situations.

Alien H.I'lEH'i‘=llIt
Heler to Chapter LE: Alien Flrtiiacts
tor details on designing alien arti-
iacts and selecting powers. When an
alien artifact is selected as a ilaw.
it's best not to choose a hand-carried
item—il such an item is detrimental
to the hero. it's harder to rationalise
why he doesn't just throw it away. ii
your player is up to a roleplaying
challenge. the hero may have a
steadtast beliel that the llawed arti-
tact is the boon oi his existence.

Bad Luck
While Bad Luck may not appear too
detrimental at lirst glance. it is a
devastating ilaw. The hero with this
llaw suiiers a terrible mishap in l
out oi ll] heroic tests. You can use
Bad Luck as an excuse for slowing
the heroes down when they're sail-
ing through an adventure too easily.
It doesn't have to atiect the unlucky
hero alnne—ii he's driving and gets
caught at a train crossing. everyone
is slowed down by his mislor-tune. To
be lair the ilcrw shouldn't be used in
this lashion more than once per
SCEHE.

Clueless
A hero with this llaw requires a little
special handling on your part. Un-
less the player is a flawless role-
player. you want the player behind
the Clueless hero to have no idea
what his hero is clueless about. Have

the player mark three or iour skills
as his potential Clueless areas. then
select one as his real weakness.
Ftnytime the player needs to rol.l a
skill check against any oi those three
or tour skills. you roll the skill check
tor him in secret. Apply the Clueless
rrtndiiier ii the skill being used is ac-
tually the ilawed one.

It the player is honest and a very
good roleplayer. you can save some
time by letting him know which skill
he has trouble with. You have to trust
the player to use the skill whenever
his hero would give it a try. feigning
ignorance ol a character weal-mess.

Clumsy
This ilaw attects all Dexterity ieat
checks and Dexterity-hased skills.
The list oi aiiected skills includes
heroic abilities such as the Modern
Hanged Weapons broad skill. lt's
probably a bad idea to let this lellow
drive.

Earle of I-lunar
While many heroic characters have
a code or ethos to iollow. a hero with
this ilaw must iind that his code oc-
casionally limits his options. Encour-
age the player to do some at the
legwork and draw up a list oi live or
six major points that the hero ieels
strongly about. and the way he ex-
pects to react in those situations. A
typical heroic Code oi Honor might
involve avoiding the use ot lethal
iorce. defending innocents no matter
what. always oiiering the villains n
chance to surrender. and never turn-
ing one's back on people in need.

When the player has worked out
his hero's Code oi Honor. make sure
thnt it presents some clear restric-
tions [or the character. How and
then. you should set up situations in
which the expedient. sensible course
oi action just doesn't square with the
hero's code—an ethical system that's
never challenged isn't a llaw. Ii a
character fails to live up to his own
code. reduce his achievement point
reward ior the adventure.

Delicate
in addition to successlul Unarmed
lllttacks. other taxing activities might
trigger this flaw. such as working in
the salt mines or trying to dig some-
one out from under a pile oi rubble.

l]irl: Fu|:|r
A hero with this llaw is penalised in
starting iuncls. but you should make
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certain that this flaw doesn't disap-
pear after one or twa successful act-
ventures. Even if the Dirt Poor hero
linds the villain's cashbox and pock-
ets thousands of dollars. he'll have a
hard time holding on to it. Hill collec-
tors sbow up at the door. a villain
slaps a lawsuit on the hero. a mes-
sage appears from home that a cous-
in needs an expensive operation . . .
you get the idea. The Playerb Hand-
troolt suggests that the hero might
ovre a lot oi money to some faceless
supporting character: this is an ex-
cellent wny to keep the character
[lirt Poor for a long time to come.

C-‘nce the character has eliminat-
ed the flaw by paying skill points.
the debt collectors and linancial
drains will fade into the background.

Fnrgetful
Like Clumsy. this is a formidable
llaw lor a hero to carry around in a
modern setting. If a player with a
Forgetful hero ever asks to be re-
minded of the name oi a supporting
character. an access code. or a meet-
ing place. smile at him and say. "l
guess your hero lorgot."

Fragile
This llaw doesn't make a hero more
likely to be hurt. but can create big
problems for someone with fatigue
or mortal damage—the chance oi his
suffering additional damage is high-
er than it be didn't have the flaw.

lrlfamg
The player should define the event
orsituation that made his hero infa-
mous. as well as an area or circle in
which his Infamy is likely to mani-
lest. For example. a player might de-
cide that his hero is known as a
notorious thief on a certain planet.
Elsewhere. it's less likely that his In-
lanty will prove relevant—but on this
planet he's got o tough time dealing
with law enforcement. Moreover. it's
possible that the hero was unjustly
accused. framed. or is otherwise un-
deserving of Infamy. With ettorts to
redeem himself or prove himself in-
nocent land an expenditure oi skill
pointsl. the flaw might fade.

tn limited circumstances. you
might allow the infamy modifier to
provide a l::-onus to luteraction—intim-
idate checks. especially it the hero is
notorious for ruthless or violent be-
ltavior. Don't allow a hero to get more
benefits than penalties out of a char-
acter llaw.

|.]|II'Ii\.t‘llJl..l5
Penalties may also apply ta Investi-
gate-search or track skill checks. if
you think the hero's lack of percep-
tiveness might play a role.

lillzrsesserl
Let the player define a particular be-
havior or situation that the hero can't
resist. and then approve or modify
his suggestions. Here are some
ideas: An uncontrollable romantic
might be distracted by every attrac-
tive character and villain; an obses-
sive gambler might be tempted to
join any game of chance; a butterfly
collector might be distracted by un-
usual specimens in the wild. It the
trigger is rare. decrease the skill
point bonus la E5-point flaw becomes
a 4-point flaw. for instance} to reflect
the small chance of seeing it in play.

lIllr:l lnjurg
Yil'hile this flaw is more common to
characters whose concept resembles
a griseled veteran. any character
could suffer the lasting effects of an
injury from childhood or the recent
past. The flaw might be triggered
any time the hero falls; when he is
caught in the radius of an area-effect
weapon: when his attacker rolls the
highest possible result on a damage
roll: when he rolls a Critical Failure
on an attack: or when he rolls a Criti-
cal Failure on his action check.

Ph|:|l:|ia
The player must define what his
hero is afraid of—and consider why
the hero has this fear. You should
make sure that the hero doesn't de-
fine this too strictly; it's better to
have a phobia of all insects instead
of carpenter ants or glnwbugs. If a
phobia seems like one that won't
come up very often. you can reduce
the skill paint bonus for this flaw.

Fnar l_|:||:|I.-as
Flefer tti the discussion of the Great
Looks perk: this flaw can affect the
hero even when he or she isn't deal-
ing with the opposite sex.

Pnwerful Enemg
Powerful enemies seem to shadow
heroes in every epic tale; this flaw
provides you with material around
which to build stories and adven-
tures. When the character is created.
ask the player to sketch out initial
facts about the hero's nemesis. ex-

plaining who he is. why he hates the
hero. and how he's lil-only to mcrkn the
hero's life miserable.

Minor enemies are likely to show
up more often than heavyweights.
but they don't pose as much of a
threat. Truly powerful enemies might
remain behind the scenes. manipu-
lating the hero's life. Don't involve
the enemy in every adventure. but
allow his presence to be felt at least
once every two or three adventures.
even if only to be a nuisance. Ene-
mies don't have to go after the hero
personally: they can send in bounty
hunters or assassins. relay informa-
tion about the hero's whereabouts to
the authorities. take legal action
against him and his property. or
even go after the hero's friends oncl
family.

Primitive
Encourage the player to reflect this
flaw in the hero's skill selection. Fl
primitive character with ‘tfehicle Up-
eration-—space vehicle doesn't feel
primitive at all. Modern technology
can be defined as anything of a
higher Progress Level than the hero's
home society.

5I|:|1r|r
This flaw indicates an inability to
react quickly in moments of stress.
not a mental weakness. In actions
that are contests of pure reaction
time. this flaw may give a +2 penalty.

Epineless
You may apply a +l. +2. or +3 penalty
to the character's Hesolve—rne.ntal re-
solve skill checks when issues of
character or courage come into play.

Temper
You may decide to eliminate the
penalty if the player chooses actions
that an enraged hero would natural-
ly attempt. For example. a hero
might not suffer the penalty in com-
bat against the people who enraged
bim. but he wouldn't light smart.
He'd keep pounding on downed ene-
mies instead of dealing with new
ones. run through obstacles instead
of around them. and refuse to retreat.

Bad-tempered heroes might also
take out their frustration on nearby
equipment or property. ii there's
nothing they can attack otherwise.
Heaving an unresponsive computer
out the window is every bit as appro-
priate as leaping to pound a smart-
mouthed enemy into the ground.
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- 't live in an
emptyuni"; ' gwith
supporting Woftenthe
focus of entire 211-:and
always part of tl:ie"'. Realistic
motivations. appro -='- Tate game
stats. and believable personalities
are all components of a supporting
character. '

.1’You decide how and what one of
these characters says or does when
heroes associate with them—and '
what they're doing behind the E. _ ...:
scenes when the heroes aren't
around. When the heroes foil the -
plan to kidnap the government
minister. does the villain feign
surrender? Does he retreat and
gather his forces? Does he fly into
an insane rage? Speaking
a supporting character. you can " ' 5; L
deceive the heroes. offer
suggestions. issue threats. orjump '
in with a helping hand. " -
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EHARAETER5
finch supporting character tolls into
one of five gerrerrrl categories: vil-
loirrs; allies and siclel-:ir':k.-:; employ
cos and followers; experts; and
extras. lvlost scenarios you create
will loature at least one villain and a
nutnloei ol extras. The appearance of
other supporting characters depends
on tho hcroes' choices rind the deci-
sions you've matte alrout the setting.

Villains
ll well-crafted villain is indispens-
rthle in any can-rprrign. villains are
the people who rlon'1 want the heroes
to succeed and are willing to act on
their desires. in a classic roleplaying
scenario, it is the villain's octio11s_
such as attacking o populated settle-
mont or killing someone the heroes
kitow. that provoke the heroes into
oction, Cir. if on adventure opens
with the heroes doing something
that wasn't caused by a villair1's oc-
tion. lltt-2 villain might be re-active in-
sterrd. of proactive, acting rrs t.r :1
obstacle to tho lteroe-s' plans.

]usl like the villains in gnarl nov-
els or movies. villains in your cam-
paign need to have o decent

motivation. a clistiactive rnodus
operan-di, and o pio|1.lfyou'vr-.= decid-
ed thot the local crime lord doesn't
wont the heroes to iind the aliert arti-
fact liidrleu in the ruins. ask yourself
why she cares. what shc's likely to
rlo about it. arid how she's going to
niake fret plon work- Does she want
the ruitrs left abandoned to conceal
cvidonce of n crime? lvlaybe she
wants the artifact for herscll. and
she's willing to let the heroes do the
hard work of lirrding the relic so she
can lrrrvo lrer subordinates ambush
them when they get brick to town.
Maybe she's more subtle than that
and plants a turncoat in 1lioheroes'
group. Ctr. site might use hor influ-
ence in the ct:-nituutrity to have the
heroes arrostecl_ and their iind con-
fiscntorl.

Don't waste time developing vil-
lains tirat the heroes will never meet.
ll you've decided that the big boss is
out of reach, concentrate on building
cliararzter profiles lor the major lieu-
tenants and subordinates who will
interact with the heroes. Think about
ways you can keep a "good" villain
around from adventure to adventure:
if the heroes haven dedicated foo
that they can't got their fiends on.
you can creote plots in which the old
villains try new tricks, are forced irrtn
temporary alliances with their hated
for-rs, or pursue special vendettas
against the heroes-

.t"i villoin's power" depends on his
role in the campaign. lln epic vil-
lain one who could be around from
story to story—should be stronger
than the entire group of heroes; in
order to bring hint down. they will
have lo make unusual prepnrrrtions.
possibly embarking on rr series of
adventures just to gr:-t ready to taco
the true met1ace.l"-*lajor villains
might fro defeated at the ond of an
tZi[lvE.“tlll.1fFi.f‘tLllE‘tIIL‘ltU1‘tt2l!=‘t about as
tough as the party. and it will tako o
concerted and intelligent effort to de-
feat them. Minor villains can be dis-
posed ol in a single scene. and r.1 ron't
much tougher than a single hero-
Cliar-actors oi lesser importance than
a minor viltaui. such as the deputies
and security guards around rt rriorc
important character. are extras.

it Example: ll group of heroes av-
eraging acliievonrent level Er worr-
ders from planet to planet as traders
and trouble-shooters on their drive
freighter- Pi minor villain could be rr
charrtctor of level El to E, perhaps o
match for one hero alone. I"-lojor vii-

lains should be level .5 to E. with spe-
cial advantages or resourr:es to
make them rt match for the entire
party. lint epic villain for this group
could be level lfl to I5. with numer-
ous underlings. exceptional re-
sources. and n clear advantage over
the heroes on oven their best day.

r"-'-t villain doesn't have to be physi-
crrlly superior to the heroes. indeed.
on epic villain may not demonstrate
any ability for comhrrt and might
rrr.-var confront the heroes physical-
ly—atlensttrotpersor1ally.'v'illains
run in packs. surrounded by minions
wliofightfortl1ern-f:lome villains
may wield positional power, using
the authority of their office or their
contractions. Ft. corrupt planetary
governor might be no match for the
heroes 11l a gunfight. but tlte players
are dreaming it they think the un-
scrupulous govertior is going to
shoot it out with them! Having a
number" of supporters to call upon or
enjoying some unusual positional
authority can elevate what might be



El miner ‘~i'lllt.tlri in I1!l£J5l[?il'fit1]T‘|
steriees te e triirjer er Ftplti? villrtiri.

Allies and
Sidekicks
The herees eren't the enly enes tight-
ing en the side ei‘ truth end justice.
Other €!l1tIIl't'IC’[E_*1’S tI‘tt'I}" puss threugh,
helping them egrrinst e eerrirrieii lee.
Fillies end sirlelrielrs ere r:hrrr-ecters
whe jein the here pr_1rt1,r. Allie"-is ere
Gerhemester-ee|1trelLer.i r:|1r1r-rieters
whe serve es qtiides, eiclvisers, er
eirtiu rriusrrie ler the herees |U1' e spe-
cific edventure. Siriel:i'-:..-l-cs ere pleyer-
tI‘I3-I'tlt'tItllEtl| henehmeii whe stick with
e here eut el leyrrlty rind friendship-
fin rrlly whe is11't lierl {'lf1Wfl te ene
spet might eventtielly beeeme e
sidekick il e11e el the herees trerits
hint with respect end rlernenstretes
enlienest friendship end ceiirrern tei
thet ehrr rrrc ter.

Fillies ere usetul teels let the
Geriierrirrster. They cen previ-rle skills
-:]t‘1|1l tirepewer ’[l'tt]t the lierries inrtlc in
tJI'.tt.‘tEIl5-ll|_Jt‘J‘titf1ItE€-.Tl'tE."§-' cen ect es
s-.2-urees el interrnetien erirl plet Lie-
t'ltIE-‘E1. Fillies nielre cr stery rriere ire
mecliete te the plrrirers il e
tZ!lI|tIli|'ETt'."[E!t' hnewn In the herees is
the 1.I'lr_'titr| t‘.|ltTtt.1l'ift'tE'ltl1-1’El,ll1t'?
pletrers iind tlieriiselves mere iri-
velved in the stery then il thefcl
{.II|‘-E1_||*l1tfit.1t"tI-lt't_lI'l'1'IIZt1'.'E'|- el the ‘..l'l||t?tlI15'_i.

Fillies een enly he eequirecl
threugh relepleyirig ever time. encl
their rrre-|t't perleet; ellies can cle-
t:ei‘-re, be cleceiverl, l‘;-etrr_i*5r. ericl meke
mistekes. ‘u'i]1uin:=. trying te win the
herees eerilidence r:1-rry ieiri the
purl? -ris -fillies.

Side]-cielrs represent e spe-
eiel reseu ree {er the herees.
Unlike mest siipperting
cherecters, ct si-:lel-cirrk is tren-
trelled by rr ple',rer.|1eth1,rtlu-:
Gtrmeiriester. Fitting us tit seeenrl
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eherer_~ter_ ci sirlelrir.-l-r augments the
|irrrl'i"s sl-rill [iririi rind lighting pewer.

The plr.rie5:r mciiriteiris er recerd
sheet icir his lieiifs sirleliziclr. rind ceri-
trels his rirtiriris riiiring plcrrir, hiit ire
the Gririreinester yeu cen everrule
eriir rrctieii thet yeu thiiilr is unrea-
srii'ii'rlili-'.- -:.'.ii r.iL1i iii tflltlttltfljt-rl irir the
;-.idel~:ii1l-:.Clr there mey he times wlieii
1,i'eiii:iecir:le-tetrrlre centrel el r1 side-
lrir:l-: ir: the iiiteresl ril the E-§iIITIf‘f_
Tlieiiglils ei selilessiiess end liereism
ciside, it's cr rcrre sidekick whe will
willirigly sr1crii1r:e his liie fer r1 herri.

fli here cen't iust ge eut end huir e
sidel~:'.lr_'l-t—tl1e plrrirer l!i|_ts he Lleri‘ici|i-
stierte tlireiigii grzrirl rrilrsrilciying rind
sucr_:ess.‘ul iidirerituririg thet his here
hris wen 1i‘|E' lrieridship, respect, end
leigriltii el the r"_lir'.1rrir:ter iii riiiestien.

Fillies whe jeiri the herees en e
tr~iiiriei"er'i' hrisis might eireeerl the
liigliesl i1lir;rur.'ti:r level i|‘| lllil purity
hi: severril leirels, rrltheiigh rrllies
whr_ir.ire erriiel r_ir sliglitly iiiterier te
the eirerrrge here rire rriere irririirririii
Fiiilri-l-rir'l-:5 rieirer rittrrcli tliemselves le
rr i't-t"IEI|- iii lE-WET leirel.lli1 5i|:l.|:E.*iti1;'l-'.
|'!'Ji“_!i'l'5F_='FC1IlTt'll—itS mere pewertul er im-
;.|=.iriui|l ihriri ihrr hrrrri he lrillriws r_i|
l']F.'ll.F'f'-i't.'-."E5- ihrit he hits l‘ir,-ii;:-:ii'i'ir;: siji—hi:~
strilres eut err his ewri-

Eil|'ieh|i.'l'ts t.Ilt-5--U riiiilre [-HE-L'I':I-liE"]'tl
'I.'ltfl|EfE'lt"'l chriirres lei" riluirers new te
ireur ci7:ni|:ieigri: the new pleyer cen
li.':~"t|'1i‘t't witheiit e wriit. The ether he-
rues will I_.litr.:-l1{l‘-r-‘ I-rririi.-ii sriirielliirig
rrlielit the new here, rrrid rheifll l‘tIi‘[‘-.-'E.'-

EITI established reeseii te werl-:
tegether-

Emplugeles and
Fulluwers
Frem time te time. herees need hired
l1E*ip.PEEITU-i'|]i|'|f':it_ttj'IIIi’.1'lE-1iIf'iItf,2Iil?FtlEl‘f
einpleirees end lellewers end main-
trriii their recerd sheets. Erripleirees
ere cherecters [l.‘I'E!I'E-I~t_'JI'1'EIlll_i1* hired by e
here nrid peid eut ei the here's peeli-
et. Feliewers eherg ct here's errlers lie-
ccruse el the here's eutherily,
r_rr_:r:erriplishments. er megiietic per-
seiielitir. Ft £'l'ltI![1'tI![ItI’[E.‘tI"i1'ti-'l!.l1tftllii-EIi"ff,
civil, er cerperrite rrullieritig might he
rrssigried lellewers te help him de e
ieh. Fer eireiiiple. the ceptein et cr
stcrrsliip l‘I't~t1'I‘fl‘lIZl‘t-"43 I"tiII'_IlI'l"_|-"iEIiit2.TI1-‘H-."J".:?
rrrnerig the efficers end crew el his
ship.

Erriiilriyees nriijl lellewers ere less
ire-nipetent then the here himsell. iii-
r:lirierl le view the here es their hess.
siiperier, er lender. it it's prrrl el their
jeh descr iptieri, FZ'l'It.If1lI1TI‘i|i't-1!‘.-!'5;‘i will ec-
lI'!'.]1'['J'F'lIlIIl|'l.'ll|i|" [I l'il.'-!I'fil Fll-i t't1't l:i'|:hi|"EI']iL1|'E;“'_

Enipleyees errid lellewers re rige
the seectrurri ei erinipetenrre, rebel-
lieri, end see]. lrnrigine ri here whe is
en rip-eiid-cemiii-g cerperrrte trr_iuh|e-
sheeter. The ceirieenir ussigr-is t1 held
teem lrem the reseercli elivisieii end
puts the here in clierge. 'l'i1e leiirler
ei the held teem might resent the
lierri, siiir:e he deesn"ti1ni:lersti:ind
why t'tt't ~t-':t|iTF1II?t.til‘-"E: is i".i::l|iiigti1e shuts

inst-errrl ei sl-rilled scientists. Cine
member ei the teem is leent eii climb-
ing the t‘l‘tIJI['JUI{Ii{-1‘lEIEiEiE?]'.'.r'!'r]1CIil'tf3Il5 e
rririvr-":1"ii;:l-r whe i;leesii't lil-re rleing
whet tI!tI‘1‘_fU'I‘lE tells him te rle, let
eleiie rm eirer: he's just met. hiiegine
the lierideches yeu cen give le the
pleyers ii their lierees must niriricrge
such suizierdititiites.

Whilr-i enipleirees end lrillewers
i.ireusiiell1,r less ceiiieeter-it then he-
1'ees.tliei,r 1‘t‘tft1_|.|' met-ch er ei-reeerl the
lierees‘ skill in their erees el eirper-
tise. Ft pertir niigiit liire e leeril guide
whese l"'v'leire|iie1'it. 51.J.I‘-"i‘i-‘Hi, ririri
fiiwereriess skills ere lrrr" surierier te
these el the herees. Eiltiiriugh their
guide riiiglil prriire w.-:irt]1le55i|1r_1
light, the herees will need his sl-cills
re get them threugh the rrdventure.

Here ere e lew guidelines te lreeri
in irilnd when herees rieel wi'.h eni-
pleirees -cnirl lellewers:

F liiiirilriirr-iris gri_i|T|l'ile when the
jrili gets dirty, leng, er rlririgereiis.

Ir i"lC!!1{Tr1Il‘I'tiJEIl1‘i-‘ti-3 suherdiiietes
reect lil-re rierriiril peeple te di:|iigei'—-
their hug the greund in c: gririlighl.
run eiwey hem hideeus eliens, er
lreeze iilre i;i deer in lieedlights cit the
lirst sign el deiiger.

F Eiiipleyees end lellewers espect
te he treeted derterillir end peid en
time- Herees whe rrlriuse these r:]-irir-
r:rrtere er ilittl te itieet 5.i]t_‘lt' -:iii|igi:r-
liens iiicrir metre]-re resign-etiens.
legr'1lrir:iiriiis_ r_i1' r;1ei1=',.r_=-[t_ir;1ris_



It lt-‘lost employees and followers
rue hesitant to break laws. cross
pewertul people. or otherwise get
themselves into serious trouble on
their employer's behali.

Heroes who are hiring employees or
acquiring lollowers must take the
time and trouble to look in the right
place. A high-ranking military otticer
can't requisition or reassign person-
nel unless he's on a base or aboard a
ship. and even then the base com-
mander or ship captain may retuse
his request.

Administration. Street Smart. Cul-
ture. lnteraction. or Leadership skill
checks may be called tor in order to
locate potential employees or tol-
lcwers and naive at an understand-
ing with them. in order to attempt
one oi these skill checks. the heroes
should be taking steps to locate
prospective employees. It heroes
want to hire slrilled and reliable men
ond women to t-ill out a ship's crew.
they'll have to look in the places that
spacehands treguent. post notioes or
run advertisements. and possibly
conduct interviews. It the players
don't want to play out the process at
hiring a toltower. you have tree li-
cense to threw incompetents. matin-
gerers. criminals. and other rotten
apples into their expedition.

The employer-employee relation-
ship is a business deal. The employ-
ee provides a service i.n exchange tor
u sum oi money. People with rare
and valuable skills are hard to iind,
ond expensive to hire. Tsuuu G23: EM-
PLOYEES lists some ot the employees
heroes are most likely to hire.

The availabillty column gives a
h-onus or penalty to the hero's skill
check tor linding and hiring a partic-
ular type ol employee; the salary col-
tunn gives the basic monthly wage
that the employee expects.

A typical employee or iollower
possesses a score at El to ll id-4+?-'} in
his key Ability. and d-t skill ranks in
the specialty skills oi his occupation.
Employees with higher Ability
Scores or skill ranks can command
higher salaries than the numbers
given on the table above.

Assistant: A sec retary. reception-
ist. or clerk. Unusual assistants such
as a paralegal or travel or expense
secretary may be more expensive.

Cook: A basic ship's cook. A per-
sonal chei could cost $5.Ull|U a month
or more.

Driven A knowledgeable local he-
hind the wheel at a land vehicle. A
chautieur is much more costly.

Engineer: A competent mechanic
or repairman, possibly the loreman
tor a gang of laborers. A chiel engi-
neer might be paid an extra $l.tIll]
per month.

Escort: A good—looking. witty. and
charming companion tor iormal
events. An escort may double as a
cultural -guide or a host tor special
events. or even a bodyguard. tor an
additional cost.

Guide: A local who knows the
area where the heroes want to travel.
An exceptionally dangerous or re-
mote destination may drive up the
price.

Interpreter: Someone who speaks
the local or native language and a
more common or universal tongue.
An interpreter with negotiating or
diplomatic skills costs an extra
$2.[tt]Et to $5-.[IlIi=ll per month.

Laborer: Llnskilled labor tor what-
ever needs done. It the work is at all
technical in nature. the heroes must
supervise or arrange tor an engineer
or technician to work side by side
with the laborers.

Medic: A paramedic. nurse. or
similar person with medical train-
ing. Many small communities and
outposts. including small starships
and driveships. can’t support a med-
ical specialist. and so many rnedics
have a second occupation. Among
small tradesmen. the ship's medic
often doubles as the communica-
lions or science olticer.

Pilot: A spacetaring pilot usually
hires on tor a set number oi transits.
manning whatever spacecralt the
employer provides. Uh the other
hand. a planetary pilot olten owns
his aircraft: the price given includes
the cost at chartering the aircratt.

Huflianr Low-class. untrained
muscle with tew combat skills. A rut-
tian usually works one job at a time.

Sectirity pro: A top-notch security
specialist. Such an employee can be
obtained through a private consul-
tant. a detective agency. or similar
means.

Soldier: lvlost soldiers. marines. or
other military personnel are paid by
their respective governments. Protes-
sionol mercenaries are usually very
rare. In lawless areas. heroes and
villains might find soldiers interest-
ed in supplementing their normal
pay. Since bribery and corruption are
involved. the cost is variable.

Spaceband: A trained laborer.
miner. cargo handler, bridge or engi-
neering mate. or general mainte-
nance person. Spacehands have a
general iamiliarity with their ves-
sels. and usually have dedicated
skills to command crew stations.
Many spacehands also possess the
.Acrobatics—sero-g training skill-

Steward: A personal valet or but-
ler. A luxury in most settings. n stew-
ard iills multiple roles as he serves
and watches over his charges.

Technician: A person with training
in a highly technical lield. such as
Computer Science. Technical Sci-
ence. or System Operation.

Thug: Low-class muscle with mod-
est combat skills. Likely to be over-
contident and hard to work with. but
more ettective than a ruttian. Like
ruttians. thugs preler to work in
groups.

Experts
While experts are employees oi a
sort. they're unlikely to accompany a
hero on adventures. Experts provide
skills. resources. and intormation
that the heroes couldn't get by them-
selves. A hero who needs to break
into a Grid system might hire an ex-
pert hacker to do it tor him. while a
hero who requires medical attention
could seek out surgeons or medical
technicians.

Unlike employees. experts are
one-shot resources. A hero pays a tee
to obtain a service. and when the
contract is up. the expert doesn't
work tor him anymore. Gt course. it
never hurts to keep a trustworthy
lawyer. accountant. or investrnent
counselor on retainer. lt's a good
idea tor a hero to have someone to
watch over his lortune it he travels a
lot.

Experts also diller from employ-
ees in their level at expertise. They
possess skill scores that are higher
than the heroes' own scores in spe-
citic areas. Assume that an expert
has a score oi l[l to 13 td4+Ell in his
key Ability. and d5-+2 ranks in his key
skills.

A list oi some common experts ap-
pears on TttBt.E G2-t: Exvssrs. The cost
column gives the tee the expert
charges tor a particular task or a
particular length at time. An expert
with high ro:nks in his key skills may
charge rnore.

Academic: A hero can hire an aca-
demic to perlonn research. analyze
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data, r:||1i'texrintlnetl1eories.ll'eI.:-er1r'l-
ing o|tll1a:==.r:o-prir at the project, ttio
r.rcarlcrnir: may take from l ta til
weeks to deliver a result. Some acad-
ernics rririy work lo-r tree, especially it
the projr-.~ct promises to revolutionise
their tield or guararitees a chance to
be published.

Attorney: These experts charge by
the hour: a criminal defense attorney
runs up as mrrny as till] billing hours
averfttr-.1 cortrse at up to E months.
l"-lajor civil stilts can take up to t,II|llt]
hours over the course of l2 months.
'l'ti-r-‘rse rrrr'.- just l'.~c|ll}':-rt rl-r tigt.1ras——
tough crises can take years to settle.

lt a hero is string someone, an at-
torney‘ rtray vv:_irl-t tor rr perr:eritri-gr: at
the total award.

Bounty hunter: It the heroes don't
have the time ar resources to iind
someone. they can hire a bounty
lnruter. 'l'he amount oi talent and pra-
lnssionnlisrn omorig ti-nurity tirinlers
con vary widely.

Use the tollowing system when a
lrero isn't directly involvecl with cr
l_}r_itttlt‘y’ iirlnter's work- Finding seine-
one in the irrunediote region or stare,
or lltll't1EI'F.ItttI'tr:' star systern, tal-res F. to
All rlrryst'?.rl1'-till. Finrlingsorneoneot.:t-
side the region or star system re--
gulres tlt to lEU days t' l[ld ll-ll to
lor:r|lir.e the quarry, plus another Fl to
=’t[l days to locate him in the new re-
gion or star systeru.

l-lotrrrty hunters charge three tintes
tlu--it riuinnri tee tor traces that re-
quire long or interstellar travel, and
twice as utt.1r:h again it they're hired
to tiring the quarry back instead at
just lor_:+.rting him. Dangerous traces
ntrry rriultiply the price again. Ex-
pert:-;e:-? are the resporisitiility ol the
-."-.-n up-loyi,--|.

It a hero performs the job ot a

bounty hurrter—or is the lorgot oi
one the hunter must make l11vesti-
gate-track checks to pick up the tar-
get's trail. Allow one check per day
in the local region or star system. or
one check per ill days out of the re-
gion ar star system. 'l'he hunter's
progressir|crilr:bir:|gt1p to his target
depends on the result at the Investi-
gate—tiack skill check: Critical Foil-
ure. lose three rtrrys: Failure. no gain;
Urdino ry. gain one day; Good. gain
two days; Amazing, gain three days.

-I Example: ifathos has been hired
to locate the sometimes elusive lack
Everstar. He starts it] days hetrinrl. in
the last systeru Eversrar was spotted.
Fiathos makes o skill check and gets
an Ariirrsirrg result. hlaw he's only '1"
days betiiridj wherever Flversfrrr was
u week ago. Eathos is there asking
atrestioris. it this brings Eathos into
the some system as ltlverstar, he'll he
able to start nial-ring checks once
every clay.

Burglar: Hiring a break in expert
is rr common tactic to acquire some-
thing when legal means aren't avail-
able or exp-edierrt. Few iitrrglars
advertise their calling, so it takes
some work to find a person who's
willing to take on the ]ati. Exception-
al ly r'long'err_ius. -:.iltilcu_]t, or pra-
longod assignments may raise the
price.

Consultant: This category in-
rrlurles any expert who might otter
advice or manage attairs fora hero-
Ctr", you can allow a consultant to
add a bonus to o hero's skill check
when dealing with a problem in the
co1rsultant's lield. For example. a
hero trying to puslt a repair order
through a shipyard bureaucracy
could hire a consultant familiar with
the slttpyard.'l'he1'nsriltottl'|e con-

sLlltarit's skill check provides a modi-
tier ltl tt1ohero's attempt to use ari-
other skill to gel the }-ob done.

Doctor: 't'he doctor can use the
lvledir:al Science treatment skill to
rrttempt treatment at diseases or
restoration of wound points. A
simple che-::l-rtrp costs SEED, but diag-
nosing o strange condition could
cost $hEItl to SFl.llUll. and the treatment
could run Sltlit to .'i-'|1t.t][li'r per week for
rtl‘-1 weeks.

Treating simple injuries doesn't
take long- Cute or two hours is suiti-
ciont for the doctor to treat o hero's
iniuries. A successlul Medical Sci-
ence skill chect-: allows the doctor to
restore Fl wound points ti usirtr] ct first
aid kit. or -'-t wound paints with a
trauma pack or more sophisticated
erpiipmcnt. lf this isn't sufficient to
heal the l1ero.lie ruiglttstillbe down
a couple at wound points until he's
liart o chance to heal with time. or he
could see a professional surgeon. tn
civilised areas. o doctor has access
to medical er|uipment available at
his Progress Level.

Hacker: The primary function of a
tracker is to infiltrate computer sys-
terns and retrieve data. Dr, tl hacker
can upload something into the sys-
tern a devastating virus, a carri-
rnaud to shutdown security systems.
or any sort at talse rlata. The more rt-
legal and dangerous a job is, the
more money the hacker will wont.
Preparing a hacl-ring lob tnl-res or
least it to 24 hours tilr_i|2]'. The jab it-
self rarely requires more than o tew
rninutes it the hacker is one at the
t??ll'l'E!.

Investigator: Although he roes
sl'toL1lt'l do their awn investigating
when they want to iind out how
something happened, from time to
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CHARACTER
TEMPLATES
Eeveral templates tor typical supporting characters at dit-
ierent power and experience level are presented here.
Each template includes the vital statistics tor typical rep-
resentatives oi certain careers oi Marginal. Clrdinary.
C-toad. and llmasing quality. including lltbility Scores. oc-
tion check scores. number oi actions per round. key skills.
and signature equipment.

F Marginal characters—avera-ge members oi society-
are nonproiessionals. The average Ability Score oi a mar-
ginal template is El. and the list oi skills is small.

Employ marginal characters as extras. They don't have
the resources or talents oi even a beginning hero. and
shouldn't assume roles oi importance in your game.

F Urdinary characters have capabilities roughly
equivalent to these at a beginning hero [level ll. They
have o profession. a good selection oi important skills.
and a:1:1 average oi lEl points in each Ability Score.

Drdinary characters are above the norm. Minor mem-
bers ol your supporting cast. both villains and allies. can
be characters oi this quality.

Ir G‘-ood characters wield power and versatility equiva-
lent to level E heroes. The skill selection is both diverse
and advanced. and the average Ability Score is ll points.

These characters can be major members oi the support-
ing cast. Povverhrl villains and esteemed allies are char-
acters oi this quality.

I» Amazing characters are tigures to be respected or
leared. These characters have stunning power at their
tiugertips unless you're running a superheroic campaign
{see Chapter 13: Campaign Design}. They're equivalent in
pevrer to level 12 heroes. and have an average at l2
points in each libility Score.

limasing characters should be used only in extraordi-
nary circumstances, such as tor ultimate villains or domi-
nant members oi the supporting cast.

More pewertul characters possess all the skills listed
tor interior characters. For example. a Good character has
Marginal. Ordinary. and Good skills.

These templates provide general guidelines. Feel tree
to modiiy them tor your compaigr-1's needs by changing
Ability Scores or adding skills. For example. it's reason-
able to allow a veteran rmd experienced character to
have skills lrom a Good template. even it the character's
Ability Scores aren't exceptional.

The individual characteristics at a member oi the sup-
porting cast should vary trom tigure to ligure. Use the
templates here when you need a character's statistics
quickly. or use them as a trame to construct your own sup-
porting characters.

Adrninistratur
This Diplomat is a government bureaucrat or corporate
employee--such as a city hall oiiicial. department head.
or station administrator.

‘UQ
rotoonfi

CI G P1.
ETH El ll] ll

ill ll ll
GUN El ll] ll
INT '3 ll] ll 12
WIL ll] ll I2 13
PEH lll ll 12 l-'1
Fiction check Eltlli ll1'5l2 l2l't':il3 131113113
ttlictions 2 2 2 3

Marginal Skills: Business; I{nowledge—sociolngy; lid-
ministratiombureaucracy. management; Resolve; Cul-
ture; lnteraction-bargain. interview.

Clrdinary Skills: Business-corp-orate 3: Administration-
hureartcracy 3; Cult1.tre—etlqt.1ette {specific}; Deception-
bluti. bribe. gamble: lnteraction—ba1:gain 2; Leadership.

Good Skills: Law; Investigate; Culture-etiquette1'spe-
cificl 3. etiquette 1'speciiicl: .F1dministration—bureaucracy 4,
management 3.‘ Hesolve—rnental 2; Le-::tdersbip—command 2.

firming Skills: E-usi.ness—corporate 4; Knowledge-
computer. deduce 2; Administration-bureaucracy ti. man-
agement 5: lnteraction—bar-gain 4. interview 3; Leader-
ship-command 4. inspire 2.

Equipment: Comm gear. data slate.

Bartender
The local Diplomat who tends bar. the bartender is a geed
source oi inlormation. local news. and commiseration.

rricotctg

D G ll
STH ll] ll 12
DEX 9 ltl ll
CON ll] ll ll
ll~lT 3 El l[l ll
WIL ltl ll 12 13
PER ltl ll 12 14
Action check 31'-ilk ltllfilk ll1'.F-I2 l2lEl3
ttllctions 2 2 E 3

Marginal Skills: Unarmed Ptttack: Vehicle Operation;
Business: Street Smart; lnteraction—bargain. charm.

Urdinary Skill st Melee 'Weapons—bludgeon;
Business—il'licit. small: Knowledge: Street --knowledge.
criminal: Deception: Entertainment.

Good Skills: Melee--blndgeon E; E-usiness—t'll1'cit 3.‘
Street—lrnowl'edge 2. criminal 3; Deception-bluff. gamble;
Culture; lnteractier1—bargain 3. charm 3. interview. intimi-
date. seduce. taunt.

Hmazirig Skills: Unarmed—1'Jrawl 2: b'ledical--psycholo-
gy; Street—ltnov1-Pledge 3; tIleception—btutt 3. bribe. gamble
3; lnleraction—bargain 4. charm 4. interview 2. intimidate
3. seduce 3'. taunt 3.

Equipment: Club or stun baton.



Brawler
Teughs and gang members stand as ready. low-grade
C-t1t11bat Specs iot the average villain to emplay.

Dnmtnr
Medical technicians. surgeons. and experimental biolo-
gists are Tech Ops dedicated to the study and preserva-
tion oi lite.

lit! O G ll.
STE ll] 1 l 12 l-'1 M O G ll.
lldll S 11] l l 12 STH 3 S lll ll
CON ltl l l l2 l3 DEX lll l 1 12 l3
ll‘lT S S l[l l l CON S S l[l l l
Wll. S IS l l ll INT lll l 1 12 l-i
Phil 3 S ll] ll WIL S lll ll l2
fiction check Sl41'2 l2l'El3 l3l'El3 l 41"?113 PER S lfl 1 1 l l
illctions 2 2 2 3 llction check lUl5l2 l2I'El3 13:"3.13 l4lTl3

ttlltctions 2 2 2 3
ltlarginal Skills: Athletics; Unarmed—brawl : Melee

Weapons: Modern Hanged Weapons; ‘-lehicle Operation; Marginal Skills: K.nowledge—computer; Lite—biology:
Stt:1r1iua:Street Smart: Interaction. l'-tedical—l:nowledge. treatment; Physical Science.

Ordinary Skills: Unarmed-brawl 2; Meleseblade; l-’lod- Ordinary Skills: ‘Jehicle Operation; Medical—knowledge
sn1—pistol 2; Stamir1a—endurauce; Street-criminal. lrnowl- 2. psychology; surgery; treatment 2; Physical-chemistry: lu-
edge; l.r1teraction—intimidate. vestigate: lnteraction.

G-end Skills: Unarmed-brawl 4: l'tlelee—blade 3. blu-::l- Good Skills: l'Enowledge—deduce: Liie—biology 3: Med-
geon 2; Stamina—endurance 2. resist pain: l{nowledge— ica]-forensics, knowledge 3. surgery 2. treatment 4; Sys-
lirst aid: Heselve—physical: Leadership. tem Operation; .Ftd.tninistration—bureaucracy; Investigate;

Amazing Skills: Melee-powered 2: Modern—pistol It. Teach-Tech Op: lnteraction~charm.
SHE; Stealth-hide. sneak; Business—illicit; Tactics; Amazing Skills: Eusiness; Liie—xer1ology; Medical-
Street-criminal 3. knowledge 3; Deception-bluff. bribe. forensics 2. knowledge 4. surgery .5. treatment S. xer1on1ed-
gttn1hle.'Leadership—-cemmanri 2. icine; Creativity: Teach—Tech Op 3: Leadership—cornmand.

Equipment: Oellular phone. concealed holster. short CF inspire.
aint. llmm charge pistol or autotlechette SMG. Equipment: Forensics kit. lite support pack. medical

gauntlet. pharmaceuticals. surgical kit. trauma pack l.
Earpnrate Executive
ll there's money to be made. a corporation is going to get Lahurer
invelved. The corp exec is a tough-nosed Diplomat whe Even advanced societies require unskilled and semi-
sees to it that matters get settled in the Company's iavor. skilled Tech Ops. Many colonies. mining outposts. and

stations remain manpower-intensive tar into the iuture.

35E3 assess

O G ll.
S lll ll M O G A
ll] ll l2 STH lll l l l2 l3

SUN ll] l l l l DEX S ltl l l l l
ll l2 13 C-ON Ill l l 12 14
ll l2 14 ll"lT 3 S IE1 l 1

PEH S S lll ll WIL S l[l l 1 l2
llctlon check Sl4l2 lll5l2 l2t'El3 l3l'5l3 P1311 3 S ll] l l
ilictiorts 2 2 2 3 fiction check Sl4.l2 l[ll51l2 1 ll-5l2 l2lEv"3

#.li.ctions 2 2 2 3
l‘-tlarginal Skills: Business—corporate: l{nowledge-com-

puter; l51.dministration—managemen t; Deception; lnterac- Marginal Skills: Athletics; Unarmed—browl: Stamina-
lion-bargain. interview: endurance: Street Smart.

Ordinary Skills: Modern Hanged Weapons; Husiness— Ordinary Skills: .P1thletics—throw. specific sport: Melee--
corporate 3. illicit; Deception—bluft. bribe 2; lnteraction— blade. bludge-rm; Stamina—endurance 2; Street-lrznowl-
itargain 2. charm. interview 2. intimidate. edge: ll'ehicle—land.

Goad Skills: Modern—pistol: llehicle Operation; Busi- Good Skills: Unar1ned—brawl 3: Stamina—endurance 3.
ness-corporate J. illicit 2; Investigate; Resolve; Culture— resist pain; Business; Technical Science:.F1d.ministration:
etiquette {specific}; [nteroction—bargain -t. charm 2; Lead- Deception—gamble: lIntera1:tion—bargain.
srship. Amazing Skills: Melee-blade 3. bludgeon 3; Stamina-

lirnacing Skills: Eu siness—corporate 3. illicit rt; Etesolve— endurance 4; l{nowledge—bobby. first aid; System Opera-
mental; lnteraction-bluti rt. bribe It." interview 4. intimi- tion; Technical-juryrig. repair; Street-knowledge -11'. crimi-
date 3. nal; Leadership.

Equipment: Suit. comm gear. hand-held computer. de- Equipment: Iumpsuit. lifting harness. combat kniie.
llection inducer. stutter pistol. smart holster.

lSt1]111lt1lldd|lS1H1P=1"
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Military flfficlsr
Oiiicers are usually Diplomats who select Oomhat Spec
as their secondary p|:oiession.T11ev may serve as advis-
ers, securitv chieis, cr consultants to private enterprises.

Econotomg

O G ll.
STH ll] 1 l 12
DEX 1[l lll ll
OOH lll l 1 1 1

lll l 1 12
‘NIL 11 l 1 12
PER 2 ID 12 12
Action check Elli!2 1 ll'5l2 1ll5i2 i2lBl2
ttllctions 2 2 2 2

Marginal Skills: lrlodern Hanged Weapons; lfehicle Op~
eratioo; Svstem Operation; Tactics; Leadership.

Ordinarv Skills: Armor Operation; hiodern—pisto1. rifle;
‘Vehicle Operation: Knowledge-computer, military history;
Svsten':—sensors: Investigate—interrogate.

Good Skills: Unarmed—power; 1‘-‘lodern-rifle 2. pistol 2;
‘Jehicle-sp-ace; Navigation: System-weapons; Tactics—in—
iantrv; Leadership—command 2. inspire.

limasing Skills: Tactics-infantry 3. space 2. vehicle 3;
Leadership—command S. inspire 4.

Equipment [groundh Fatigues. comm gear. G-PS receiv-
er, imaging goggles. notepad computer with survev pro-
gram. automedic. armor {battle jacket ior light duty.
combat or powered armor ior iield duty}. llmm charge
riile. 1E-mm sabot pistol.

Equipment tairlspacel: Inmpsuit. zero-g web, comm
gear. notebook computer with navigation and science
programs. automedic. battle jacket. sero-g pistol.

Law Enforcer
P: trained police oltlicer or constable ialls into this catego-
rv oi Combat Spec.

P'I'lZ t-1

E.’._.
:oQ_r.ocoa::r.o:,r.oE

to
re to on

O G A
STE ll] 11 12
DESI 11 12 13
OOH ll] 11 12

ll] ll 12
S ll] 12

PER 111 ll ll
Action check 13.-"E.-"3 l1ll"i"lS l5l'?l'3
#AcHons

Marginal Skills:1‘v'le1ee—-bludgeon:ll-'lodern—pistol: 1l'ehi-
cle Operation; Law.

Ordinary Skills: 1-"ehic1e—land; Knowledge-first aid:
i..aw—-enforcement: Investigate-i.nterro-gate; Street—cIiIIli—
nal. knowledge; lnteraction.

Good Skills: ltlelee-bludgeon 2. powered; I'-'lodern-pis-

Reporter
Whatever the medium. this Free F.gent's mission is to dis-
cover the truth and inform the public.

EF Ecoosrocci

O G ii.
STH S ll] ltl
DEX ll] 11 1 1
OOH S lll 11
INT ll 12 12

ll 12 111
PER S lll ll 13
Action check S."*il'2 l2lSl2 ISJE-l'l3 l4l'?l2
#.ilclions 2 2 2 2

Marginal Skills: Creatlvltv—journalisrn, photography;
Investigate; Street Smart; Deception; 1nteraction—~ci'.1arm.
interview

Ordinary Skills: Stea1th—shadow; sneak: ‘vehicle Opera-
tion: Knowledge-deduce; lnvestigate—searci:. track; Inter-
action-ciiarrn 2. seduce.

Good Skills: Manipulation; Business; Law; Security;
Administration; Oreativltv—journalism 3: Resolve; Cul-
ture—eii-queite ispeciiicl: Deceplion—biuff. bribe.

Jkmasing Slrilts: ltrlodern-pistol; Stealth-shadow 3.
sn ealr 3; Computer Science: l'[nowle::1ge—-deduce 3: Investi-
gate—searci1 2, track 3; Plesolve—merttal: Interaction-charm
4. interview 3. seduce 2.

Equipment: Fludiorecorder, videcrecorder. business
suit. comm gear. surveillance gear. stutter pistol.

Scientist
ln classic stories. these Tech Ops lurk in lonelv research
outposts and secret laboratories.

E I-I

r.oE',Ecor.occ,?.

=11-*0
O ii.

STE 11] 1 1
DEX I El 1 2 I 2
CON El ID 1 1

ll i 2 1-t
WIL 11 1 l 12
PER ll} I l 12
Fiction check Sl4i2 1 Iii:-I2 l2iEil3 l4.r'?i3
#.H.ct ions 2 2 2 3

Marginal Skills: Oomputer Science; Knowledge; Lite
Science; Phvsical Science; Technical Science.

Ordinary Skills: ‘tiehicle Operation; Two science spe-
cialty skills at rank 1; Two science specialty sirills at ranl:
3: System Operation; luvestigate.

Good Skills: Modern Hanged Weapons; i{now1eI:1ge—-de-
duce; Fionir i science specialty skills improved to rani: 2;
Hank 3 science specialty skills improved to ranlr 4; Sve-
tem--sensors: lldministration—l:.-u reancracv; Investigate;
Teach—Tecl: Op; lnteraction.

ioi 3. rifle: Law-eniorcement 3; Security; lnvestigate—inter- Hrnazing Skills: hlodem—pistol; Business; Flank 2 sci-
rograte 2. search. track; lnteractio11—intimid'ate.

Amusing Skills: l.“-iodern—pistoi S; Law—c-curt. enforce-
ment E; Secnritv—prctocois 3. devices: Leadership-com-
mand.

Equipment: Oomm gear, weapon detector. smart hol-
ster, handcutts. Elrnrn charge pistol. stun baton.

ence specialty skills improved to rani: -Ii; Rani: -Ii science
specially skills improved to ranlr ti; Creatlvitv—acaden:ic
writing; Teacl1—Tecl: Op 2.

Equipment Iumpsuit or e-suit. sensor gauntlet. comm
gear. notebook computer, stutter pistol in dangerous
areas.



5lIl|lI|iEI‘
Trained Oornbat Specs are lound amongst every settle-
ment. Mercenaries lall into this category. but most sol-
diers are members oi the military.

M O O A
STE S 11] 1 1 12
SE11 11] l 1 12 12
CON 111 11 12 12
[HT B S lll 1 l
W11. E1 11] 1 1 12
PEF1 B S 1|] 1 l
Action check Si4.12 t2iE-i2 14.1213 151'?.13
thctions 2 2 2 2

Iliarginal Skills: Armor Operation; Athletics; Unarmed
Attack: Modem Banged Weapons; llehicle Operation; Sta-
rruna.

Ordinary Skills: A:rmor—cotnl.tat: Heavy Weapons; Un-
cIn1ed—brcnvl: l\-'lodern—pistol. rifle 2: Stamina—endurance.
resist pain: 1'lnowledge—iirst aid; Interaction.

Good Skills: Armor-combat 2. powered; Athletics-
climb. throw; Melee Weapons; Heavy-direct; lv'lodern—pis-
tel 2. rifle 3. SMG; Staniino—endurance 3; Survival.

Amazing Skills: Annor—powered 3: Melee-blade. pow-
ered 3; l'rlodern—pistol 3. riile 5; Snrvival-training fspe-
cilic.'; '1'actics—iniantry 3. vehicle; Leadership-comruand 3.

Equipment: Fatigues. comm gear. imaging goggles.
battle jacket [light dutyl or attack armor liield dutyl. llmm
charge riile iiield duty}. or autotlechette SMG [security de-
tai1l.E tragmentation grenades. combat kniie.

Epacehand
2ero-g workers. crewmen. able-bodied spacehands. min-
srs. and other Tech Op workers use this template.

OD

U--121::

E
:-egcccocococogg

hi

hi no no

O G A
1 1 12 13
1D 1 1 12

CON 1U l 1 12
l1~1T 111 1 1 1 1
W11. 1D 1 1 12
PER S lll 1 1
Action check lll5r'2 12lSl3 12lSt'3
fllictions

Marginal Skills: Unarmed-brawl; Technical Science;
System Operation.

Ordinary Skills: Athletics; Modern Hanged Weapons;
llehicle Operation: Slan':ina—endurance; System-engi-
neering: Technicol—juryrig; lnteraction.

Good Skills: Unarmed—brawl 3: ilehicle-space; Busi-
ness: Administration; Street Smart; 1leception-garnhle;1n-
teIaction—bargain 3. charm.

Arnasing Skills: Athletics—cliinlJ; Stamina-endurance 3;
lt'nowledgs—hcbby. first aid; System-comm unications. en-
gineering 3. sensors: Technical-juryrig 3. repair 2; lnterac-
tion-taimt; Leadership.

Equipment: Iumpsnit. magnetic boots. vacuum mask.
rero-g web. toolkit. sero-g pistol. combat kniie.

513!-I
This Free Agent is a member ot on organisation that
needs people trained in espionage. security. sabotage. or
su.rveil1ance.

moo-zoos;

O G A
STH 2 ll] 1 1
1:-‘Eli 111 11 12
OOH S ll] 1 1
TNT 1 1 12 12
WIL 11] 1 1 12 1 3
PER 111 11] 11 12
Action check sea l2t‘El3 liiliilil l4t'.?l2
#Acti-ans 2 2 2 2

Marginal Skills: Modern—pistol; Stea1lh—sl:adow; Secu-
rity-protocols; Oeception—l:-iuii. bribe: lnteraction.

Ordinary Skills: Acrobatics-defensive. dodge; Manipu-
lation; Stealtli-snea.l:;1l'ehic1e Operation; Stamina; lnter-
action--interview. charm. seduce.

Good Skills: Acrobatics—doredevii: Modem-pistol 2.
SMO; Stea1th—hide; Stamina—resist pain; System Opera-
tion; lnvestigate; Resolve; Oulture—etiauette tspeciiicl.

Amazing Skills: It-'lo::lern—pistoi 3. riiie. SMG 2; Stealth-
hide 2. shadow 2. sneak 3; Investigate-search 2;1ieso1ve—
mentai 2. physical 2; lnteractton—charm 3. interview 3. se-
duce 3.

Equipment: Business suit with antiscan weave. comm
gear. loclrpick set. surveillance gear. Smm charge pistol.

Trader
This is the typical independent merchant. a last-dealing
Diplomat and entrepreneur with a dozen irons in the tire.

U1‘2
cocoon?-

O G A
2 lll 1 1

DB2 1 D I l l l
CON 2 1 E1 ll
ll'tl'l' 2 lfi 1 l 12
W11. 1 El 1 1 1 2 1-2
PER til 1 l 12 14
Action check 2l4t2 1ll5l2 l2.ltil2 l2t‘Et2
#Actions 2 2 2 2

Marginal Skills: '1-"ehic1e-space; Business; Knowledge-
computer; Culture; luteraction—bargain. charm.

Ordinary Skills: Business-illicit. small; Manipulation-
locizpick. piclrp-oclret; Street Smart; Deception: lnteraction-
hargain 3. intimidate.

Good Skills: Business—corporate. illicit 2. srnall 2; Low:
Investigate; Culture—etiguette [specilicl 3. etiquette {spe-
ciiicl; Street-crirninrrl. knowledge; 1iesolve—rnental: De-
ception-bribe. bluff.

Amazing Skills: Business—corporore 2. illicit 4. small 4;
l'inow]edg-e—dednce 2; Arlministration—hureaucracy; man-
agement:1l'eceptioIt—hrilJe 3. hiuii 3. gamble; lnteraction-—
bargain E. charm 3; Leadership.

Equipment: Cellular phone. notebook computer. con-
cealed holster. short OF coat. laser pistol.

1311]1Hl111]ddllS1H1P="-'
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tlt{lnr|vA'r|n|\|
y-Bout ieel constrained by the motiva-
= -tinns that appear in the Players
rildir-o_olr. You can use anything as

character motivation. Encourage
'_ _ plgyers to think up new motiva-
---r - when they create their charac-

angl--lashion their backgrounds
Irl histories. interesting and‘_be1iev-

'1_n'='o_tlvations transform a simple.
Villain into a memorable three-

____- alnemesis who will keep
busy ior a long time.

way to use motivations is
jjchooiietwo tor each hero or sup-

_lnaj1cast.memher and see how
interact. For example. players

'-. easily couple-the Winning ls
Everythingand ‘llengeance motiva-
-tions:The hero wants to gain skill in
larder tojrsake his revenge passil::le_
.joined the esoteric pursuit oi
1 “'2 ncezffearnto Learn] with Can't
ll _-Enough or Personal Power. you

+ t. greatgjhe pertect villain ior
at ‘_ a brilliant. evil ge-

to use his knowl-
-- -' :'iiijiiemitih-"himsell.

._ _.. r

2 ' lilofivoiiiuu-'ls.one of the most use-
11.11 adverttut'.'e'de~slgu tools you have
at your disposal. a-player is por-
“trayinghis hero accurately. he'll be
"=- erested in adventure opportuni-

that turther his hero‘s personal
and he'll avoid distractions

~ -irnlght pull him away ham real-
'___fl' iinovving that the
'" + “havea reason to embark on

yin adventure or react in a certain
way too supporting character makes
-it much easier to plan out adven-

l lures that will seize your players’
itnaginations and tire their interest.

MURAL
Arrlrune
Moral attitude describes how a hero
goes about his heroic [or villainous]
career. Everybody larows that Gal-
lant characters don't take hostages
or shoot prisoners. while an Unscra-
pulous character will do anything it
takes to get what he wants. Both
characters might have the some mo-
tivation [Helping Others, perhaps. or
maybe Fun Firstl. but the ways in
which they pursue their goals are
different.

What sort at morality do the play-
ers choose to adopt tor their heroes?
it takes imagination and maturity to
portray a hero with a strong moral
commitment. just as it does to play
an amoral protagonist whose morali-
ty is defined by the people he choos-
es to tight against.

Moral attitude shouldn't be a stat
that a player rolls against or a tool
that you use to build adventures for
the heroes.1t's an ellort on the part o1
a player to make the story decisions
that his hero would make.

You have the right to reject any
moral dttitude that seems poorly
thought out or inappropriate. You
shouldn't take that step lightly. Con-
sider sitting down and talking to
your players, and telling them a little
about the tlavor you're looking tor in
your game. Be prepared to negotiate.
It's the player's privilege to play the
character he wants. Look ior ways to
make any moral altitude work in the
conteirt of the adventure.

Watch out ior conflicting moral at-
titudes between members oi the
same adventuring group. ll your

pltlyr;-rs. p~;r|'trr'1yt1rr:!r c’;1-".|:~;|:.:t+-.t..~. r
curatoly, an Ethtr.:=.r1r|n|i -tn lIr;s.-| |t
pulous 1"roro W111 r.-:."+ntErr_-1 wtllr ----.:r.":|
other. Sorrrotirrrescu1rl1tr'."1r.':':1r .1:-t'.t'n'-.1
late intense roleplaying. 1_1t_'|'|.'.'|r‘-.-'-.'1.
such teusiozr can 1:.-art to |;:ortHt»""t 1".~=--
tvveon players,vvlur:1r u11intri:te]y
spoils the game. You s1'rc-ul<"1rr'1 dic-
tate the moral ctttitucle ol any hr"-r<"".~
but 11 Irtlglit rtr'rt121E~ E: lrrft-1'1 ';r.i=:-rt ‘iii :.tr%'-l-'.
p-lr1yer5 to Cl1r]C|5r?.-t_:‘lftltli1t2:'.1-‘.'t11Z tlr-:."
other heroes in miricl.

Encourage your ]1|r.ry+'-r:- ~'1+=iiu-'--
roles for llirit: 11E-mrrstlrrtl 1_rut1|.l|:rz
their rnoral attitudes in tr r_:orrstruc:-
ive lashion. For |.=.oa'r1't1p1~'.:. t1'|=.'r sururl

glar r:crptr._1ir1 l't't1i]l't1lit-ti:-{.tTt'Lt].rl,
vvillirrg to break laws or r1;.;1"c+::-:1|r:-Ills
ior material gain, but it rloesrrt 1|r-1;.-t1:1
1l"|c:1:sh€:':-;itterlot-irr:|_:1rEy 1:-"'.-‘ll. ii-1111-
may 1‘_trr_tvr_':, 1r_ryr_:1, an-:1 [r:;11ilu1,
dedicated to bottling ir1_;'.1:-.:ti~:::o .-"_rur_l
wrong wherever sirelitr-"'1:-"11, 1't1|1.'l'-1111
Willing to f_I11O1.-'.'Ill‘.-[t‘v’H11tI-F11~-.-".-'t1t—I |-."-
pass by uuchallerrged. 1v"-"bile s|'r~='r;
not the right hero 1III't'.‘1tE-'I.'[l"| In: thr-
town's; seedyunrlc-rs;ir1c_sits-'11 .==1=.||:|'1
shoulder to shoulder with 1|:-.".-~'I~1.1III"l
heroes against the alien itzvo-;_le| s.

CHARACTER
TRAITS
Character traits :'epresc-111 1.-ii1|."1I;
hcrtv {lo-e5_;1l1r_=.-1ir;|'o Ii.‘t'Il'tt’lLlt..'1 1t111‘_s15l'
when in action? T1'rrit:= rrrr:- tlu-e lirrtr-;|
ing touches to the charactr.-r sl-:r_-tr-la.
their.ii.osytttj:rr.t5;it-252rrItr'lr'ru1r1-Lrztltui
1;:-ring ct rrhtrrcrrttc.-r tr:-ltlt"-.l"-.11~.-1=.~
should change moth-'1'rti~'"=r: or In-..=:r:'
crttitur_lt?- r:||11y1rt1l'1r.-:-:ttr.:r.~'=1 1.111111‘-'-=.t:'ti-."-1
t:irr;t1rns.lr,1:1r;t-ts,ii:ttr:1rr::rrr'€r.-I 1[f.li1.:--
may surlace or l=::dr_-t.1w~;?y v-=itt1:1~ui
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much consequence. You don't need
them in the game, since the way a
player handles his hero constitutes
the major definition of the charac-
ter's personality, but they can be
good reminders to your players of
how to stay in character.

You can add any reasonable per-
sonality traitor attitude to the list of
roleplaying attributes. Encourage
players to use their imaginations
and build characters with engaging,
multifaceted personalities. Heal
people aren't one-dimensional cari-
catures; a well-written fictional chor-
acter isn’t, either. Take some time to
ask players why their characters are
lazy, selfish. or brave. If a player
doesn't have a ready answer, he
might be moved to think about who
his character is and how he carne to
be that way.

Hermes WITH
Hl5TI]lilY
Pi hero's background should be re-
flected in the roleplaying attributes
the player selects. Ft close look at the
history and personality a player de-
cides to include in a hero provides
some excellent insights into what
type of hero this character should be.
lt's one of your jobs to point out pos-
sible connections or relations be-
tween the hero's background.
motivations. career, skill selection.
and character traits.

For eitarnple. consider the player
who selects the character flaw of Dirt

Poor. How did the hero become desti-
tute? Was he born into squalor. or did
the hero do something to deserve
wretched poverty? Has poverty led
him to become motivated by greed.
desiring nothing more than to climb
out of the economic gutter? Ctr does
he come from a society unconcerned
with poverty or wealth?

Lack of wealth might be caused
by a lack of Culture or interaction
skills. If the hero grew up as o street
urchin in the urban wastelands of an
industrial planet, it might be hard for
him to deal with people from llhe
middle and upper classes of the soci-
ety. Hc might favor pushing his luck
through hlustering or intimidation,
since that's the way he is used to
dealing with people back honie. On
the other hand, he may grow nervous
and uncomfortable around superiors.
lapsing into sullen silence or relying
on strained humor- The possibilities
are infinite. The same street urchin
could grow up to be a charming hus-
tler, carefully hiding the evidence of
a low upbringing-

Pi well—built character is more
than a collection of individual parts.
The synergy resulting from the clash
of background, motivations. and the
other elements lliat make up a char-
acter create memorable heroes that
compare favorably with the hesi-
loved characters of science fiction
literature. Encourage your players to
develop their heraes in the creation
process and during play.

SETTING
CHARACTERS
rm TI-IE Srnnv
Pi campaign tnust provide a way for
every hero to fit into the setting and
the adventures that fake place with-
in it. Each hero has a unique back-
ground. history. goals. and personal-
ity. When you help a player develop
these traits. you're giving the player
a more believable and well-rounded
hero. one that the player under-
stands and likes from the start.

You cart create a decent character
history with just a few notes. Where
was the hero born? What's his family
like? Why did he decide to choose
the profession and career that he
did? What kind of education did he
receive? Why is he getting involved
in the story at hand?

You have a variety of ready-made
histories and motivations to draw
front in the world arotind you. Corpo-
rations, military services. and gov-
ernment administrations all employ
heroic characters- Adventures take
place as these organisations send
heroes into trouble spots. P. hero
hired to troubleshoot a computer sys-
tem on a distant outpost is a believ-
able. realistic character, with a
ready-made excuse to head off into
the adventure you've planned.

Background
People in real life define themselves
through their backgrounds—home,
family. trietids, and place of origin
are the foundations of an individ-
uof's personality and motivation.
Well—developed fictional characters
are no different. lilot all people react
to their upbringing and situation in
the so me way: one character from a
rural. depressed area might enlist in
the military in order to escape his
hometown; another might work
through college on scholo rships and
night jobs, becoming a research sci-
entist- Each character started with
the some opportunities. but chose a
different path-

Ft. player shouldn't have to write a
complete biography of his hero. but it
might help to have an idea of how
the hero came to be. His background
might suggest special skills. talents.
or contacts he should have. lt also
may point out unresolved stories or
conflicts the hero may have to deal



with. Failures and setbacks are just
as important in forming a hero as
successes and accolades.

Work with your players to create
the outline of a good history and
background for each character. Let
the player do most of it—the hero is
his or hers to play, after all. ll a play-
er develops a hero who just won't fit
in your game. offer compromises or
suggestions that will help him fit in.
W1-ien a player presents a hero with-
eut a ny b-ackg round. ask some ques-
tions: "Where did this guy come
from? What's he doing out in space?“
and see what the player comes up
with.

Prohlom Backgrounds
Same heroic backgrounds can pre-
sent difficulties. Heroes who begin
es high—ranking officers, important
politicians. or top corporate execu-
tives may have resources that begin-
ning heroes shouldn't have. Heroes
who have too much money or power
in their hands cannot be challenged
in rnost adventures.

That said. nothing is impossible.
‘fan can allow unusual position or
tank with a little work. Maybe the
character's authority won't be recog-
nized—imagine a planetary gover-
nor whose first job is to pacify an
entire outlaw world with only a sys-
tern cutter and a half-dozen aides.

Ft corporate hotshot might be in
the doghouse, a virtual exile in a
nasty job that no one else wants. His
requests for funds and equipment
could be lost, misplaced. or ignored
with depressing regularity. Wealthy
heraes can be temporarily down on
their luck, and high-ranking military
officers might be assigned to disor-
ganized or neglected sectors-

Ctn occasion, you can allow a
player to create a hero with an un-
usual amount of power and authority
for the sake at a good campaign sce-
nario. For example. let a hero to be
the captain or commander of a mili-
tary or survey vessel. Although he's
subject to orders from fleet superiors,
this can develop into a campaign in
which the heroes can seek out new
life and new civilizations, and bold-
ly go where no one has gone be-
fore.

Evolving Backgrounds
Over time. a hero's background
might grow, change. or develop into
a major element of your campaign.
llse story hooks that backgrounds
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suggest to create adventures that
have an immediate and obvious sig-
nificance to the heroes. As a hero re-
solves his early motivations or
defeats old villains, his background
might change. New motivations and
new adventures bring a natural evo-
lution to the game. and changes dur-
ing play keep the heroes and the
campaign interesting.

Cu|\|TAcT5 E
ALLEGIANCE5
I"-‘lacy heroes have access to a spe-
cial resource in the form of a person
or organization they can call an in
times of need. A contact is an indi-
vidual or small group of individuals
that have the power to assist the
hero in some way. Unlike a contact,
an allegiance represents a person or
organization to whom the hero owes
loyalty—a corporation. government
agency. military organization. or
similar group. Any hero can choose
to begin a game with an allegiance,
and some backgrounds or career
packages logically require a begin-
ning hero to choose an allegiance.

Contacts
Each contact a hero has should be
developed as a supporting character.
lf the contact is in a risky occupation
or brought into the line of fire by the
hero, fill out a complete hero sheet.
However. if the contact isn't going to
get shot at or be called upon to make
sltill checks, leave the description as
a simple sketch of a few notes.

Contacts don't normally accompa-
ny heroes an adventures, unless a
task is of compelling interest to the
contact. The purpose of a contact is
to provide information, resources. or
expert skills. Contacts differ from the
followers. allies. and sidekicks de-
scribed in the previous chapter. ti-lost
of them aren't inclined to risk their
lives or their prosperity for a hero.

When a player chooses a contact
for his hero, you should decide how
much assistance the contact can pro-
vide. A rule of thumb is that the more
powerful, important, or wealthy the
contact is. the less time the contact
has for the hero. if a hero lists the
planetary govemor as a contact. it
should become clear that the gover-
nor is hard to reach and constrained
by the merciless gaze of public scru-
tiny. lt might be wiser to have some-

one in the governor's office as a con-
tact. a person who is easier to reach
and less conspicuous than the most
important person on the planet-

Information
An in formation contact can discover
things the heroes normally couldn't
find out. You can use this character
as a mouthpiece when you need to
pass information to the heroes dur-
ing an adventure. Uther times, the
players might think of asking their
contacts for help when they don't
know what they should be doing.

Resource
A resource contact can provide what-
ever you want to give the heroes—-
eguipment. money. personnel, or
transportation. A soldier hero may
not be able to take his battle armor
into a etarport under normal condi-
tions. but a resource contact might
be able to obtain a suit for special
training purposes. Resource contacts
may have subordinates whose ser-
vices a hero needs. Obviously, the
contact might get bent out of shape if
the hero is careless or indiscreet
with the resource he's been given.

Expert
Expert contacts have skills or abili-
ties that the heroes don't have. Usu-
ally, the hero brings a situation to his
contact's attention and asks the con-
tact to address it. For instance. a
hero might need to analyze a stellar

event such as supernova—if his con-
tact is a noted astrophysicist, he
could bring a recording over to the
observatory and ask his friend to
take a look.

Dther Contacts
A contact can be just about any kind
of character that a player can imag-
ine. Even a library clerk can help the
heroes out by permitting admission
into restricted archives or allowing
them to do research after hours.

Allegiances
l'-tluch like a contact. an allegiance
acts as a source of information. re-
sources, and general help for a hero.
Unlilre a contact. an allegiance rep-
resents a tie to a larger organization.
As a result, an allegiance has the pa-
tential to produce correspondingly
greater effects than a contact-

The downside of an allegiance is
that the hero may be subject to or-
ders and policies that restrict the
hero's actions and force the hero to
do things contrary to personal de-
sires. Another disadvantage is that
people who don't care for the hero's
organization won't think much of the
hero either. Agents of rival organisa-
tions view him as an enemy-

For the Gamemaster, an alle-
giance provides a ready and easy
means to direct a hero. A command
from a hero's organisation can ma-
nipulate him into all sorts of adven-
tures. Since the organization views
the hero as an employee, it will hand
out tasks for the hero to perform.

Llsing Contacts
and i-"allegiances
lt shouldn't reauirea skill check fora
hero to make use of a contact or alle-
giance. Asking a local criminal
about gang activity is simply smart
play.

A skill check may be appropriate
when a hero attempts to acquire ex-



ceptionally sensitive information.
requisition unusual resources, or call
upon his contact or allegiance in
areas outside its normal territory or
jurisdiction. Interaction, Business.
and Street E-mart are commonly used
when associating with contacts; Ad-
ministration. Business, and lnterac-
tian are useful in dealing with
allegiances.

Once you've selected the most ap-
propriate skill for a hero to use. sev-
eral modifiers may apply. If the hero
has irritated. insulted, or abused his
connection in the past, the skill
check should suffer a penalty. ll the
hero has been extremely generous
with a contact or demonstrated loy-
alty to an allegiance. apply a bonus
instead. In addition. modifiers may
he called for if the hero attempts to
make use of his contact or allegiance

in an inappropriate situation. or tar
from its base of operation-

il Example: A hero seeking scien-
tific advice from his crime boss con-
tact suffers a +2 penalty to the skill
check. lt's not that the crime boss is
unwilling to help—he just knows
nothing about science and probably
doesn't know anyone who does-

The grade of success governs the
type and degree of assistance a hero
receives. Some rough guidelines:

Critical F'ailure: lilo help is forth-
coming.

lrlarginal success: lnformation is
partial or outdated, resources may
be delayed or inadequate. or an ex-
pert might have to ask permission
betore he can work on the problem.

Urdinary success: lnformation is
sufficient to steer the heroes toward
their next goat. Hesources fulfill the
hero's needs. An expert can examine
the situation and make a skill check.

Good success: Hequested informa-
tion is detailed and accurate. possi-
bly allowing the heroes to skip an
intermediary step or approach the
next part of the adventure with a dis-
mil ii . _i-.,,,_.i

tinct advantage. Ftesources include
top-notch personnel or exceptionally
fine equipment. The expert can con-
sult with others in his lield. gaining
o bonus on his own skill check.

Amazing success: The requested
information is extremely accurate.
granting the heroes a significant ad-
vantage in the next part of the ad-
venture. Any request lor resources is
evaluated as crucially important,
and the heroes receive personnel.
materials. or funds well in excess of
what they thought they would need-
An expert has access to specialized
knowledge in the very field the he-
roes need, and automatically suc-
ceeds in analysing the situation-

Losing Contacts and
Breaking Allegiances
lt can be difficult to keep track of
contacts or allegiances over the
course of a campaign. Since contacts
are rrtaintaint-id by story decisions
and roleplaying. they can be alienat-
ed or lost in the same way. A hero
who is rude or ungrateful to his con-
tact is likely to find that his contact
isn't willing to help him the next
time he's in town. Eimilarly, a hero
who violates his organization's code
of ethics, policies, or laws of conduct
may find himself unemployed or
even wanted for criminal actions.

You have the option of terminating
a contact or even an allegiance by
means of events in the campaign.
Contacts die in the line of duty-
perhaps while coming to the hero's
aid. They can retire, change jobs, or
relocate. Meanwhile, agencies. mili-
lary organizations, and even nations
may fall into ruin, effectively ending
an allegiance. While these incidents
may produce fantastic material for
the campaign's story, it's generally
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TABLE GEE. 5a|:|nr- Ernrus
Level Description Level

III Convicted felon, slave Ii
Authority: +5 penalty
Wealth: ttitono
Fame: +5 penalty

I Eonscript, prisoner,
- indentured irvorlrer
Authority: +4 penalty
Wealth: $5lIll].-‘month
Fame: +4 penalty

‘IE

E Enilstee, apprentice, laborer
Authority: +El penalty I3
Wealth: si,lIli]iIllmonti1
Fame: +3 penalty

El Junior enlisted man, intern,
laborer

Authority: +2 penalty
Wealth: !ii,5iIIiIilmonth
Fame: +E penalty

I4

4 tltlld-ranking enlisted man,
administrative assistant

Authority: +i penalty
Wealth: sE,lIlDiIl.-‘montl1
Fame: +2 penalty

‘I5

5 Senior enlisted man,
executive assistant

Authority: no modifiers
Wealth: !iE,5lIl=lJ.-’|nonth
Fame: +i penalty

‘I5

E Top enlisted man, tociurician,
assistant manager

Authority: no modifiers
Wealth: s3,iIiiIl'l'.I.-‘month
Fame: +1 penalty

‘IT

T tttfoncommisstonod officor,
supervisor, specialist

Authority: no modifiers
Wealth: !El,5iZliIi-‘month
Fame: no modifiers

‘ifl

El Warrant officenjunlor manager,
technical expert

Authority: -i bonus
Wealth: 54,iIIlIiiIiimonth
Fame: no morilflers IEI

El Junior officer, manager, field
agent, local celebrity,
community leader

Authority: -I bonus
Wealth: s-ii-,5iZIl.'.lt'month
Fame: no modifiers

El]

ID officer, local manager, field leader
Authority: -1 bonus
Wealth: 5'.-i,lIll]iJlmonth
Fame: no modifiers, I contact

Description
Etaff officer, junior executive,

local administrator
Authority: -E bonus
Wealth: !fiE,lItlIli].-’rnonth
Fame: no modifiers, E contacts

Line officer, executive,
local representative

Authority: -E bonus
Wealth: 5T,BiIli1tmonth
Fame: -I bonus, 4 contacts

Command officer, assistant
director, district representative
regional celebrity

Authority: -E bonus
Wealth: IB,iIIlIIiIl.tmontl'|
Fame: -I bonus, E contacts
Senior command officer, director,

department chief '
Authority: -3 bonus
Wealth: !ilIi,l]lIliIIimonti1
Fame: -E bonus, B contacts
Junior flag officer, junior vice pros-

ldont, national representative
Authority: -3 bonus
Wealth: !i5,lIiiIliIllmonth
Fame: -i! bonus, iti contacts
Flag officer, vice president,

national celebrity
Autlnorlty: -3 bonus
ltltoalth: Ii!5,lIIlIllIi.i"montlI
Fame: -3 bonus, IE contacts
ionior flag officer, senior vice

president, agency director
Autliorlty: --4 bonus
Wealth: !5lJ,[iiIi=l]=.-’montl1
Fame: -3 bonus, I5 contacts
Joint command officer, corporate

board member, interstellar
representative, planetary ruler

Atrthorlty: --4 bonus
Wealth: si=lIliIl,i]lIliIl.tmonth
Fame: -4 bonus, IB contacts
Atrlned services chief, corporate

[El], interstellar celebrity
Authority: -4 bonus
Wealth: iEiIii],lIliII'IIl.-’montl'|
Fame: -4 bonus, E5 contacts

Commander-in-chief, megacorpo-
rate CED, interstellar ruler

Authority: -5 bonus
Wealth: Ii,lIIi]Ei,lIiiIICl.-‘month or more
Fame: -5 bonus, 5i] contacts
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purchrises. Tlirrtugli owrit_;~r:~§hip oi
prrii:il=f’nle enterprises, werilthy chor~
octors exert influence oi their own.

'l:ll11r-reflectoir':l1ighvvrrrrl1l1 level is
ti stetiily ll-ow oi tiirittey into the chrrt
ucter's occount. Even it he doesn't
spend time pursuing l_1-Lisintess inter-
ests, his existing investniems rrrid en
terprises ecnn n1o11eyiorliiin.i"-it the
highest levels ol wealth, clinrrrr-ters
r:o1.Jld pull in thousonds or millions oi
rlol lnrs every month.

Fame
Some people wielrll influence out of
proportion to their outhority or
1'-'E!lfIt'lll‘..FlIt1‘litII‘..1E; celehiilies, retired
politicians, ond reriowiterl scientists
rrrr: exrtmples. Peopl+';' respect uilil
ieor those wliom they re-grird ris their
sociol superiors; this trurtslrrtes In
ttr_1nit1rrlsr.1n-.'l l"tIt1l]].'i_‘.E€.-|‘.'E-i.i]'l encoiiitter
scenes ior o choructer with Lt high
tome level.

The Sucial
Status Scale
Elociol stotus is l:|rol-ten into Eli levels.
1-Li|1gi:||g:lr'or|iUliiF!U. it'slil-:elylr_i1 t_]
in.-ro to l1LI'-H? rliilert"-nl levels in the
three co:-egories; ior inst-:n1ce,o hero
Willi lots oi money hut no s]::-er:i|:1l pri-
sillriit or trulliririty rntiy l'it,1;ve or so-ciijrl
sinius oi 't"t"l5t'H tor ouihoiity. weulth.
ond tome. respectively. i‘-"ltl|t:_iry olti-

rrnd civil seivoitts usuolly wield
more uutliority thon wenlth or tome;
o stcrrship common-der might hove o
st-zrtus ol l—"l|"B.-‘El.

H hero‘s duthority level gives him
ri lionus or penotly in decrling with
ei"gonixo;tio|1s ullied to or ossoci-cited
with his position. This moy he op-
plietl to hrirninistrotion. Business,
Low. lnvestigote. Street Smort. or
Leodership-

Weolth level descrihes how much
money the hero conirnonds tor his
principol employment or husiness
investments. The numher listed is o
rougli estimote. which you moy oct-
iust. ll you oilow heroes to collect
solories. you should use the rules on
"Income l.'Il'|.'l"l Firlnnces" loter in this
chnpter tor spending rind receiving
n1oney—il heroes don't hove ony
hills to poy. the monthly income list-
ed orr'l'i'1.It1.1‘.GEE: ElFj|~:.T|i1t|.5'|'-'i.‘|'tJ5 will
prohohly be lou much to hrrnrl out.

Foine level gives the hero o honus
in deoling with individuols who ore
nwore ot his stntus rind likely to he
inipresserl hy it. lt could olso provide
n pennlty to encounters in situolions
where tome is expected ond rr hero
hos ct low irinie level- Elcills this
lionus moy opply to include fitrlni in-
istrotion. Fiusiness. Culture. Decep-
t1on,lnteroction,onrllteodershijoflt
chor-uctel with ct high lcune level

ossocicrtes with, or supports in some
woy. For insto nce. o high-protile
hero moy he friends with :1 locot gov-
ernor heconse he offered linonciul
support ond on endorsement in the
governor's lost reelection cornpoign.

Etarting 5l:||:ial Etatus
The sociol stotus oi o beginning hero
depends on profession, coreer. hock-
ground. ond the perks ond flows the
ployer selects. Use TABLE G25: 5't'.-‘-tHT-
iso So-sier. Ersrus. Heroes stnrt with o
sociol slotus of l] in eoch cotegory. ll
rr chorocter is using :1 coreer not list-
ed on the tohle. or no coreer ot oll.
choose o coreer thot most closely
motches the choroctefs concept.

it Example: Fioicrso iscr leorsome
weren. She's cl Cornhot Spec ond. sol-
dier. with the Primitive llow ond on
ollegionce. Her sociol stotus is ?t'3t"U.
While neither rich nor lomous, Hoi-
crso hos the ohility to commend in
her orgoniscrtion. ltrleoiiwhile. loci-t
Everstnr begins ploy os o doshing
crctor oi some tome. He'so Diplomot
ond entertniner with the Celebrity
perk. With o sociol stotus oi 3t'Eit"H.
Everstnr hrrs olrnost no ohility to
issue orders, hut hos begun to moi-re
o rlome lor himsell.

You should tolre o lree hond in od-
justing ol1oro's sociol stotus. It your
compoign tctl-res plrrce in on urh-on
1:|-light. heroes might hove very low
stolus: ii your heroes ore to he the
ohornpions oi o goloxy. odiusl their
sociol stotus crccordingly.

l|\|cnME &
F||\iAM:E5
Should you keep trocl-t ol how much
money rr hero hos? People in the
evorydoy world hove to holonce
their checlthoolrs ond mind their ex-
penses. hut it's not porticulorly excit-
ing tor heroes to he constroined hy
such mund-one concerns. Here ore
severoi woys thot you con ctddress
this issue in your cctmpoign-

Money [llIIE5I'l"|I Matter
Filter ployers select equipment ior
their heginning heroes. throw ti-
nnnces out the window. ll the heroes
need ct specific piece ot geor, ossume
thot it's provided hy their employer.
sponsor. or po rent orgonisotion.
When on ergency ossigns o mission

gnins bonus con tocts. These con lr_rr:ls tr‘ '3 ll'?-'m- ll“-' l‘3"7*l5 TC‘ gel the lfih El‘?-‘"9
ore people whom the hero sponsors ure included.

l
I‘li the heroes wont to moire use oi



.-t.

J

speciolized equipment or hig-ticl-tei
items, you might hove them otteiript
conto-ct or ollegionce rolls in order to
get their honds on the geer. Since
they ore supported contpletely by
their pnrent orgonisotien. they're
olso ohligoted to undertoi-re tne ntis-
sions they're ossigned.

In the Ballpark
ll hero's weolth level represents the
emount oi money the hero :11oi-ies
eoch month plying n primnry trorle.
it moy be o so to ry or the su111 oi coin-
inissions. hounties. negetioteri con-
tiocts. reseorch grorits. interest. ei
dividends ert investments.

tlltSE=.t.tt‘I‘iE- thot the here hos lioi_i|li-
lies proportionote to his income; Th‘?-L
oi his monthly solory goes tov-rnrd
upkeep. The tIItll'lE'.'f El)“-1:. is Ell5i_'IIt']-t~_;t'll]l{_?
inoome.

Since this method involves esti-
tI‘.£tll~U-11. don't worry oheut t:olci_ili:rt—
ing loons. interest rotes. credit cords.
or ony other heodrrclies el modern ti-
nonciol systems. ll o here wniits
something. he con seve up to ti:-uy it.
filter crll. herees tend to coniiscete
equiprnent lrnm hod guys. so ttiey
€IEt'2Lt1Tt1.1l1Jte ossets lillsler thrin over-
oge loll-:s do.

_-I--I,‘
I I-'

‘li‘l'l'l|i:|'5 l:irnI~i.En-heel I"IIE'II| nnirir?

ll l'ii-2-r-tties rtrxitirniiltrte money too
tiuicl-riy. you cnn rtile thot prri"tit'ipr.:t-
trig in prolonged otiventures iit_trls
tlietr incotrii:-2. ll ijr h-:-tr-:i':-5 pt'li‘|r:i]';-cil
source oi income is corrying curgo
ond posse-tigers on -:1 system height-
er ond he spends weeks ilying the
ollter heroes nrotirlti on 1.Ft'l rieus tild-
ventures. he won't eorn on ii'ir.'en'i==-
thot tiientli.

HEFDEE Fag the Rent

-t_

., ‘L'-

Lilestyle
l'~"llFtF-tl‘y' it -ll "s I-'iot.|sin-§_t
Frverrtgt: l 3-’? l-ltiii.~'.ii;g
Co-inieitnhl-.=: lh :~: l-ioustnt]
L.uxtirious tit is l-lensing
l:lxr.-tit" h is l'l'I'|I‘.-1lI|[._|
i"tl'rst|i'r.l lti I llensing

Pciyitiertts ond Tttlointeriorice
lirryinerits '11"-=-= |':l vril|i+'-
it-'lriii1tr-i'=tiii="e I"-t vrilue

'l'heir1est fE'ttllt:E|l{I trnrl inv-:ilvt':rl I'tI'i- lir||:.=;iii-it r.'riri' lJlllllill|_'."'\l r'ev-'ri';~'. t:i='-
tion is to lreep close tiucx et the he l.iosir'i'iet.'r:~ssi|i-1-'-srittpiittiiigt: tr."-of
roes’ expenses. Heroes ot lite lot-v t:-vet the l1[":IL,"'-E; ltI't.1r_l. i'.i't"r-.=.';!'t-'l-.~ i.."r._t'v1..-r~=
eltfi oi the ltit:-:'itiii-- st.'i_ilr= iiuty lie ni-*r1i- gi'rrt"r'-i'i="-s_ r"'i-'|1lii|nj_|_ |"Filr?Ilftll‘||itr-Flt,
voted to tin-:ir.~rtnl<e ridventtirs-s just to lt+.':-tisr_=.l-tee].'iing, rind tiriytlting else the
51-111]." E.‘-tlt el debt. The tohles lie-lt'iv.' lieio iir-ieils tr: gr-.-1 -:1l'iiit;. il-ltt]."l'ttI.-I'ttlH
provide reugii gtiit'_ielines let sriiii-=: r.:-i I.t|'t-.tl l"-1':r|'ir!|_-ri-.i.'|+r-- i--ll‘-|.=-' t-'1 the cost of
the expert:-;es tr hero niight 1'ri-re: rrny llF'TlC':.’-i the lt-.=-to owiis llifti rirr-

Housing ond Utilities
Sqiiirli-il -'iill:lt._i
Poor “.521:-I_I
'l'elerrrlJle iihitli
Ftviiii oge fill ,E Ell}
Good tt?i»i,\LElt|
Excellent Fi5h,iitit]
Posh Fl§llJ.l]i][l woiit tit o ‘ii-to 5 i‘-ll.-I. [.TE.t'y'lttLf the nu..-
i"-ting niiir~eit1

I111 exirtiipl-r.-_ ti li~..=i"e with :1 iii-.'?lil,|.'illl_.|

tin

wcrtliiiinit=-tl'|<'ii'|r1 n|~.'=iit|i':1srrlrrry.

t|'~?l?I'lF?-l'€ff.‘1.|Tt1t'.|Hl prlv J§l_?.|I|i'.' |it"t
Ill-t'.lt'tll't [I-t‘: priyiiu.-nt-.-=, ttlEIl|!!|!tl'!.-, titltl

]]lt|-t!tLIIlt]t1i';.
Heroes con *.lr.= oitything with thet

ltI.f.ltI|L'f:";:T ll1't.]l they lilte ld-til ir.—rt;e:ii-
l:-ct, l|II:tIII'itI l|t'l|ti-t'| t;11| 1 -!]l]1i-til tit:-anti ti

lltII'tI|. lt's t:i'--:ttit i'tt"tti-fit; {l['rltlIZ! |l!i|it_,'s
it :‘i1'r_linrt|'y }‘||T.|.‘|]j|lF- rlErir'|'t r3._

it-
-liiilh,U[llil- t;ii':ge'—:, itlitl l‘:-tiyiiig tl ii-=-W r.'.'r|| t]"."'t-'-r' rtitll

n't I

SllllillilllliPcs
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H INTE-eees-= 1- -' - '- .- - -- .
of achievement points

1 -to-hsr_o§§—-and the time
i§lli5!3i'li5i1-'¢Wi1i'd:"ll‘i§fi5"l§tindereqi;ini1_;_i_r"i;-upto you to decide

'-will advance

'_fli_!_.r-give out too tew achieve-
jfiiii-nts.heroes-will advance too

Li ':'_'_'ly‘, and some players may he-
_- bored. Ii you give out too many,
[3will quicklybecome high-
: heavyweights without much oi

to ji.ui_t_'1iy their ascent in
‘When the game is too hard or

easy. the players become dissat-
Here are some guidelines for

:.,.. .'v

iiisl-
-H

§_!iifliat'sappropriate:

3 ._|'fi -1 to 3 achievement points per
=-iitlil-‘I'i'j‘§l?ltt.trs is fair as an award for
. ';- .- '

é l'1Bl'.'D'lIi"l.l1Ei group; ii the adven-
' §fi;t_1'f';l_’l_e'. long or especially dramatic,

-1 point per two or three game

rni individual bonus oi 1
a player depicts his iiercfs

niorat attitude. and char-
-geigrrsr-nuirs_pqzrieiiu1iy well.

anjridividuol bonus of l
dldsomething truly

sslf-sacrificing.
rm.-1i:I-

._.-_I--_ .
-- T

ire Br1I§*11'1'lI-‘-'1Bi.l.i-¥¢-it-II srvvs stvrs s
game‘-or twice "a week,

four ses-
vvvld hen-rt

froitt '_ie'veinsint points per
tiplay. Naturally.
i_§:ii"itsrr.¢ttss-rsvrt‘=v-qriiclily. -

ltT.I.I".:.. .. _-.1-;-

Gaining Levels
The reward for accumulating
achievement points is an increase in
level- When o ployer completes his
hero's achievement iracl-c. he ex-
changes achievement points for an
equal number oi skill points. The
skill points can be used to improve
existing skills. purchase new skills.
purcltose lost resort points, purchase
an achievement benefit. or purciiase
a rank benefit, er they can be stored
for later.

Wrhile yeti are free to award
achievement points at any time dur-
ing an adventure or game session.
you should wait until an adventure
is completed before oilewing o here
to gain o level. A here learning new
sl-cills or improving old ones needs
training or study time. Oi course, it
the hero spends n lot oi time in on
extended irrteritrde of travel or sortie-
other leng period of waiting, you co n
decide that the hero's ire;-e time is
sufficient to allow advaiicement.

in addition to learning new skills
and increasing skill rant-cs, lieroes
may also he able to acquire achieve-
ment benefits. These are special
bonuses. perks, er abilities keyeri to
the hero's Ctchieverrieni level. Fe-r eit-
ample. a Cecilia! Spec whe reaches
Srd level may choose to use his siciil
points to improve his Strength score.
ll the some Combat Spec wants to
improve his intelligence score, he
must wait until ire has achieved Eitti
level. See T.=tsi.i-: P29: .t\"ciiii7vr:iii';ri‘i' Et-i:r-:-
Et't't"it on page l2"? of the Player 's
Hondlioolc for o selection of achieve-
ment beiielits that are available to
heroes.

AwAnri5 Si
PENALTIES
Should ‘y't'it1|!Ti‘.-‘F-‘T strip -Fit-CF‘:--1.-I'll--ti-"1'-_
pewers, er lierieirts lt':.|t'i; r: |i- i--1|" ll‘
qt:EltiII'ItIl,lllltfitltii-1‘-H-"t.']'lfiIt'll-. ll yr".-i: l-..-:-|
the need to [.t='jtlii'_tll?ft-' 1: rritryrwi ?l'|'1
pert-|'_tliy at r_'li=_>ir_'e siir.|=.il|.l i't-- ..: lit-I'll
i'ir.'—:'vv ii-xiii-I-rii=:tit"e as -itvv-'.'ii-is, Iiii-'1' till" -i
removal oi benetits that l'ii'_T‘.-‘cf at
ready been civ.-ortletl

lli"‘-'llll'tlll1'I'lt_l]l'tf:ift't'-.-'v'-.tt"I'li-t t.-' -;i i"-="-'-:--'-' ;t|.-=
teel. it sends clear rriessu.t.r- ti".--'1:
yeti tiiini~: thot the ]'.rl»:'yr'i I-at tfr‘-.=J-':-i ti;-..
iii lltr-r rir_ivr.1-titttie. l"-ltllitl-itll'y‘, y-~..
shorilrirft lt.‘—.h'." this r*risrr|'rYly vi: 1%]"1tlI"
itrliy. Here are sortie ';3ElE-t;'S ti: wlii-2. l.
yeti irilglil be jI..tt-£ltlL"-‘ti to witltl".-:.=l.l
ti c ii ic vi? m ~.':.- nt pa i r". t :--at

I‘ Tlllf.‘liE'tLlt;II1t'ltit'tlll1:'til vi-2 Illtlll
til strife-i'_l riitiis, ii1rii'r:i:-'._ -:-i" l[tfllI-'.

P The l'lI7_l'['ll'} fir iit':rr'.-+1-'-2-1 Tilt .-:'-:'i tr"-
ceiiiplete the cclver".-tuie r."it_i|;- tr: tori:
til rriritivr.ilirin_ iii:-:".-i:r:":l lllfl-11'] ::i:_; -.-i
by insisting an stici-:ir:~,;_r with rt t= -r. :r;-
lltt'Il you've t<1;:lt'l iltr.=.- pi|.ry-.-.'| :.ii [JlIt'y".-I['.-'-
vvii-. ritjrvr.-r woilz.

F“ 'l"1ti?l't+;!|’r_.1 r"-1 ii-.:rr'.~- 14 |"c|tt;}|l-:l-

ed the ci-dvt=.=ri:u:'+- or IF?!-EIftl‘."I-r"l ti ;-=itu-':
lt-t'..‘I'i by Lisirtr_i uriftiii r."-2 I.-"i'I..'|‘|“~"lil..-l[I|l]J!.|

4 .I .

forc-r_"-, er liy ctllevv;ri;_; siippr.-rtiii-gr
ciiarocters to taire céi the risl-:r-; -:'r:t"l
riti the jtili lei tlietii.

F‘ Ti1r_-:-|_ilr_:yr_:i iii:-:jst_-:="l Iiri i~:=li- !‘-‘-.'.E]i_,l
Ct ceurse of cirriiart lllitl 1I.|i:t~.=-ti tl;+ -;-i
veriluie for -:':'veiy-iiiu'=" ~-.=l:'.1.-.-

F“Tl']'E.'!JliI1'y'tT:!'l._lt1iIf1';,.r}':_l.ill!“I|Il‘."- :|
ture by heing rude, '.'llll'-‘till -it -rt-~I|
sive to the rfiiliet plfryr--i.s

Ctbviotisly. this is =;| s|ii.".-i-.7--:.tiw'-
mecsureirierit. ‘r'r:~u .-it-'.-cl~."ir-it ltttllt'."|
pr;-rirziixe r: plriyi:-r vviiti iv-:1:-1 '-.'tf'lttt'!



Reflected tech

ised by bad dice rells. Players with
geed ideas that den’t wnrk eut
sheuldn't be penalised either. . .iust
as players with bad ideas that de
werk eut sheuldn't be enceuraged ta
repeat reprehensible actiens.

In additien te withhelding experi-
ence. yeu can apply a few ether
awards and penalties when the cir-
cumstances warrant. Save these
measures ler extreme examples at
geed er bad raieplaying.

Skill Flank Increase
An increase in a skill rank is a sig-
nificant reward. especially at higher
skill levels. sn use it sparingly.

Far example. yeu might decide
that a here's Camputer Science-
haclring skill shauld be raised lrem
rank 3 ta rank 4 because at a brilliant
and innavative feat el cemputer use
cenceived by a player. The player
must releplay the situatien by de-
scribing exactly what his here is try-
ing te de. Finally, the skill check
shenld be a critical paint in the stery.

Never grant an increase ef mere
than ene rank. and think carefully
befare yau give a free rank mere
than ence fer any particular skill. Fit
higher ranks. a skill rank increase
may equal er even exceed the value
ef attaining a new achievement
level.

l'\lE‘lr‘IJ Eliill
Setnetimes. a here tries ta use a skill
he deesn't knew anything abeut and
succeeds despite his ignerance. If
yeu think the here clearly demen-
strates a knewledge el the tepic. er
warks threugh a teugh situatien that
ceuld teach him semething abeut the
skill. yeu can tell the player te nete a
new bread er specialty skill en his
here recerd sheet.

lust like a skill rank increase. this
shenld be a rare reward. Unce er
twice in the career ef a here is suiti-
cient. Learning new skills is anim-
pertant part el the nermal
achievement system. se den't hand
eut free skills unless a player im-
presses yeu.

Hank Benefit
A here whe purchases a rank benefit
ahead ef time {see page E3 in Chap-
ter 4: Skills in the Players Handbeek]
becernes capable nf seme advanced
ability invalving a specialty skill.
despite the fact that the here hasn't
achieved the skill rank at which this
benefit weuld nnrrnally be ebtained.
Tau can censider rewarding a here
by granting him er her a rank bene-
fit. perhaps in a case when the here
has recently used a particular spe-
cialty skill lrequently and success-
fully. Hewever. it's net a geed idea ta
hand eut a rank benefit that is sup-
pased ta be earned by achieving the
required rank. l5uch benefits are
marked with a "';§EiI2"' syrnbal in Chap-
ter 4 ef the Players Hand.beelr.l

Last Hesnrt Pnints
Spending and purchasing last resert
paints can grew expensive. but yau
can award deserving characters
with a last resert p-eint en eccasien.
One ef the best times tn hand eut a
last resert paint is alter an adventure
in which herees demanstrated the
best examples ef raieplaying and
hereism. and were iarced te spend
ene er mere paints te succeed.

Awarding Perl-as and
lilernnlring Flaws
Yau can reward spectacular effart er
uniergettable releplaying with new
perks. Far example. a here whe sur-
vives a leng battle iilleci with me-
ments at ceurage. sacrifice. and
persistence ceuld be given the Teugh
as I‘-lails perk. A here whe risks his
life fer anether eut el geedwill and
kindness may gain a new Pewerful
+l5ill1_|l'.

Cir. yeu can give a special reward
ta a character by remeving a flaw.
The Spineless here whe displays a
mnment ef crystallising valer—and
chimerical releplaying—might find
his cewardice suddenly a thing el
the past.

These rewards shauld be rare in
the extreme. e-ccurring perhaps ence
in a here's career-

Hernnving Perks and
Awarding Flaws
Perks and flaws can serve ta punish
peer play. ll here with the Filthy Ptich
perk might less it as his acceunts are
iresen in respense ta illegal trading.
A here may lese his Celebrity perk if
he cemrnits a crime that becemes
public knewleclge. In iact. yeu might
reverse Fleputatien er Celebrity inte
tntamy. Well-kncwn peeple whe en-
gage in scandaleus behavier be-
cenie the faverite whipping bays ei
the press.

Lnss nf Achievement
Pnints
lt's within yeur pc-wer ta strip a here
nf any er all achievement paints he
has earned since making his last
level. Clearly. this punishment is
grave and shauld be reserved fer the
werst cases ef player lheughtless-
ness. Take the player aside and try tn
find eut what the preblem is; maybe
yeu can werk eut a change in the
character cencept ar histery te ex-
plain the herc-‘s actians. er samehaw
find a way tn turn this inte a pesitive
step ler yeur campaign.

Stnrg [leuelnpments
Cine at the best ways ta get players
te censider the censequences ef their
heraes‘ actiens is ta allew the stery
ta develep naturally lrem their chalc-
es. lf the herees kill hestages ta get
at the bad guys. sameene whe cared
abeut these hestages might track
dawn the herees. Ur imagine the



players' chagrin if their herees are
sued by a carparatien far destraying
the alien-infested mining statien in-
stead af cleaning eut the creatures.

Cin the ether hand. herees wha
censistently display valer. sacrifice.
and thaughtfulness can find their re-
vrard net merely threugh same
game-based award such as a skill er
tr perk. Instead. such herees may
gain permanent recegnitien and a
place ef hener in yeur campaign.

Status, Mnneg,
and Hank
he the judge af yeur campaign. yau
have the right ta change anything
reaerded an a here sheet. Pi here whe
captures a desperada may be enti-
tled te cellect a beauty; this meney
can be used ta imprave the here's
persenal equipment. Patents. claims.
salvage fees. research grants. stack
eptiens. and ether such financial re-
wards might be bestawed upen a
here by a grateful supperting char-
acter. A here whe turns ever an alien
artifact ta his gavernment might be
entitled te rayalties en all devices
made with technelegy derived frem
the find.

Secial status and military rank
rise threugh success. Prematien.
terse. and new friends ameng the
wealthy and pewertul are symbals ef
rt rise in status. lt never hurts te be
recagnised as the fellaw whe saved
the statien frem errplesive decem-
pressien. If yeu cheese te give a sta-
tus increase as an achievement
award. a here's secial level sheuldn't
rise mere than ene step at a time un-
less he cemes inte fantastic wealth
er lame. See “heciai Status" in Chap-
ter F: Attributes.

Lnss nf Mnneg,
Hank, nr 5t-tltus
Herees whe take irrespensible er de-
structive actiens shauld suffer per-
senal less. Characters whe belang ta
rt particular erganieatian—military
efficers. agents. er administraters-—
might lese rank er secial status if
they're caught vietating the argani—
sritian's pelicies. In seme cases. a
here might even be discharged frem
service. breught up an criminal
charges. er relieved ef his pesitien.

Taking equipment away frem a
here can be a stery develepment. CI-"f
ceurse. a here might net ga aleng
with handing ever his passessiens.
hut that weuld rnake him a criminal.
with further stery develapments.

AnvAt\||:En
HErtnE5
Running high-level herees can be a
challenge fer the Gamemaster and
the players. ‘feur jab is ta create new
means and metheds ta test the play-
ers and keep the game interesting.
Pewerful. renewned heraes might
take active reles in the majer events
at the campaign. getting invelved in
pelitics. diplamacy. and big busi-
ness. if the players have applied
themselves te advancing their he-
rees ever many adventures. these
herees can be rewarded with mere
impertant reles in the campaign.

Un eccasien. a new here jeins a
greup ef experienced veterans. Ft
player might have had an elcl here
killed eff. er yeu might decide te ex-
pand yeur gaming greup. Yau can
allew these newcemer herees te start
at level 3. level 5. er even higher in
erder ta keep the party relatively
balanced. See "Advanced Herees" in
Chapter E’: Here Creafian. In mast
cases. the new here sheuldn't start at
a higher level than the lawest-level
here in the party.

RETIREMENT
The final aspect ef hereic advance-
ment and grewth is the guestien al
retirernent. ‘When is the challenge
gene frem a here's career? Has he
wan every award and laurel that's
werth winning? lt's up ta yeu te de-
termine the upper litrtit ef character
level—beth persanal and secial. The
ceiling may be as law as level 5 er
level B far law-pewered campaigns
er as high as level 2|] er greater in
epic space sagas.

In beaks er mevies. characters re-
tire when their stary's aver. ‘fan can
use retirement as a metivatien te
take yeur campaign in a new direc-
tien. when the heraes cenquer their
great nemesis ar accemplish their
final missien. yeu can decide that
the stary's ever and their time in the
limelight is clene.

lt's better ta retire yeur favnrite he-
rees gracefully instead ef serialising
the stery until the eriginality and the
thrill are gene. lf the enly thing that
seems werthy at the herees‘ attentien
is ene galactic catastrephe after an-
ether. it's time ta think abeut winding
up the steryline and starting with
nevice herees again. Everyene en-

ieys defeating the first alien arma-
da—but hew abeut the secend. the
third. er the tenth? Even the ntest en-
thusiastic players will grew tired el
saving the galaxy ever and ever.

Beginning anew with fresh char-
acters and lecalised prablenis is a
great way te revitalise a game. giv-
ing players a chance te try eut new
here cencepts and see a ditierent
part ei yaur campaign universe.

Den't spring retirement an yeur
players. Tell them yeu're ready ta see
a new batch af heraes. and give
them a chance ta wind up the busi-
ness their herees are invelved in.

If necessary. yau can aifer ta sett-
en the sting at retiring a here by ask-
ing a player te ceme up with a
relatianship er cennectian between
his eld here and his new ene. hlaybe
a new here is the child at an eld ene.
er a distant descendant. Perhaps an
alien artifact ewrred by the previaus
here finds its way inte the hands ef
the nevice. a cennectian ta grand eld
tales af farmer glery. ‘t"eu might have
the eld heraes appear in camee reles
as advisers. menters. er mevers and
shakers in the carrtpaign. Since they
were last seen. the eld Free Agent
has accepted the pesitien el intelli-
gence chief fer the secter. and the
Diplemat ef the party is new a plane-
tary geverner. Players deserve ta see
their fcrvarite characters rewarded
fer hereism and success.
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invalves iniaginatien.
. and greup stery

ayers dent sim intera
and the limited situatiens
e They creme And the

erence between ether
exercises and rale l

the greatest
cf raleplayrtig games-~1s

af a rnaderatar called a
iii the lir.'r.t-:rtili'n' grrriie

umpire set designer
_ effects technician narrate:

t—-the Geriieinaster is
and rriere in a typical
game sessien

Hues a
_ ster Ila?I
its adnienitien The Game

iitn t cerripeting against the
Unlike in ether games. rele-

zrries den t have winners
ies_e.fs when the Grrrrierriestisr

s caine tegether ta tell an
and fun greup stery. every

wins The best game sessiens
Ii_-_I11Frtb-ered fer years ta came

Ifa tielfiplaying game were a
_ the players herees weuld be

sin-rE—tl:ie ]It't‘It11 characters ei the
The Gcaneinaster. then is p -
dire-cter. screenwriter. set de
and the acter pertraying all ef

Gucci

strtiperttng cast and IlfllI_|DI' vil-
wlth interest an-::l visien being
eniaster can be rewarding

and a let ei fu.n

-p-pi —t.—-i

The Ean1ernaister's
[lther Hat: tttlnderatnr
.Fis mederatar. the Gamemaster must
interpret the rules in a fair. henest.
and impartial manner. Crf ceurse. a
geed understanding ef the rules is
necessary. Set faith fer yeur players
which aptiens and any changes yeu
want ta incerperate inte play. When
a situatien arises that isn't cavered
by the rules. came up with a selutien
Den't be afraid te ask yeur players
fer suggestiens. but keep in mind
that yeur decisien is final. The ad-
venture must ge en. se it's yeur jeh te
make a ruling and get hack te the ac-
tian el play.

Before a
Game Sessinn
ll. game sessien is ene distinct peri-
ed ef game play. lt might take place
an a Saturday afterneen. a Tuesday
evening. er ever an entire weekend.
‘fen may cemplete an entire adven-
ture in ene sessien. er the same ad-
venture might centinue ever a
number el nights ef play.

Like the directer ef a theatrical
play. yeu have a few things te de be-
fare the lights ge up an the game
sesslen.The lirst thing. after becam-
-lng familiar with the rules in the
Players Hanclbaelr and this beak. is
ta decide what kind ef science lictien
setting yeu're geing in run. Will it be
a published setting? Ctr will yeu erti-
ulate yeur faverite SF rievel. mevie.
er Til shew? Cir will yeu put tegether
a campaign werld af yeur awn imeg-
ining? l'v'lest G-amernasters use a
cembinatien af these tn censtrtict a
setting. Fleler te Cliapter l3: Carn-

paign Design fer n1nretclerts.'l'tie
type at setting yeutii1ilttattr'.-ctsthr-
kind el herees yeur pleyersr-_1re=.itr-_
the tene ef adventures yeti run. ~:':.rtrl
the style el play.

Prepare, Prepare,
Prepare
"i"au need an adventure nr tr stery
idea balere yau gather yr_iLtr players
Ftltheugh seme Ganieniristers can
iniprevise, riiest need at lr;-rist ri crit-
tectien Ellt1i.‘llEt‘.5lt.'i‘-'v't.ii'l'€l!E-i1't1.ll
yeu're using a pL1lIJllSll'EHIlIJti'i.i'i‘i]ll1lF*'.'.
yau need ta read tlirriugh it lIltElI.'.'It'|t-:
the game sessieri begtrrs. rnrikirig
any alteratiens yai_tdeen1r1ecessary
se that it canierins te yeur setttiig
and style el play.

When writing yeur awn adven-
tures. yeu'lt need ta put trigetlier tltrr
adventure triggers. netes an suppert-
ing cast characters. details an lacrr-
liens the herees might visit. and
passihly an eutline at the basic stery
yau have in mind.

l'len1ember.ne riiatter hew tIt'..'II]'|-
plete 01' extensive an ri1.illll'1e yrni rite
velap. a significant pertien el the
stery isn't in yeur hands- Flelep-laying
is greup sterytelliiig. and a let at
hew the adventure unlelds tjiepciicls
en the actians and ideas el the play-
ers and their herees- Willi this in
mind, prepare accerrlingly. lea virir;
ream fer the players ta rlevelrip r:r=r—
taiii details threugh the 1f_'tLIli_tI!it&-til
play. "l'a-u vven'l fir: rrlilri lri tint-tlirrt
everything that will li|;|ppen—--|;iut_i
that's part af the fun. belt‘: l:fit'i_r.itt-.=r l.'i.'
Adventure llleeigt! let an evervicw til
hew ta plan an adventure. and tiew
te create the par ts Gltltlltl-tl1r't:I'lilt|T1*
that yeu cia hrrve central ever
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The Game
Eessiun
In the lirst ga.tne sessien that starts
eff yeur campaign. yeu need te es-
tablish a tew parameters. Yen need
te briet yeur players abeut the werld
yeur game is set in and hew their he-
rees fit inte this werld.

Start by having the players intre-
dnce their herees. The best way ler
them te de th.is is in character. but
dan't let the players target te de-
scribe what their herees lealr litre—
what they*re wearing, the impressien
ei hew they meve. the way they carry
themselves: all these things can be
used te paint a visual pictu.re at the
herees.

ln additien. yeu need ta werk eut
the cennectiens between the herees.
De seme er all ei them ltnew each
ether helere the lirst adventure. er de
they meet in the epening scene‘? titre
they part el the same team. er a
greup ei individuals breught tegeth-
er by circumstance? Tau can estab-
lish cennectiens between the herees
beiere the adventure begins. er just
let the cennectiens develep naturally
during the initial adventure.

Mere iniermatien an what gees
inte an adventure is cavered in
Chapter 15. The rest el this chapter
gives yeu advice en hew te beceme
the best Gamemaster yeu can be.

Create a Picture
In a releplaying game. the actian
scretls acress the mind’s eye el the
players. Anything yeu de ta help
players create an accurate picture ei
each scene maltes the stery mere ex-
citing and immediate.

When yeu describe a scene. den't
tell the players just hew it leetrs—tell
them what they smell. hear. and.
when apprepriate. what they ieel
and taste. Describe everything tram
the herees' peint ei view. ll the he-
rees can't see what's behind a deer.
den't tell them what's haclr there. The
descriptive wards yau use shauld
shew the players what their herees
can see and atherwise sense.

Never tell the players what their
herees are deing—thrrt*s up te the
players. Instead. shew them the re-
sults at their actians.

Den’t give everything away, ei
ceurse. Held baclt eneugh interma-
tien te get the players curiaus and
thinlting abeut questians at their
awn. ildalre the herees active. werk-
ing ier su.btle clues er hidden se-

I enly iaint illurninatien and

i
' Three p-ertals lead eut at this

crets. Hy enly describing the meet
impertant details, yeu can lerce the
pleyers te draw their ewn cenclu-
siens er ta piclr up the cues yeu want
them te. Fer example. examine this
descriptien:

The airleclr iris epens. The \\
emergency lighting prevides

leaves behind mere than a tew
shadaws and dart: earners. ‘fcu I
can see that the crew ccmpen-
ment is a mess. Baelts. data
disks. and a variety at teels
fle-at abeut the rnain cabin. as
well as gtebules ei crirnsen
liquid that drlit like cleuds in a
calm sky. It single glave irem
an e-suit hangs near the cell-
ing. The air is stale. with an in-
distinct. retting smell that hav-
ers an the edge at yaur senses.

cabin. Twa are clesed; the third
ene. te yeur right. is partially
epen. thaugh the passage be-
yend is dark. H. barely percep-
tible clrmg eeunds h-am behind

\ene at the clesed dners. J

There's mere than eneugh inierrna-
tian pravided in this descriptien te
spur the herees te actian. but nething
they ceuldn't sp-at was menttened.
The Gamemaster has given them
things te think abeut and a variety at
aptiens ta cheese [rem when they
malre their lirst meve. The players
may ceme up with semething unex-
pected. but chances are they'll de-
cide te examine ene at the clues.

Iillzlleplag. Flnleplag,
Hnleplagl
While every player centrels ene
here. the Gamemaster handles the
entire supperting cast. That means
everyene tram the nameless extras
and bit characters that till ent every
campaign te the preminent allies.
sidel-ticirs. adversaries. and majer
eppenents that the herees interact
with. Mast members el the suppert-
ing cast need te he described enly by
a trey werd er a single detail that
helps yeu play a rele. Same can even
be imprevised en the epet. especially
when the herees ge semeplace yeu
haven't develeped.

Ft clerl-1 in a stere. a taxicab driver.
a miner bureaucrat. er a man in the
street might have te be made up an

the spet in respense te a here's ac-
tiens. Den't werry abeut game statis-
tics er Ability E-ceres-ier these types
at characters. tn mast cases. ne dice
ralls will he required when interact-
ing with them. If a dice rel] is need-
ed. laelt in Chapter ti: Supparting
Cast tar statistics ei seme general
types at supperting character tem-
plates. er simply matte up whatever
numbers yau need. In the event that
herees decide ta try their Persenatity
sl-tills an these miner cast members.
mast start eut as Neutral ta the he-
rees. unless yeu decide etherwise.

Us the ether hand. impertant
members at the supperting cast re-
quire mere cemplete baclrgreunds.
releplaying netes. and iull er partial
sets ei game statistics. Build these
characters accerding te the rele yeu
thinlr they’re geing te play in the
stery. Fin expert er specialist needs
eneugh statistics te apply his l:newl-
edge ier the herees. while thugs and
miner villains require eneugh sltills
and equipment ta put up a light. Ii
these supperting characters survive
te beceme recurring members ei the
cast. yeu can always add te their ste-
tistics and hacl-tgreund details later.

Meier members ei the supperting
cast deserve te be treated litre he-
rees. They need itbility Scares. slrills.
equipment. geais. persenality tags.
and even attitudes taward the he-
ree s. Ftdversarles at this caliber need
te be played legically. censistently.
and with panache.

whether a supperting cast mem-
ber is a walit-en. a miner character.
er a star-level adversary. play each
as an individual. Haleplayt titething
makes a miner character shine like
gee-d raieplaying at a trey ieature.
and nelhing ruins a majer character
like net releplaying him ta the hilt.
Ham it up! Jtct it eutl Melts each
character memerable ier the rele he
er she plays in a scene.

It's impertant ta keep a separatien
between yeu as Gamemaster and
yeu as the persen whe represents the
supperting cast. The characters yeu
run sheuldn‘t knew everything yeu
l-tnew. and yeu sheuldn't matte them
inte herees that steal that stage tram
the players. lie fair. and play each
character ier the specific rele yeu en-
visien ier him er her. It the herees
have set a periect ambush. then let
the villain wall-t inte it. li the herees
matte a geed bluli. let them teel the
harder guard.



Acrlrlru vs.
5TYLE
Every Gamemaster has his er her
awn style. Same peeple play the
game by the heel-:. relying en the
rules and guidelines ef the system ta
figure eut what happens next.
Others den't epen any beet-ts during
the whale sessien ef play. figuring
that it’s net werth interrupting the
stery te find eut the warding ef the
rules. ‘:'eu’ll have te learn frem expe-
rience which style vvertts best fer
yeu.

l"-"lest Gamemesters interact with
the players in secend—per:-ten veice
while narrating the details ef rt
scene. referring te the here and pley-
er as "yeu." The player respenrls in
first-persen veice. identifying his
here as Here's an example el sec-
nnd-persen and first-persen veice;

Gamernaster: "Yen see a leng cer-
itder. with a let at heavy damage.
There are breiten pewer cenduits.
shattered decl-ting. scerch marlrs en
the wells and ceiling. and debris
scattered an the fleet. What are yeu
geing ta da?"

Player: "l ready my mass pistel
and snealt dawn the hallway. l-teep-
ing my eyes peeled."

Fer a different llaver. the Game-
master and the player can use third
persen. and the scene will seem
mere detached. Eemetimes third-per-
sen veice is usetul fer that reasen;

Gamemaster: “This is a leng carri-
dar. with a let ef heavy damage.
There are brelten pewer cenduits.
shattered decking. scerch marlrs en
the walls and ceiling. and debris en
fleer. What's Sergeant Grimes geing
te de?"

Player: "Grimes draws his mass
pistel and advances dawn the hall-
way. He's leeiting eut let treuhle."

There isn't a great deal ef difference
in game styles ier narrative scenes
litre this ene. Same players are un-
cemfertable with trying ta speal-t in
their character's veice—they'd rather
stay a little detached frem the rele-
playing by referring te their herees
in the third persen.

Yeu eiten have te pertray a villain
er a supperting character the herees
are interacting with- Yen can actual-
ly speal-t yeur supperting characters
lines and let the players sert things
eut fer themselves. er yeu can simply
sum up what the supperting charac-
ter haste say:

Gamemastsr {as iniermantl: "t
heard that there's semething geing
en dewn at the decl-ts tenight.
Gared's expecting a shipment, and
all his geens are geing te be there."

Ur...

Gamemaster: “"t'eur interment
tells yeu that Gared's expecting a
shipment dawn en the decks tenight.
Ft let ef his men are geing te be
there."

Beth techniques get the jab dene.
Wertt with the veice yeu're mest cem-
fertahle with. Using first-persen er
secend-persen veice allews fer a
deeper cennectian between player
and character. and brings eut mere
drama i.t1 the rnement. But if yeu're
uncemfertable with the theatrics et
releplaying. just sum up the interma-
tien and let the players get te the
part at the game that matters fer yeu
and them—cembat, challenges. and
pusste-selving.

5et the Right tttluurl
Every setting has a specific meed.
depending en what genre ef science
lictien it seelrs te emulate. Establish-
ing that meed can help the players
maintain their characterisatiens and
visualise the scenes described te
them. Same adventures can change
the tene and meed ef the setting fer a
brief time—thinlr ef yeur faverite
televisien dramas that semetimes
use cemedy te create a change at
pace-—-but in general yeu shenld
l-reep the meed censtant se the play-
ers stay immersed in the stery.

The way yeu describe scenes.
play supperting cast members. and
make intermatien available ta the
players reinferces the meed at yeur
setting. ll yeur campaign is an epic
space apera. then yeur descriptiens
shauld be larger than life. yeur sup-
perting characters geed er evil. and
yeur presentatien straightterward.

ti yeur campaign instead tells a
darlr and gritty tale el the nearin-
ture. then yeur descriptiens need te
cenvey that attitude with an eppres-
sive air that infects the herees. ‘feur
supperting cast members need ta be
herd. teugh. and tatalistic. and the
infermatien yeu present shauld be
full ef twists and turns te faster a
meed ef iselatien and unease.

Moderating
the Sturg
"i"eu're the mederater. and yeur ward
is law. Yen decide which eptienal
rules are in play. and yeu settle any
questiens cencerning "the reality“ at
yeur setting.

Ctl ceurse. yeu need te be fair and
impartial; etherwise. yeur players
ceuld wind up angry and frustrated.
Pleasenable players wen't mind if
yeu malre rulings that den't fever
their herees. as leng as yeu act cen-
sistently and in an ebjective manner.
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Apply the same standards ta the
supperting cast.

Remember. yeu're in centre] at the
campaign and the game. Previde a
challenge se that a geed stery can be
tald. but den't view yeurself as the
players’ eppenent- Find give the
players a break every new and then.
lt's na tun far a player ta have a ta-
verite here killed, especially in a
manner that he had na central ever.
It a here is taking unusual risks er
acting in a manner that gees against
selt—preservatien. then serieus harm
shauld fellaw. Pt here whe dices with
death an a regular basis shauld
meet the fate that's ceming ta him.

Relax!
lt's a gemel There aren't any tests.
and ne ene will held it against yau it
yeti make a mistake er twa aleng the
way. Learn the rules in stages. add-
ing mechanics as yau and yeur play-
ers need them.

tie entertaining. and allew the
players te entertain yau. Ham it up.
play it straight. ga far the dramatic-
whatever's apprepriate fer the scene.
the setting. and the stery yeu've set
eut ta tell.

"|"au and the pleyers have ceme ta-
gether te tell a greup stery. using the
language and cenventiens at a rate-
playing game. Use the rules as yeu
see fit. but use them ta help yeu tell
the stery-- net ta hinder the way the
stery unlelds.

Heep Things Mnving!
Gamemasters shauld teel free ta use
any at the tellewing metheds fer
keeping the actian geing. the stery
flavving. and the game fun.

lr- Make tt Up: Imprevisatian is ene

at the mast impertant skills a Game-
master can learn. itla matter hew
carefully yeu plan er hew cempletely
yeu eutline. the heraes will wander
tram yeur "schedule." They'll ga
semeplace yau hadn't even censid-
eted ta talk ta sameene yeu hadn't
even theught at. What happens next?
That depends an what yau make up-

Begin by describing a tew details
abeut the new lecalian and wha’s
there. Use the reectiens af the play-
ers te spur mare ideas. What's be-
hind yeur well-decerated and

well-planned sets might net b-e as
linished and cemplete as what yeu
had set up. but that’s ekay. Ge with
the flew until yau can get the heraes
hack ta a scene yeu've prepared. Tau
may have te make slight adjust-
ments. but chances are yau can use
what yeu've planned in seme fash-
ian. na matter hew far afield the he-
raes wander.

Ir ttiting it: 'When the adventure
starts ta take elf. nabady wants ta
break eut ef the raieplaying by step-
ping te check the rules. That's the
best time ta simply wing it. Hall
sarne dice and meve an.

Fer example. if a here wants ta
see it an enemy's weapen has any
UIIIITHJ lett. have the here make a Per-
senatity teat check ta see haw lucky
he is. If the heraes ask it a specific
item can be feund in the ream they're
searching tbut net an item cannected
ta the main plat af the adventure}.
make a guess at the edds at the item
being there and rell a die.

l- ignere the Rules: When yeu de-
cide that a specitic rule shauld be
bent er ignared fer the sake at the
stery. that’s the way it is. Eemetimes
yeu'l| use dice ta settle a questian.
ether times yau'll let raieplaying and
the needs at the stery dictate heur
events untetd.
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Mgstlc. martial artist. trader. and rluctnr

Ending a Sessinn
Semetimes a grime sessien will step
in the middle at an adventure. In
such a case. bring it te a clase with
yeur players wanting mars-—en a
cliffhanger. Will the herees make it
this time? Will the villain get away?
Tune in next time- . ..

lifter the sessien in which the ad-
vent Lt re cemes ta a ceticlusien. talk
ta yeur players. t-"ind aut what they
liked, and why. Fisk them where they
think the campaign is headed. They
rnlglit give yau an idea er twa that
yau can incarparate inte the next ad-
venture yau design.

'l'his is alse a geed time ta risk the
players abeut what their characters
may e planning. Their answers will
help yau develap future sessiens as
well as respend te year players’
gaals.

Keeping lilecnrrls
Being e Gatneinaster means being in
pessessien el—anrl in central at a
lerge bedy el infermatian Keeping
this infermatienergarused and up ta hemefi inmfl Hem“ 1hUthflS€|hi5m_
date is critically impertant ta run-
ning actien-filled game sessiens—

yeur players aren't geing ta want ta
wait while yau rummage threugh a
slack at paper te iind the map at the
spacepert their herees have just eti-
tered.

in addiffan ta maintaining neles
an the supperting cast and specific
lecatiens in yeur campaign setting.
yau need te keep track at events and
actians that accur and ceuld came
inte play again in future sessiens.
This sert af recerd-keeping is espe-
cially impartant lar mysteries that
slewly unravel. and fer recurring
plats and characters-

lt's alse ri geed idea far yau ta
keep an up-te-date capy at each
player's here sheet. Having ready ac-

b cess la the heraes skill scares. far in-
stance. makes it passtble lar yau ta
rell secret skill checks withaut hav-
ing te tip yeur hand tiy asking a
player what his here's t5twareness—
intuitieri scare is.

Campaign Ealenrlar
f'-"lany Gameniasteis enjay develap-
ing a fictienal calendar and a time-
line fer their setting Hy putting the

Q‘
ry. yeu may realise eppertunities fer
adventure- The warlike empire was

defeated seven years age? l"-"it-1‘y'i-‘H5!
they're preparing a retaliataiy strike.
The camel will strike the planet's
surface in three manths? The heraa:-:
better invent a device ta deflect the
carnet—:-tat-inl

Creating special dates and an-
niversaries far yeur campaign lielpi-2
ta faster a sense at realism- Wliy
mark helidays? l:' yeu can tell yeur
players that they've lrrrided an lxixa
l‘v' an Lilieratien Day, yeur players
vviil naturally till in the siirrtiundings
with their awn expectatiens at wit at
it weuld he like.

+l5tIl‘ii.FtIIl‘l-E‘t3 the caientiai as yau see
fit. ll the heraes have la wail tl"irei-'-
weeks ier the next clriveship ta ceme
liy. then these three weeks pass; just
tell the players. "lt's three weeks
later - . and mark the new date.

Events that cemmenly advance rt
campaign setting's calendar include:

l- Traveling far langer than ene
day

Ir Periat.-is at resc-rirclt. analysis.
preparalieii. er training an the he-
raes' part

Ir fncarceratien at legal traaliles
Ir Special stery events ar charac-

ter develapments

HiUHllltllliP-'=*
I‘-'I_l

llltll
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Scents
5Tn|_||:T|-lee
P. scene can be anything frem a
tense negetiatien in a canference
ream ta a battle af dreadnaughts
hurling energy at each ether. While
these examples might net seem te
have much in cammen. all scenes
have the same basic campenents.
There's an epening. in which the be-
rees see what's happening; an apper-
funity far actian. in which the herees
can effect the adventure: and a clas-
tng. which ends the scene.

Elpening a Scene
it scene can begin in any way yeu
can imagine. but at a minimum yau
need ta tell the players where their
herees are. what they're deing. and
what their surraundings are. Here's
an example ef an epening:

/‘i"au kick apen the deer and
see what appears ta be a lab.
In the ream are leng fables
cluttered with scientific appa-
ratus. a big camputsr censele
an the far wall. and a weird
tank with semething fleeting
in a murky salutfen. H pair af
guards are standing watch-—
and new they're whirling fa

\face yeu and drawing guns.

The next thing the Gamemaster will
say is "What da yeu da new?" Neth-
ing has ferced the herees ta cheese
ene strategy ever anether: they can
try ta talk ta the guards. retreat aut af
the teem. er blast away.

Actinn
lictien is the meat at the scene. He-
raes and supperting cast members
may interact with ene anether in any
number ef ways: in ceeperatien. ap-
pesitien. at camp-etitien. The rules in
the Players Handbealr and in this
beak far resalving actians cever tnest
situatiens. but yeu make the game
yeur awn by iinpravising. expanding
the actian ta meet yeur needs.

Once the scene has begun. any-
thing gees. "t'eu've prepared far what
the herees are likely ta da. but ex-
pect ta be surprised by yeur players’
imaginative respenses ta situatiens.

J

Elueing a Scene
Seener er later. every scene ends.
The adventti-t'e meves en. Avaid
scenes that run an fer mare than ten
reunds ef cembat. require desens at
dice ralls. ar embreil the herees in
cenversatiens that never end. if yau
find that a scene is dragging en.
den't be afraid ta wrap things up-

Eeiere yeu end a scene. give the
players a chance te pursue their eb-
jective in the scene and witness the
results: success. failure. er Lie. The
players need te knew if they've get a
lead ta werk with. if they can ge en
ta the next step af the adventure. er if
they're geing ta have ta retrace their
steps and try again.

The Interlude
Stringing tegether scenes requires
attentien and imaginatian en yeur
part. Think af an adventure as an ac-
tian mevie. Net every mement at the
herees‘ existence is an film. There
are sequences in which the herees
review their aptiens. make prepara-
tiens. travel. er wait fer the right time
ta strike. These scenes-that-aren't-
scenes are called interludes.

Same greups derive satistactian
frem the raieplaying interectien
between herees. and interludes be-
tween scenes are excellent times ier
players ta campare what they've ab-
served and devise plans far cemplet-
ing the adventure. Yau might spend
much at yeur time invelved in these
aff-screen sequences while repre-
senting the supparting cast.

lt few examples ei interludes:

Ir ll. periad at travel during which
the heraes spend mast ai the time
getting frem ene paint ta anether

Ir A tang challenge. such as an
analysis ef evidence. a scientific ex-
periment. ar a research preject

F it rest periad in the middle at an
adventure

Ir ll. periad af training. resupply-
ing. ar recavery away frem the imme-
diate threat

Interludes allew yau ta central the
flew af time in the game. If it's impar-
tant te the adventure fer a ceuple ef
weeks ta ga by befere the herees get
their next lead. use an interlude fa
accaunt fer the herees' time and at-
tentien while yeu're setting the stage
far the next scene ef the adventure. If
the herees are busy tar three manihs

rigging the experimental singularity
prebe. call it an interlude and skip
ever the intervening time-

Du-ring shert interludes. den't war-
ry abeut what every here is deing.
ltnycne can maintain equipment.
read. er secialise in the lecal cafe.
Try ta ensure that every here has
semething ta de during a leng inter-
lude. theugh: players get b-ered when
they think their herees are sitting
areund deing nelhing!

EnA|-Lenses
.5. challenge scene is ene in which a
here tests his skills er abilities in a
cantest—a cliff ta be climb-ed. a
bemb te be defused. er just abeut
anything that deesn't invelve cembat
er interactian.

Presented here are guidelines far
creating and rrmning physical and
mental challenges. Gites. yeur judg-
ment is the deciding lacter in deter-
mining haw leng a challenge takes.
hew difficult it is. and what the re-
sults are.

Each challenge yeu place in frant
ef the herees has at least ene chaf-
lenge path—the rants by which a
here can averceme the challenge by
using his skills er abilities. it. chal-
lenge path is defined by its t‘.'.'CtI'fipfEI-
ity tthe number af successes required
ta cemplete itl. its time frame lthe
rate at which heraes can attempt
skill checks ta averceme the chat-
lengel. and its risk {the cansequence
af failure}.

Mast challenges fall inte ane ef
five general categaries: reasening.
endurance. hazards and traps. absta-
cles. and technical challenges.

Ehallenge Paths
Mast challenges can be appreached
in mere than ene way. l-leraes trying
te defuse a bemb might disarm it.
hack inte its electranic brain. er jury-
rig a rabet te carry the bemb away.
When yeu're preparing a challenge.
take a mement fe think up the til-rely
respenses and prepare a challenge
path ler each.

Eeme appreaches may be mare
apprepriate than athers. Reflect this
fact by assigning penalties er benus-
es ta certain caurses cf actian. Hig-
ging a rab-at in enly a few minutes
might be difficult. passibly a +2 er +3
penalty. Du the ether hand. the bemb
might be easy ta disarm. giving a —E
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TABLE E27: CHALLENGE TIME FRAME

Tlme [heck
Frame Interval Example

ll] secnntls Ifphase Athletic feat
lIII—El] se|:|:|n|:ls lfrnund Picking a luck
I-II] minutes lfminute Eetting a trap
ll]-El] minutes Ifll] min. Tempnrarg repairs

‘I-IE huurs I.~’h|:|ur Elimhing a large cliff
‘IE-43 hnurs IRE hnurs Permanent repairs

E-7' flags ‘lftlag Miner lznnstrulrtiun
?—ElIl clays ‘l:‘weel-1. Extended jnul-neg
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unpleasant fall. while a here whe
batches the jab at defusing a bemb
ceuld cause an explesien. Many
challenges can inflict damage. and
athers may imperil a here in ether
ways—the less ef pessessiens. the
enset ef a disease. er a eemplicatien
in the stery that results frem his fail-
ure ta cemplete the challenge.

Reasnning
Ehaflenges
When a here must use wits er train-
ing ta arrive at a cenclusien. he
faces a reasening challenge. On ec-
casien. a here has lrnewledge that
his er her player deesn't p-assess: fer
example. a statship cemmander
lrnews mere abeut astregati-an and
starship engineering in the centext
af the adventure than any player.

The Fact Check
A reasening challenge can be
played as a fact checlr. Thini-r ef this
as a rell ta see if the herees happen
ta recall a pertien ef their special-
isecl ltnewledge that applies te the
situatien. Fer example. if yau tell the
players that their herees have en-
ceuntered a spatial anemaly. yau
might allew each character ta at-
tempt a reasening challenge using
Physical Science-astrenemy ta gain
a glimpse inte what they're facing.

F Challenge Path: Any skill.
Ir Cemplexity: Eimple fl. successl.
Ir Time Frame: lnstantaneaus.

llluicl-1 Judgment
The secend cemmen use at a reasen-
ing challenge invelves malting a
snap judgment ahaut a situatien er
transactien. in this type at challenge.
a here examines the evidence and
ieferrnatien he can gather with his
wits and senses. leai-ring fer things
that den't fit. H detective rrtalring a
cursery examinatien ef a crime
scene and an undercever afficet
evaluating a new centacl are ex-
amples ef herees trying te rnalre a
quick iudgment.

Yeu can decide that l success pre-
duces a basic fact. and 4 successes
preduce insight inte the preblem at
hand. but e here needs T successes
te discern a subtle clue. The mere
time and effart a here spends an the
challenge. the mere lil-rely it is that a
secret will be feund. in shert. a here
can malte a hetter judgment by stick-

ing areund te examine the scene er
grilling the prespective centact.

It Challenge Path: Bltills cemmen-
ly used in reasening challenges in-
clude Business. itrrewiedge. Law.
any Science. lidministratien. Interac-
tien. and Investigatien.

Ir Cemplexity: Simple er ebvieus
preblems require l success. Subtle er
cencealed infatmatien requires 3-5
successes. Extremely subtle interma-
tien might require B-3 successes.

I- Time Frame: Minutes.

Endurance
Ehaflenges
Extended physical activity er a hat-
tle against the elements may be re-
flected by an endurance challenge.
Endurance challenges invelve the
less ef stun er fatigue paints.

Anytime a here is faced with the
threat ef freezing. heat exhaustien,
suffecatien. drewning. er death by
the ferces ef nature. have the player
make a 5tamina—-endurance check
fer his character ta see hew leng he
can held eut. This is a special lrind ef
challenge that cemes inte play when
a here is trying ta held up against
semething that can exhaust er ltill
him ever time.

The twa basic l-cinds ef endurance
challenges are expesu re challenges.
which cause stun damage: and ex-
haustien challenges. which cause fa-
tigue damage. l-‘fare infermatien an
running these challenges can be
feund in Chapter 3: Gamemasters in
lictien.

l]\.rerlan|:I l\f|fl'Ul!lTll=!I'l‘|I
Herees whe strell. march. er farce
march fer hears must make Stami-
i'lE1--Ef1tlfI..lIt1TlEI~t?.* checks ta crveid suf-
fering fatigue damage: see
“I1-fevemenl" in Chapter 3.

I-lnstile Envirnnments
Exp-asure te hastile cenditiens repre-
sents an endurance challenge. tee.
Depending an the exact cenditiens. a
here might have ta check fer stun er
fatigue damage ever the ceurse ef
heurs. minutes. reunds. er phases.
E-ee "The GHHFH System" in Chapter
3 far details.

Hazards E Traps
Ft trap is a challenge that attaclrs its
victirn—a peisen needle in a handle.

a deer that epens beneath a here’s
feet. er a shalry ledge that gives way
when the here puts his weight en it.

The challenge path fer a hazard er
trap usually begins with a here malt-
ing a feat checlr er a stall check.
which measures hew negatively the
trap affects him. Well-made traps
may after substantial penalties ta
the here's slrill check. and deadly
enes may inflict serieus damage en
Ordinary er Gee-d results.

lifter the trap activates. the here
may lace additienal steps in the
challenge path. He may have te
climb eut ef a pit. disarm the dart
threwers. er recaver what's left ef his
cemputer files befere centinuing.

Heavg Falling Things
Herees at risk ef being crushed by
falling stenes. tappling trees. er eth-
er large ehiects frem aheve shauld
get an Awareness check in erder te
spat the danger befere it strikes. A
penalty may be applied if the trap is
well censtrueted. Once the trap is
sprung. damage inflicted depends
en the victim's Dexterity feat checlr.
Cempare the weight and speed ef
the abject ta a nermal fall and use
the damage far falling as a guide.
See "Falling" in Chapter ll.

Elhstacles
Same challenges just stand in the
way and farce the herees ta think
abeut haw ta get areund. ever. er
threugh them. H river that must he
crassed. a cliff that must he scaled.
and a cave-in that must be excavat-
ed all fall inte this categery.

An ehstecle may have a lengthy
challenge path requiring a number
el successes. Unlilre in an endurance
challenge. successes against an eh-
stacle measure pregress aver time.
Ftltheugh an ebstacle is net ienately
dangerau s. a here whe runs inte
treuble aleng the way can be hurt-
censider a reclr climber whe rells e
Critical Failure halfway up a lilti-
mefer cliff. er a swimmer whe tires
halfway acress a river.

Obstacles effer the mast passil::ili-
ties fer alternate challenge paths.
Fer example. herees cenfrented by a
leclred deer have several aptiens
epen te them—piclting the leclr.
bashing the deer dawn. er setting a
charge te blast it epen.
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Buuntg hunter, amhassalzlur, law enfurcer. and hrawler

EIIIEIFE E §EEl_||'i‘l;u tfi-i-:Il'tij‘l$3t‘t1ht!li-titIlttltfIHLlI‘tl af sauirce nnrte.
EUIEEE tin an t e iercfs niearis a access.

A lecl-red deer. electranic vault l-rey- it Example: lice reparter E‘-.criar.is
pet;|_ end eihritrrr ty-pee e.| errr-rrretter-1 A technical challenge invalves using Daagan is laal-ring threugh the city’s
eccess can step the hereee irr their sl-tills in werlting tewerd a specific preperty recerds tn hnd eut whe
tracks. The rrreet cert-tr-rrerr etritle fer geal- trying ta hacl-: inte the enemy awns the mysterieus wa1"ehause.l"id-
tjlerrlirrg with tr ehrgrtterrge rrt thte errrr mainframe. repair a damaged star- ministratiari and Investigate are twa
are Manipulatien. Cc-mputer Sci- drive. Syltlllesise an antidete. er 1'e- reasenable skills ta use. The Game-
ettce_ ctrrd Eeetrrity, Pretrtrrg r1 leelr er stare anether character ta health. master decides that traclting dawn a
rewiring er treyrgrrrt re er rherter-etety There’s an asteunding variety ef nernial recerd weuld require anly l
cerrrpterr teetrr rrrret rrrrrty reryutre tr ways in which heraes ceuld meet a success, but the villains have set up
greater r-rtr.r-rrher el etreeeeeee ier technical challenge. Hater ta the a ceuple ef layers ef shadew ewner-
adyerrceri leclre, A time h-err-re et guidelines far “Cample:-rity“ and ship. sa Deegan needs fl successes ta
retrrrrle er |'r1ir1|_tt.g5 tr; [rm-rrrry-rrjrr1e_ tr]- "Time Frame" presented at the be- wade threugh it all- The recards are
thaugh errtrer-rrely tjttjlirrgjrrrrjrerj eeetrrtty ginning at this sectien. The r1escrip- crammed inte paper files with nut
syeterrre mey trrtre hetrre te er-er;1.r_ liens in Chapter ti: Slrills may present any erganisatien. sa the Garne-

sante aptiens fer specific challenges. master decides that Sceaps can try
Walls, FEIIEE5, E. E|iff5 ene sltill checl-r per heur.
The r;hrr]|e|-rge pryth fer eeettrrg r_r .t5\I'lE.lI1.|5i5 E HE'5EE:lI'lII'I it Example: Super physicist Firi-
phyeicrrl h.r;|r-rier ie eeurrtly rt'tt1rtettr;e_ Herees digging up infermatian lay a drel ifaralrev is investigating the site
climb. althaugh heraes might thinlt lltfiteugh study al the facts at hand ef a wreclted asferatd calany. leal-ring
at at her ways ta get areund ar aver are engaged in this l-iind at chal- fer any evidence el add physical
the ehstacle. The cemplexity and lE.‘-t'tt_;,[E'..dttIlt'I‘ti1'iiS|.[tIIil'IZt1'i. Investigate. phenamena. He uses a sensar device
time frame at the challenge depend and Science sltills preve the mast te take readings and then retires tc-
nrr the length af the clirhh, usetul d tiring analysis er research the ship's lab ta examine his lind-

Wherr rr here teile er r¢h'rr-rh _=;[.rt]] challe|1ges.'t'eu may assign a penal- ings. using his Physical Science
checlt. he deesn't autarnatically ly ta the sttill chec]-rs ta measure hew sl-till. The C-arnernastei decides ta
piurnntet te his death. Ftllaw him a hard it is ta came up with a useful make this a difficult challenge. giv-
Ilerrterrty feet ghee}; te eetetr trtr-rreett abservatian given the seurces. The ing each af ‘v'araltev's checks a +2
an semething. althaugh he retry re- cernplexity reflects haw many facts penalty. Since ‘tiaral-rev needs ta cer-
quire assistance te get e1.|t at the |"'tL"-it be t-'aI'1't}‘1ils='l i1'I erder ta arrive relate and plet a number at readings.
pre.-_-licertrer-|t_ at a cenclusien. The time frame de- and then laelt threugh seme higi1-
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brew and radical theories. this taslt
requires ii successes. With the re-
sources of the lab and the ship's
computer, Varal-tov can malre slrill
checks once per hour. Without them.
he would make checks once per day.

llnmputers
Using the computer as an aid to re-
search or investigation allows the
here to add the computer's bonus to
his own skill che-ck—which could be
Investigate. Knowledge. or any Sci-
ence. E-ut a here using the Computer
Science skill to gain access to an
enemy computer. craft a virus. or
write a program is engaged in a spe-
cific 1-rind of technical challenge.

Wlien a here is hacking into an
enemy system. the computers securi-
ty pragram governs the challenge
difficulty. Usually. the hacker must
lirst bypass or defeat the security be-
tore doing what he came to do. Refer
to the rules in the Playerh Handbook
tor security complexity and difficulty.

Creating a program or repairing
damage to a con1puter’s software is
more time—consuming. The quality of
the program affects the hero's skill
checks. and the length of the pro-
gram governs the successes needed.
It might only take a tew minutes or
hours to modify an existing program.
hut coding a major program should
take weel-is or months.

Medical
Using medical sl-tilts to treat an in-
jured character is a technical chal-
lenge. Medical treatment is covered
in Chapter 3: Gcrrnemasters in Action
and Chapter -if: Skills-

Repairs
A here might try to fix anything from
an engine with a thrown rod to a de-
fective stardrive. The quality of the
tools and resources available modi-
fies the challenge difficulty-—it's eas-
ier to fix a bent axle in a body shop
than out in the middle of nowhere.
The extent of the damage is reflected
by the complexity of the challe-nge—
correcting a minor problem may only
require l success. but fixing a big
problem could require El successes.

He-pair times can vary. depending
on the availability of spare parts. the
accessibitity at the damaged area.
and whether or net any machining.
manufacturing. or programming is
necessary to get everything back on-
tine. Generally. the type of damage
governs the time frame of the re-
pairs. Hs-pairing stun damage takes
minutes or hours. but fixing mortal
damage takes days or weeks.

Emceumrcns
Heroes might be able to shoot their
way out of trouble or invent nifty de-
vices to circumvent their enemies,
but sooner or later they'll need to in-
teract with the world orou nd them.
Pin encounter can involve speaking.
dealing. or persuading: an interroga-
tion. o business transaction. an emo-
tional appeal, or a veiled threat.
Encounters are sources of informa-
tion. assistance. and entertainment
for the heroes and their players.

Encounters are the dialogue of an
adventure. They help you to deliver
crucial materials. support. or knowl-
edge to the players. Hols-playing is
the best chance for the players to
showcase their heroes. Some chal-
lenging adventures consist of noth-
ing but encounters. as the heroes
puzzle out a mystery, arro nge an al-
liance. or make contact with a hard-
to-reach person.

The encounter rules presented
here and in the Plays-rh Handhoolr
are tools for your use. Fin encounter
table tTable P25} is provided not to
deprive anyone of the pleasure of
roleplaying. but to give you o meth-
od ef approximating the response of

the supperting cast when you're not
sure how they react to the heroes. I-is
always. teel tree to ignore the results
oi any table and roleplay characters
and situations as you desire.

Encuunter Paths
As with o challenge. you can consid-
er an encounter to have certain de-
fining characteristics. The path is
your plan for the encounter. Consider
which skills the heroes are lil-rely to
use in dealing with this character or
situation. and decide how these dif-
ferent tactics are likely to worlt.

Cit course. you don’t really know
what a hero's going to say or do be-
tore he does it. but you can make
some guesses. lt's reasonable to ex-
pect that a Combat Spec might try to
intimidate a smart-mouthed punt-r.
while a Free Agent might try to get
him to open up to negotiations. and
the gorgeous Diplomat could flirt
with the street rat and overpower
him with her presence. Knowing
your players and the way they like to
portray their heroes is an odve ntage
in planning an encounter.

Based on what you expect the he-
roes to do or say to secure the sup-
porting character's cooperation. you
can set up several possible encoun-
ter paths and outcomes. Ft guard
might just stand aside if bribed or in-
timidated. but if the hero-es charm or
deceive him. he could volunteer criti-
cal information or even accompany
the party to help them along.

[lifficultg
In addition to providing information
or cooperation. some tactics may be
easier or harder to opply than others.
This is reflected by the difficulty of
an encounter challenge. The basic
measure of encounter difficulty is the
prospective target's resistance modi-
fier—his force of Will or the level of
his intelligence- Refer to 'l'l'ttiLt5 Pill:
Si:11.|.s 8.: Hrsisrsrrcr: tvfoirtrises on page
1l5.Assign additional modifiers
based on the situation.

1- Example: he extremely strong-
willed guard tresistance modifier of
+2 steps} might be hard to intimidate
or charm. but he could be unusually
greedy and susceptible to bribery.
granting a hero a —l bonus to the use
of this skill. The skill check is made
with a +1 penalty.

Preparing for an encounter by
studying the target and learning



how to push his buttons is a smart
precaution. and might provide the
hero with an edge in negotiations.

Resnlutinn
ii single elcill checlr is all that's nec-
essary to resolve most encounter
challenges. Compare the target
characters attitude toward the hero
with the result oi the hero's sl.-rill
check. and consult Tests P25: Ein-
courrrrn sicu. Errtzcts on page 95 in
the Players Handbook. It's important
to remember that Hostile characters
aren't always enemies. For example.
a negotiator sitting across the table
irom a here might be regarded as
Hostile. since he's trying to get the
most out oi a deal while paying the
leaet amount possible.

Use your judgment when roleplay-
ing supporting cast members during
encounters. Apply penalties to en-
counter skills as you teel appropri-
ate: in any event. you can set aside
the result ol any dice roll.

Time
Most encounters take less than ten
minutes. Either the hero manages to
pose the bribe. charm the object oi
his altection. or lie to get out of trou-
bte—-or he doesn't. Thinlr oi an en-
counter as one scene in a movie;
even extensive dialogue doesn't go
on for much longer than ten minutes
or so. Some encounter scenes may
take even less time: bluliing or in-
timidating someone may be accom-
plished with one strongly worded
statement and a steely glare.

Cine-liners take no longer than a
single phase. Decepticn.—bInff and
Interaction-intimidate are encounter
slrills that can be pulled ell as one-
liners.

Brief speeches require anywhere
from a round to about a minute to
achieve results. Leadership—inspire
and interaction-taunt can be used
ior brief speeches.

Simple transactions take tram one
to live minutes to complete. Encoun-
ters using Business. Administration.
Street Smart. or Interaction—barga.it‘t
tall into this category. Some impor-
tant transactians and negotiations,
such as corporate acquisitions, can
drag on lor weeks or months.

Clonversations last anywhere from
a tew minutes to o iew hours. The
use ol ‘Culture.-Entertainment, Inter-
action-sednce or lnvee t“lgate—-int'erro-

gate generally takes a lair amount ol
time to sway a supporting character
or complete the objective oi the en-
counter challenge.

lt's not important to keep track oi
just how long an encounter takes.
Keep the scene going ior as long as
the ployers want—ii they're still ask-
ing questions or discussing the situ-
ation in character, there's no need to
step in and end the encounter until
the players and the supporting chor-
acters have nothing more to say to
each other.

Extended Encnuntlsrsi
The average encounter is the subject
oi a single scene. But sometimes he-
roes may want to spend days or
weel-rs "working on" a supporting
character. especially it nothing else
is happening. For example. trying to
seduce someone with ten minutes of
witty conversation and sparkling
personality can he tough—-but if the
hero has several days on o cruise
liner to get close to the subject at his
attentions. his odds improve. Use a
complex skill check as described
below.

First. set an opening attitude for
the subject (Hostile. Neutral. or
Friendly). Each day, the character
can make a skill check to see how he
has fared in changing the subjects
attitude. An Ordinary result counts
as 1 success. a Good result counts as
2 successes. and an Amazing counts
as 3 successes. Six successes can
shiit the subject's attitude by one cat-
egory (Neutral to Friendly, ior exam-
ple}. 12 more will shill it a second
category. and 24 beyond that will
shift it a third category. lt's a long
and hard task to bring about radical
shilts in a subject's attitude.

O Example: Agent Albright has to
win the trust oi the boss oi a street
gang. He's undercover as a new re-
cruit. but the leader's right-hand man
hates the new kid's lacs-—he starts
as I-loittile toward the detective. Al-
bright decides that he must win the
lieutenants respect betore he can
get close to the leader. so he works to
convince the gangster that he's com-
pletely loyal to the gang by using his
Entertainment—act skill. After accu-
mulating B successes over a tew
days. he shifts the lieutenants atti-
tude to Neutral.

[lice and
Rullsplaglng
An encounter scene blurs the line be- ‘L
tween mechanics and roleplaying.
This is all rightl Anytime the players
are willing to act out what their he-
roes say and how they try to influ-
ence the supporting characters.
encourage them to do so. You don't
have to include any skill checks in
an encounter scene ii the heroes'
words and actions dictate a particu-
lar response.

4 Example: A drunken thug tries
to pick a light. If one hero eggs him
on while another hero tries to calm
him down. you can decide that the
thug goes alter the hero who's taunt-
ing him. regardless oi any success
the peocemaker gets. Use your com-
mon sense—a space marine in battle
armor isn't going to be able to draw
a cowardly clerk into a listiight, no
matter what the player says or what
result the hero achieves on his lnter-
action-taunt skill check.

When Talking
[Ina-5n’t Wnrk
Despite the heroes' most persuasive
arguments and delightful personali-
ties. eventually they’ll run across vil-
lains and supporting characters who
aren't interested in what they have to
soy. ‘When the heroes don't have any-
thing that could possibly interest the
subject oi the encounter. or alter they
say or do things that the subject
views as threatening or hostile. it's
impossible tor the heroes to change
the subject's attitude. The subject
has made up his or her mind about
how to respond.

Mild-mannered supporting char-
acters may politely excuse them-
selves lrom the conversation. Li the
heroes are threatening. the subject
may call tor law enlorcement, bounc-
ers. or even a passerby. In a pinch.
the subject may llee by whatever
means are available.

More aggressive characters may
decide that the conversation should
take a violent turn. When one side
decides to attack in the middle of an
encounter scene. allow the appo-
nents an iliwareness-intnition check
to see ii they anticipate the hostile
reaction. Treat this as a noanal sur-
prise checlr lsee Chapter 3: Game-
masters in Fiction}. and iollow with
action checks tor the first round.

ltttlllltlllttltttllltl
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inacces-

swsvflfll .

“W " torch in the
ell flisi-'s;ne=sssv1r is

mounted on
and aren’t

use These are

_ ___ . __ _ .

i

accessories often re-
:tg. or custom

re-raise the fact that
ittlhiclss can carry more gear

each vehicles durability
_ eguril .to its number of mortal
' I"_.___ __ts.-tits svebvr st ae-
_ 'essssisrta1rs. Home ve-

_ too large or too

_ ' ercustomizing a ve-
that‘ a _su.ttable body.

_ engine. and ot1lBI.' normal
:h;:s.a;sIound system.

and windows, and spare
_ included in the basic
§ou=rlen‘tl:tave to pay etara to

bi’ your hero s plane or

s'yst;ei:ns_such as the -ones de-
haven “hefty price tag

and may not be commonly
Tcvallable.

.- . -.
l""-ii--:

;;__ ..: . _-

.rI- -:-

' hero's car. Hewever. un-

-figstem
.- _-flelcrlptinns

' ' ‘Ptlrnost any device from the personal
oqtfipment list can be fitted to a ve-

.-hicle. Unless a hero takes this to eit-
treme lengths {for example, trying to
mount one of everything in a com-
pact car}. all he has to do is spend
the money and mark it down on a
vehicle record sheet. ll necessary. as-
sume that any item from the persoi1-
at equipment lists weighing more
than 3 1-rg uses l point of durability
when installed within a vehicle.

You or your players may become
interested in an accessory that isn't
described below. There’s no reason
you cao‘t add to the systems listed
here. ll there's an item you think is
reasonably available in your cam-
paign. go ahead and create it.

Hblative Module [PL Bl: This obla-
tive defensive system is a larger.
more durable version of the personal
ablative harness. The system pro-
vides bl] points of protective energy.
Every point oi mortal damage weak-
ens the lield by 3 points. every point
of wound damage weal-tene the field
by 2 points. and every point of stun
damage weakens the field by 1
point. when the module's energy is
reduced to El or fewer points. the pro-
tective field collapses. liecharging at
a power source requires one hour per
ll] points of lield energy.

Hirtight configuration {PL Ell: The
vehicle is sealed ior airtight opera-
tion. and includes on airlock ior
entry. Usually, this feature is chosen
for vehicles that will operate in un-
usual or poisonous corrosive atmos-
pheres. tllirloclrs can double as

Elecc~ntctniiTtr_tti:'iit stt111ur;r;. til]-".-tttzj: :';-t
airtight cotiligurad vc-hiclc l-.;-so its
ability to recycle al1',ase'.|1t=-"- ill-‘ll ll
can contain or1.o|_1gltitttiti-l'|t_1ttt':;.-;_-i-:ii|
equal to its Clt_tI|_tl_7'lllly rtitintj.

Camoullager IEPI. Bl: Using iat;tt:--
racagrtitiort and plic-loie|Ii:.'1iv~"+ :'|'||.tt-'-
rials. the carnottllagrj:-r all-:':|t-rs a
vehicle to blend into its st1rr|:::|u:1:i-
ings. illtliotiglt tlze vehicle :"~'.tn lIl~"'
spotted by its I<It|Tlr_:r.l1r:t1t_-iii r.iIl|='rr
sensors. it's hard to with 1lt~:.-
nalrecl eye. ill any i'listc|ttt_v;- ~'_r|'r'-ttl-'::
than ll] mete-rs.a:1 lltill‘.-‘l-LlI_l-Lll v|sL|-:.|i
Ly 5;errrclti1t§_j tar the ".'i_-I*l'I|';tIli: 1-;I.|li--rt-1-.:
t2 penalty to his i"’|.‘.F-.-'1:It'tT.-itr:::-ts. j.|-..=:r:- j-
tion check.

Camping module [PL til: 'l'hi.-". tn--
t.Tesso|'yt|1cludes panels :11" :_:t_n11].1|u1
nlenls that slaw Ltp-‘irtr1l'il1%-:‘rftl_1it|. .-'t
vehicle's camping at-a-rl1.:lt= i:-1 tit-.-ttvi-.-1
than the personal version, rltui I1":-
cludes a cabin measuring Ii 1'11-etc-t's
wide and lit Inelors l-tirttj, will: :--l-'*I;-]'.=-
ing facilities for sis. Putr."ltast|"|r_j |_t=rtI-
ol these modules gives the e-cjuivo
lent at cr camps.-r canopy rrlltt-:'liefl l-'.-
the bed oi a pickttp truclr l’t1Tt'ltr:&;:irn_[
two or more ol these ntodular-t. rr-"-n
ders the vchtclo into a mobile ltante.

Communication suite {Pl. 5}: it
communication console may t_w- cort-
nected to several comtrtutiicrttioits
devices. including a rr.i=:ltoI't“l. Er.-1
or comm gear [PL '9'}. an ori:-ital up-
linlr, a cellular phone. a tnass 1:"a:u=
ceiver {PL Tl, an etitcrgtrncy lie-:.tc|i.-:1.
and a Gt‘-‘E receivei or lat?-.-rtial Ironi-
pass, The comm s|.1ita'E: ttan:=;r"e.1vr.=tt-"
are more pawl;-rltil tl;r.1:i littnrl-lu-.'lti
varstatts, trtirl1":osse-sstt-virrt-.-titt"-
range oi liand-hcltl rlc"tir:|':~s-

Dellection modulo {PL Tl: Ft l-111 Iler
version oi the deflection lt|:1tut.-szz.
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this pewertul screen is designed ta
pratect a vehicle. Frgainst Ga-:3:-d tire-
pawer weapens, it adds +2 ta the ve-
hicle's resistance niaditier against
eneniy vehicular attacl-rs. matting it
harder ta hit. Prgainst Urdinary fire-
pnwer weapans such as niast per-
sanai weapens, the system adds +4
ta the vehicle's resistance niaditier.
Finally, against larger, Finiazing lire-
pawei weapens, the medule increas-
es the vehicle's resistance niarlitier
hy +l. The detlectian niadule pra-
virtes iia deleiise against callisians
ct-r crashes-

ECM pad {PL 5-l: This defensive de-
vice detects and iains enemy radar
trrtnsinissiaiis. it tunctians as an El"-"l
detects-r unrl can alsa t:ilaclrincan1-
ing radar signals. The EC!‘-tl pad is
alsa usetul against missile guidance
systems and tire cantral radars. The
pilat ar apeiatar ralls a Eiysteni Oper-
atian- canimuiiicatiaris skill checlr ta
use the ECl"v'l. The result pravides a
rnadiiier la an enemy's sensar
checl-rs, DI the attacl-r rall at a guided
niissile: Critical Failure, --l hanus;
Failure, na ma-dilier: Urdinary. +l
penalty; Gear], +2 |1]E'I1tIIll‘y'j.i‘il'rI‘r1tZt3lIlQ.
+3 penalty.

Ejectian system [PL 5]: This acces-
sary is a standard aptian tar military
vessels. l_iLtt can he equipped an any
niadern vehicle. including land-
hased anes. The ejectian system in-
cludes custainiiiatian and ei-rplasive
halts ttiat allaw the pilat ar passen-
get ta sately depart his vehicle with
haste. Each ejectian system installed
can suppart a single individual.

EM detectar {PL El: This sensar de-
tects anrl lacalises electramagnetic
eniissians such as radar and radia. lt
has na jamniing capability.

E:-rcavatian gear tPL 4}: 'l'he vehi-
cle is equipped will‘: a hrtcl-thee.
grader, hulldairer hlade, and similar
pieces at heavy equipment. Excava-
tians at large sectiens -at earth and
sand are passihle; eiract specifica-
tic:-Iis dc.~1:ierir.i an the vehicle.

Hi-pawer engine {PL El: This ac-
cessary increases a vehicle's cruis-
ing speed, rrir1:iri1'nt1iTi speed. EII1-d
acceleratian ratings hy 2El‘i-ts. 1-'ar eit-
ample, a cat with a narrnal cruising
speed at till] lrph has a cruising
speed at lEi] lrph with the lii-pawer
engine aptian.

The pertarmance pact-rage can he
purchased any nurnher at tirnes,
given the limits at the vehicle's dura-
hility. Cit caurse, each accessary
daiihles the vehicles hase cast.

[H detectar iPL 5]: This sensar
scans tar iuiusiial liigli-energy sig-
natures in the inirared hand, allew-
lrig the eperatar ta detect vehicles hy the greund. An aperatai can attempt
the heat al their ei-rhat.1st. engines. -:ir
tin the case at last vehicles} the hic-
tian at their passage threugh the air.
[H tietectars preve niast usetul
against vehicles ttiat are jamniing
incainirig signals ar are:i't einittiiig
any radia naise The lFl detectar isn't
as sensitive as the therinril iniagei.
hut it has a tnuch greater range.

Mass detectar {PL Tl: Gite at the
mast saphisticcrted sensar systems
available. the mass detect-nr can iii-
staritaneausly detect any signitirrrint
mass within range. Fr passive sys-
ieni. it deesn't eniit rletectnlile radia-
tien. Typically. the mass detectat is

used against airharne ar spaceharne
vehicles; the signatures at such vehi-
cles aie nat masked hy caiitact with

ta detect heavy vehicles ar structures
an the surlace with a +3 penalty.

Medical suite {PL El: This is a cani-
prehensive emergency care unit. lit
Pl. 5 ar ii. this suite cansists at a lirst
aid l-tit. facilities E-E.[i1Cll ta a surgical
l-ril. a medical scanner, arid all ap-
prapriate medicinal supplies. ht PL '1"
ax higher. the medical suite alsa in-
cludes a life suppart paclr. 5trelch-
ers, hacl-rhaards. teniparary casts
and splints. and ather such taals are
included as well. The cumulative et-
tect at this gear pravides u -2 h-anus
ta Medical Science sl-ttil checl-rs.

Pertarniance package iP'L .5]: The



vehicle's maneuverability has been
enhanced by a tap-natch suspensian
sensitive cantrals. and aerahatic
central surfaces. lts drive rating im-
praves hy — l. praviding a hanus ta
llehicle Uperatian sltill checl-rs.

The perfarmance pacl-rage can he
purchased up ta three times. Each
pticl-rage increases the vehicle's cast
by E-Eds.

Hadar 'lPL 5l: Fl radar system al-
lews the aperatar ta detect distant
aircraft. spacecralt. ships an the sur-
face at the acean. ar even vehicles
meving an the graund. A sl-rill checir
irivelving the use at radar is medi-
tieri by the nature af the target: a
high-flying aircraft in apen space is
easy ta spat. but a law-flying heli-
cepter is a different stery. [See “Ile-
tectian. Evcrsian. and Pursuit." page
l33. tar intarmatian an range and de-
tectian madifiers.l Hadar is an active
system; radar emissians can he de-
tected hy an ECM pad er Eli-‘l detectar-

iltir search {PL 5.1: This radar set
may he maunted an a surface vehi-
cle far air surveillance, ar an an air-
l::-erne platfarm.

Flirlfipace t'PlL. El: This is a mare
pewertul air search radar. used in at-
rriesphere ar in space.

Mnltihand t'PL .'?,l.' This is anim-
praved versian at the airtspace
radar, with greater lrequency agility
and eirceptianal range.

Surface search |'Pl'_. Sf: This radar is
rriaunted an surface vehicles far the
pulpase af spatting ather surface ve-
hicles such as ships at sea. It can
nlsa he rnaunted an an airharne plat-
trirm ta search far greund targets.

Hemate cansale [PL Bl: Ft cammiin i-

catian suite is a prerequisite far this
accessary. A vehicle equipped with
this system can he ape-rated remate-
ly hy redie cantral ar datalinlr- The
cansale includes cantral cannectians
ta all majer systems. sa that the vehi-
cle can he started and pilated re-
mately. if the vehicle has any
weapens. the aperatar at the rernate
may fire these narmally. Using a re-
mate censale ta pilat a vehicle ar use
any af its systems carries a +2
penalty.

Rescue gear {PL Bl: This special
equipment includes a rescue paclr,
first aid l-tit. magnetic clamps. fire
extinguisher. chain haist. campres-
sar, cutting larch. partahle pump.
several hundred meters at synthetic
rape. a taallrit. and an assartment at
ather usetul items.

Salvage gear {PL El: The vehicle is
equipped far heavy-duty tc:-wing. sal-
vage. and laad and remaval apera-
tians. lt features a winch ar paivered
chain haist, cutting and welding
gear. a campressar, pu mp, generatar.
and demalitians materials apprapri-
ate ta the campaign’s current
Pragress Level. Far eirample. at PL B.
salvage gear will include faur ar five
applicatians at plasma jelly. See
"Prepared Eirplasives“ in Chapter ll
at the Players Handhaalr.

Science suite iPL Ell: The science
suite cansists at a camputer with ap-
prapriate datahases er science pra-
grams. a camfartahle warl-rstatian.
and a general hattery at instruments
that pravide a warlring set at taals far
any Life Science ar Physical Science
slrill cheat-rs. ln additian. the hera
may specify ane particular specialty

skill- i"-"i scientist investigating tasirs
in the specialty field gains a -- it
hanus ta slrill checl-rs while using the
science suite.

Security system [PL St: A security
system cansists at a user-recagnitian
system tat PL 5, vaice-activated; at
PL 5. hiaelectric signature}, errtt'tt-
taugh claars and windaws. a prairimi-
ty alarm. tit matian ar displacement
sensar. and an emergency call sys-
tem designed ta natity the nearest
law-enfarcement autharities when
the vehicle is stalen ar hralren inte
by sameane ather than the awner- Ft
security system pravides a +3 penal-
ty ta an intruder's Security—securi'ty
devices ar l'r'lanipulatian—laclrpi'clr
slrill checl-r.

Sanar IPL 5]: Sanar can be used in
active er passive ma-de. fictive sanar
is mare lil-rely ta detect targets. pra-
vidiiig a -2 hanus ta the aperatar's
sl-rill checl-r. Unfartunately. using ac-
tive sanar guarantees that the
searching vessel is naticed hy any
sanar-equipped vehicle in range.

Stealth cenfiguratian {PL Bl: The
vehicle is fitted with radar-ahsarhent
caating. cavered intal-res. and ather
measures that mal-re it ditlicult ta de-
tect. Fin enemy sensar aperatar using
radar ar infrared mediums suffers a
+3 penalty ta any sl-rill checlr ta de-
tect a stealth-equipped vehicle.

Thermal imager {PL 5i: This sensi-
tive imaging system canverts in-

Sll]|HlllPat
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frar-:':-ti light itila vieit'ilr.- light. lt is
irsr--int ta: spelling he-at saurces and
seeing threugh dart-{ness ar had
wt‘-.-rrtlier, r.illti-tiugli its rririg-.1: is riiucli
siiartr.-r than that at an lli detector. Fl
vehicularthermal imager allaws the
eperate: ta igtiure penalties iii candi-
litirts thrit vvriultl -.ilisr_:|i1'e nrirrltal
sight. as well as tletectiiig ria-rivisi
t'Jl-t'—.*l‘1ti*£ttE.*I'|itl1I1Ettt|iJt]5 such as cati-
r..'r.-trlt'.v.'l at rt-.~r:t.-ritly used yr‘.-hicles.

lfiriea scanner lPL E}: This is a spe-
t"it'tl sensar that s~.v-eeps an area,
st.-trrrrtiiiig it:-r trrintrtrst tir rntitiati. lt's
usetul lat spatting caticealerl vetti-
ctes at veliicles using a ctirnuulltiger.
S-irill cltecl-rs riiurle with t: virieti scari-
Ell:-'1 gain u E haiius.

\/EHIIIULAR
WEAPu|\i5
llcrnes apcrating in dangereus areas
may rliscaver rt need tar lirepawei"
iierivit-it tltrrti they can carry. Vel'iit:'.J-
lar we-n|.iaiiry answers that need.

like vehicular accessaries. vehic-
ular weuparis require support. brac-
iiig,r1n-ti nitiunting. Ta rell-tirrt the tact
llirit stirne vtihiclris can ririrry larger
weapens than athers. each vehicles
d|.iral.1-ility rating lirnits the number
‘till li'Ill'{.'f"‘l'7if-i-lil|'i:I"l'l‘-l [_Il'I|i_ll '\i'Vf_i'li_Tt[_lIlT_l]'t!'_-,i lhflll ti_lU_|.']

l_"tE:iI15lLlllE!l1l.l"r'llJS‘t"-"El1lt_‘LIlCli weap-

ans use sr.-vc-ral durahility paints,
r.riir.i may he taa large =_iiir.l tea heavy
tar smaller veliicles.

System
Descriptions
ililrnast any weapan tram the persen-
til ‘-'v't-i'tt[_]{_ili!'_i list t_:r_i|i lie littr_+r_l tr_i ct ve-
hiclc. Pissunie that airy strrtirilarrl
ranged wea pan from 'l'i'u.-tI.t. l-"39:
l"t.-'-.t\tat".tt WT:i'tt=c»t-is uses l paint at rlura
liility. and that any heavy we-apan
train '5‘.-isa; P-iti: H:-1.-ivr Weir-ans uses 2
paints at r..lt.irt.itJility. Set.-i Cft='.t'[.Ilr.?.
Wcapans st rlrrriar in the lllayefs
Ha rt dhaalr

l"r-tiin tttiir: tri llIT'lt'-t, yriii t_ir yr_i'._tr

:-
-‘___ I|

pirryers may hecanttfr inte-rested in iji
weapen that isn't an the list. That's
alray; the list in T.-'-.ttE.t; G29: li"|-:ittt.:t|t,ii|+
Wt;t'tt't_irts isn't irttenr.lt;-d ta l.ir- campre-
hensive. There's na reasen yeti can't
allciw ciritliticiris trii the wt-.-tiptiris titr-
scrilritirl lielriw. ll tli-.';:rr_i's ti wF_ii;ipr_iit
yau thinlr is availril:-ie at will he
same-da y in the luturr- rrreate

PL 4: Industrial Age
75mm cannan: This is the heaviest

gun that can he rrtauiiteri an light
tanlrs and vehicles that aren't really
tanks. Callateral dam-rige equal ta
ane-hall the. damage railr.=rl [rautid
tlriwri] 1'.-:-rtericls in rr “.75-me.-ier |'r_1rli|.is,

lfillrnm cannon: Pt typical t-ttnlr g an
at the lnrlustritil ."'tge. the lililiritii criti-
ririn pt:-r.etrrites e‘-.'e1|tltet|'_iat__1iir:sttit
-;It'titt.'.1I's. ':<'illt't‘;+.-rttl rl:_rttir_igr- aqtiijrl ta
atte-titill lite I'lt'tl‘t1-l'[t_f]|;r rrj:-ilerjl i;=-1-{tr-_iflr_’l5
itt-:1Ll-ittiiittj-Ilttclitts.

Pl. 5: lnfurmatinn Age
.50 caliber machine gun: The ..5ll

'C'EilllliJE!t is ‘Lt lieavy ritrrtttiirie gun de-
stgtieft r't‘.Iiri-.- tri: |.|t'itivr_il'|,it"=.tlifrr than
tititipersantiel use. lr".trr.':-r'_lur:er.l late in
T’t'tT+pt:'€=£i:s l.r-vel -l, rt reriiriiris rjanima-11



throughout PL 5 as well. Unlike other
vehicular weapons. the .5U caliber
can also be tired using the Heavy
Weapons--direct fire sl-rill.

25mm chain gun: This light. rapid-
iire cannon is designed to knock out
any armored vehicle short at a tank.
its explosive shells endanger anv-
one unfortunate enough to he in the
area: collateral do mage equal to
one-halt the damage rolled extends
in a E-meter radius.

fintiaircraft [Pail] missile: This sys-

tem includes oirilspoce radar. in ad-
dition to lire control systems and a
hoot-cup heat-seeking mode. Six Aft
missiles are carried in the launcher.
and each additional durability point
used lor ammunition represents a
locker or storage compartment for
tour mlditionol missiles. Upon lII‘t.-
pact. a missile inflicts one-halt the
damage rolled within lit meters.

Fmtitank lFlTl missile: Designed to
pierce the heaviest armor with a
shaped-charge warhead. the anti-

tanlr missile is a 1.vire~guided or
laser-designated rocket with a hack-
up target-imaging system. Upon im-
pact, it intlicts ane-hall the damage
rolled in a lU—meter radius. Six mis-
siles ore carried in the launcher, and
additional ammunition may be car-
ried in o locker as per the AP: mis-
sile, above.

PL 5: Fusion Age
25mm charge gun: The light-voh i-

cle weapon ot choice at Progress
Level E. the 25mm charge gun resem-
bles the chain gun in most respects.
but uses the electrochemical tiring
action oi a charge gun.

75mm rail cannon: This weapon
uses a magnetic driver to launch a
scramiet shell. which ignites atter
leaving the barrel and accelerates to
hypersonic speeds. The blast causes
collateral damage similar to the
Tfirnrn cannon.

12Dn1m rail cannon: A fearsome
slrytanlr. weapon, the l?.tlrnm rail gun
launches heavy rounds to hvperson-
ic speeds. The burst radius is similar
to the l2t]mm cannon, above-

Laser cannon: The laser cannon
uses a special iluorescing plasma
mi:-rture to generate intense bursts ol
light Iacused through an optical tar-
geting svstem.

PL 7: Gravity Age
Arc cannon: it heavv. vehicular

version at the hand-held arc gun de-
veloped at this Progress Level. it
uses a laser to ionize a path through
the air. and then delivers a massive
electrical charge a split-second later.

Plasma cannon: One oi the most
spectacular weapons available, the
plasma cannon creates a white-hot
blast of superheated gas and uses a
magnetic accelerator to hurl energy
at the target.

Quantum cannon: Subatomic par-
ticles travel from this cannon at rela-
tivistic speeds. imparting high
energv and kinetic damage to the
target. The secondary cinematic et-
lects at the restricted quantum can-
non are brilliant.

FL B: Energg Age
Maser cannon: The maser cannon

uses a poweriul matter reactor and a
linear rnultiband antenna orrav to
create devastating beams at electro-
magnetic energv. It combines the
cutting power oi a loser with intense
radiant heat.
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\/EHIEULAR
Anmon
Itrrrror allows tr vehicle to absorb
damage when it is strucl-r:,r:1|_rcl1 like
a character rolls for armor after stif-
ferrng rlrnrrrrgc. The cost of the armor
depends on three factors: the sise of
the vehicle {reflected in its durability
rrrtingt, the rrrnount of armor, and the
type at orrnur.

Prlloy arrrr=;rr ttirsl seen rrt Pl. til is
rrrrrtlt-r at lrrrrjc quantities of super-
trrrrgh metal alloys such as var1-::tr'ii-
um steel. Polymeric arrnor iF'l. El is
corrrposr-rr.l at micro engineered plos-
tics- Er-rrrrrnc-trrl|_l’l,'.l'jis1r1r;:r:fefrr_1rrt
larrrirraterl cc-rr:rrric.=; and lightweight
rnetr-rls. l"-leatrrrltrte [F'l. '.i"l is an allay
t1r'.rr'rt5'rt1:tr-rrf rrl r:rnnpresser:l tungsten
arr-tl disrrssocirrterl trt=.-rttrarrs.
l'"lr:notltrrr'trc r;rrtrrr,n ILPI. Bl is a system
r-if s:11rrrt lrrruicf metals with extraor-
dinary conductivity and memory
r-Iharacter'is|ir'.-s.

rl'*rrt|1or:rrr.rylrave r1 Eltlrabillty cost,
dr'+tern:irrecl by the arnourrt r_rfr1r|na~1'
selected. Light arrnar, rcgarrltess of
the type, has rrrr rlrrrrrlrtllty cost. l"-"lod:-
rrrrrte arrnr-n costs I durability point
lr'It' vehicles whose total durability is
lretwer;-rr Li rrrrrl ii prrirrts. For vehicles
of larger !-ri:r.e.t1rr-'rclrL—.-t'|;rtr;- r_:rrr1orr:o:-its F!
drrralrilrty poirrrs Heavy armor casts
-fl r'ltttrtlrtltly' pr‘-rittts.

Tire effect ot arrnor is given on the
left side of Table GED. The monetary
cost of the arnror. hosed an the ditto-
bilily of the vehicle, is given on the
right side of the table- A dash indi-
cates that the amount of armor isn't
available tor a vehicle of that rh.rra-
bility rating; smaller vehicles can't
be heavily reirrtorced.

VEHICLE
Cams/rr
Your first decision as the Game-
master ol a world with vehicles and
vehicle combat is simple but impor-
tant. Do you want to narrate the
scene, or do you want to visually
present it?

In the narrative style, you won’t
concern yoursell with the exact ma-
neuvers or position of the vehicles
irrvoived. Simply lreep track of how
for they are lronr each other, and
whether they're closing, opening,
holding. or attempting to break off-
lvlaybe the jet lighter has to loop.
banl-r. or dive to get at the other
guy-—the important thing is that the
en-e:my’s Er kilometers away. and that
the jet lighter is attempting to close
the distance to get i|1to cannon
range. The basics of the narrative
style are described in Chapter l2: Fe-
hicles irr the Players Harrdhoorlr.

When you lay out a visual repre-
sentation of the vehicle battle on a
map or diagram. loose intentions
lclose. open, e|c.t no longer matter. ll
a hero wants to close the distance.
he'll choose maneuvers that move
his vehicle closer to the other one on
the map. The range between vehi-
cles can be determined by the map.

The advantage of the narrative
style is that it runs taster. lt’s good
when you don't want to break the
llow of a roleplaying session by sud-
denly transforming the game into o
miniatures battle. Ctn the other hand
using the visual style is perfect ior
players who litre derail in their com-
bat scenes and enjoy the opportunity
to straw all their tactical cunning-

Eetting Up
the Fight
Hegardless which method you
choose. you have the some basic re-
quirements for presenting the scene.
You have to choose an opening
range. beginning speed. and inten-
lion tor each vehicle- You may also
need to decide il either vehicle is
lil-rely to be surprised, just as in per-
sonal combat. Finally, if you intend



to use a square grirl or o heir map to
rnarl-t vehicle positions. you need to
pick a scale.

[lpening Flange
The opening range of a vehicle fight
depends on the prevailing condi-
tions and the type of vehicles in-
volved- let lighters routinely sight
each other at a range of ill] kilome-
ters. High-altttude planes can use
radar to detect airborne targets hurt-
dreds of kilometers away. But a pair
of automobiles playing tag in busy
city streets might not see each other
until they're within 5|} meters.

You can decide the opening range
hy considering the circrimstonces
that led to the vehicle combat. or by
rolling on Table G31-

Clear conditions include a bright.
sunny day: a straight. well-paved.
empty road. Highways and open.
high—altitude skies are eiramples of
clear conditions.

Normal conditions include normal
driving and piloting conditions. Pin
uncrowded, winding road. light seas.
and moderate-altitude skies tall into
this category.

Crowded conditions occur in
heavy traffic. poor visibility. and had
weather. Low-altitude skies. high
seas. and congested trallic are eit-
amples of crowded conditions.

Hazardous conditions are the
worst possible conditions. Inner city
streets at rush hour. perilous oft-road
driving. total darkness. and eirtrerne-
ly low altitudes—particularly near
obstacles such as cliffs or build-
ings—are included in this category.

Prctual detection ranges might he
for greater than this tinder ideal con-
ditions. See "Detection. Evasion. -trrtrl
Pursuit." Since most veliicular
weapon ranges -don't eircee.-til the
matrtirnum possible opening range rn
clear conditions. there's no reason to
keep track at corrrbrrt scenes trntil ve-
hicles appraach weapons range-

Detectiun, E‘\.tEl5ilIIII,
and Pursuit
When vehicles are involverl. long-
range modern sensors such as radar.
sonar. or cornputor-enhanced visual
scans may come into play. These tie-
vices allow the operator to make a
System Ctperation—serrsors st-till
checl-t in place at an llrwa reness
check to see how tar away the poten-
tial target cart be detected. Bee TttttE.|-:
G32: ttsntct-rt Dtrrccrtos Ptitrtos.

Detection may be modified by ob-
scrtrity sonar is confused by tur'l:ru-
lent waters. radar by ground cltittc-r
and porn r_itrirr_ispliei"ics. visual scans
by darkness or fog. and so on. Ft:
your discretion. apply rnoriitiers lroin
'l'-'r.E|t.t‘. G33: lr't.tt3r.':| t; Dt;'t"tIt':'|'|tir~t l‘r'ltitir-
t'|t;rt:t to the r_iperator's skill check.

Ft Failure r'esuttirid1r;t'rtesthotthe
serrsor operator does rrrit rletr=-cl the
approaching threat until the enemy
is actually in combat range; see'l';tttt.t'-
G31: t'j2rr'|:rr|:tt: t-trrrrorz. 'l:l't'i rt Elrttitrrit
l-'ail'.rro, the operator does not detect
theenerity at all. t'tt‘|r'f the eneriiy may
be able to achieve sur'pt'tso.

‘I: Example: Eicience Ctlficer
l'r'lcl'liggetis is using a b-timbers air
seatctr radar to l-tee}-r t-rti eye out la-t
rirrriger- Ctn an CI'rr.linai'y result. the
hero spots the enemy at r;r range ol
tilt] knt: or1 a Good result the hero
spots tho c-rioiriy r.rt17tt][| krri: and on an
ttniairing result. the hero spots the
enemy at rltltl l-trn- ll l'v'lcHiggeirs toils
l1Et'I'E‘y'SlL'%tl]'l'.::l[I|t-I~Tt'lllr{1Ilt st-rrrsrirs r_:l'reclr:.
the enemy aircraft closes to combat
range undetected.

lf a vehicle operator spots art op-
ponent belore it gets within coirthctt
range. the operator may rrhrziri-so to
llee and crvoid r~rimbr_it r.iltr_igettiei".
Cornpare the maitimtrrri spr.=reds of
the "-"E2-ltl{_?ll._1b€- ll the llr=rt=-itiq vr.1:liit:lr'+ is
faster. ll gets trvvay. ll tho ptirstrinrj
vehicle is taster. it eveirttrr-"tlly r'__:-:tlr'lt-

tip tltl-fl lritrtes ttriirtlr-t'it. "t"tiit ritrty
allow special tactics or rronrlttiriris tr:
at-rtoniotically evade the attrircit
l"-t'laybe the sl-tytt-ttil-t ctrr: tt:titit_l ti II-'l1ll
arid fly intri a lrrrrtrj-:'ii_ hit t-ti-ttrr'rir'ilr:.
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phase c-l the cicti-::iiirriiiiicl.I'-i'1~C1t~ie eurc
‘f'?_'.\1_|l.’ 5C‘C1lt=.'-l5; set lerge eiitiugh.

Lluless yeti have c: very lcrrge he:-i:
sheet or ]I‘itE:‘fiIiQ r;rre:1, 1_.rriu wen't
i.-'.'t1t1‘tt vehir:lee te travel mere thriri
tliree U!’ triiir hei-res ec1chphc:se.Ci'7li-
e-r'wisr-.=,1,rc=ti'll he teiced tn shill your
nirip COI‘15t{1I1'll1f.

I“ 5'tlTi{_I{II|'? vehicles ti'r;wet between
EU Ltfltt Still] l-zph uhcler hrirriicrl circum-
striiicesg u scriie Ul EU c-r =10 irieteis per
he:-i is crpprcipi"ir:te.

I‘ i5t.ircrr.1ltt1"ciirel hetweeri IUU ciri-iii
1i.fi[][| kpli; <1 errrile mt cit least EEIU me-
ters per ii-..=i-r er squcire is cipgirripriitite.
l.-;-nit; -rrmqe missiie tlttClCl'{S cil SE er
it-Iii l4ilc_i|rieteis: riirrir give yeu trciuhle.
sci 'fCIIl.1('.'ULll[i ii:-are -T1 Sccile cit l tCit-f_'1I|TlE!-
tei iii».-rt" tiei-i it l‘lE*CE'SI5;['I[1_r‘-

The Action
Rnund
lii ve':ii::lr.~ t,1'f_1-II‘IlJClt, the r:=::ti~:iri:cn_ii1cl
rirricifiefls E:)tr_ir_'tti,r ltl~IEf- the ItI|C'tiG[i
reiiiizgl in pfiitrifl-I'll-‘It ceirihrit, with iwci
l{E[," eir:.:ep-ticins. First. iii ireliicle
rmiims in ecich plicisc- ril the rc:-Liiid rit
its EZ't.l1l'1i'IttS[."_-?l?rt A cer rcicing ul-ring
rit Ettlfl l-rilrirrieteis per lir:-ur i-rcwers 2t][l'

l ll'|t.'le'_'!l'!5- per phrise, -l.'-."‘-.-'|I_':I"f phase.
Ehycar El'"lgil'lEEI"5 install a charge gun iT.‘1ir:r'.=;iiiir_._i this speert requires r: rte-

- . l'li=::"'ite rii:'ii'it"Li‘~'i.=.'i Gr; thr-: }':t'!Tt Cit the' ' "i. ire; *~= !'.‘ll ~ .'.' Ii ’- I‘ '- lfleglnnlng Ir|t|=_-nt||Jn5 lirl 1 ti ~- ti-eh He W ltt r
. . . . . .lii\-.=.-i['i:~:.ipiii.1te :-at-rill Tt".'T settitig tii'_1r.i'.'r.-.-lii- ,

.. ' _ . T:‘ii'* seririiiirl t-Lei; tF:t'ltL1I"E" -Cit the rir:-i.rlr_:- t'_II't‘.|lJt15h. ll‘lE-t'ltZit'_t1i;'.=E:=.‘il 1--I-tl|tltI{?E-I-i-1 til _ _
.' . _ _. titiii [I._Itll!1*.l |l'| vehicle Crilntiirt lies i11t-tithe <'.iiiil.~Li.~ili lt-r.:r.l».:-i':= .-:i~f_'tir.'L—' Lit‘-‘F_'.-1 _|_-.I'lf_-r_‘iLllI'1tt:'] t_'H_i‘_'t_ll[-t1i_t?ll1 l1UItl!iHl|."i[ _ ,_ | .. I _ -_ =.--.-;-i1H.1F__ nmnE!m,EIb_ An? Churucliél fit

clerrrr-i'irii'l|t:|i'ins,tier;|.irI1etl'ir‘ItF!-Ffifli lT'1ll=|<-'l*|' ‘T t =- '55- "F ‘"5 F’l.m_""'_ll‘r 1"’ ltl” Ilir; t_ft'_'2't'itt'£1iiE- cil {'1 '1.-'t.*i‘ltfIlF! is cittciwerl tri
ur.-|iir:|r+ wris nimriii-:_i Ht its l15tE*-1'1 '~'_"-?l'"1 1"i‘i‘-'-’t1I.'5‘l1'1“IP1-5'-It b'r'?‘it.;.-_-|tl_ Qt-i*=*Tt-1 nml_1F._| H Hmlnmh nlflneuvm in Bash
“_“llF*trll:l 5pe'E"il' llml Rmlfililifi Hklli lilhllillz l'_1HUlll(l gill‘ I'1l"|f.'lF'I" rii the rrctt-:.'rIi ri'iurir'l tri I-reep his

Elmmllm llm Flllmlllml llml lmlln ljllglil . . , _ v-.'5-hicie uiirler :":r1iiilrr_il und riiril-re it Fin
the .':1IlTt'.'IIIIL'tI1']fl rlr'.-ct-:_l|_=: wl1i'_itL|iIei_'tiuii l"_'-"“'l='l1li"*n- the t-"--*I1"~l1-1"-H15 111"‘:-" _ whHlE___ hm wm_l1S_ This means; that the
.;-,m;|-| s,r1';t"_i|f_{tF- 15 11;-¢¢7rrtinq_ ll r_i;1-¢~ \,u~_=h;- .ii'Cii-'iiTte: rji ]'l‘lCif.'ltlt1'.':'l. l'i1.1Ir1(I1'tlII'it]f-i t"iTi]1t'tl-
cle ptirsttett the Citlier, 'lllt'!'I'1 the ll[j."r;‘:-

l. ,1 , K. _ ._ iliiw-1 ri: pilc-1 qets "tree:-"rr<".tie1is lci
llcitis ]_Ilf_i‘v']-Lit‘ ii i.-. p-:.-iiriily tr"i the ‘-*tr'- “

iiitj] '-.-'E'ltltTl{-Tilt’-I~§_[Il1E=. with 'FIl'tlTltE?'I1t trii

'D|;|eiiiir|q spew:-:l I1-1II3'IfJt-'fl]."I Hriw lust
was eecli vehicle g-siiig lsel-cii'e the

. . . . . ' _ ' _ riimieiiver the vehicle even cluririq
ltI!] H E-iii: TII.'ISC!lT't'1IF!l'Tt<’I C»['L'J‘\.'-.1'£t't-‘ll '

~:i5ir.-ii_ 1.-.rl:tle the purstiei begins Wltlt
cm tT‘|tIF'I'|t t-"ii?lc1se.lltl1e '~'el1ii_'le:-;
'-'L'|='Ii=- ]'1f'[t'f'IttF"ltt'l[] ei:r:l'i r_r’rh|?T, lfifitl“.
[]]l1___Il1t tirirgiii with riii intent tc_i liciltl.

in the iirirr-rilive 5i'f|"tI.E‘,t'J['1l;[‘]t-t*.'I?.l tri
I.‘li_l'.:i'-';='tl1E'IZI[‘1£-;1l1L1t the irnhicle is lie-ciril
lily} tr;|-wiirti the ritl'irii', FI1't int!-Tritl tfl

.. l the piiriees wh-.-rr.- his ewri C1-Ettf2I|!"|FT-f'i!1L'tlttt'_'i['l.‘5 i_i<;l="_l :1 I-l ur.-r'iiil|\,r. Nt1’Il!‘:'l-1.ll , k 1 J ,1 H E 1

.. . ' . I1.'I]i:'rj.' -: ir ii rr ciw ]1!'['l'.-2']-{]{_?.i'T-f‘iflt'lti1l'!I'lFi i'i}:>pl';,' iui iiiririitier, I"lt‘i=.'l ‘I F I F, - E H.
.. . , _..irci'm e: u ‘tUll'l ciiiiici irretsrrli-{ii =.ri=ii1l|1i<.r-iis :.ii+::virlr- vi x‘. l'ir'~iiti.~-.. G i P U IT t 1_ -“ rm :1: 131-t'.ti' P reel: rn iei cic tun

§ Exflniple: F. el-:‘,rl1.1iil-:~;::i~i|i|i1iii|:li¢:r I _ _lt J _
tt H1Itl11I._.'l ii 'it‘i' 1" t!"»lt l ill ii lqllglill l'lmmqlhPFln1fi2mg “mlLI Er ji ' ill r. ii .' 1 Si"! ___

A I ' H * . -1.1 ‘. L _. '-.1iir.:~"t ph-zises -Fit the rriimri, she crrnii r_];£t11t._I rt.-sii iii: 1;-5 r_ r_- jl:1-;---'r*Iii-
I r T. .1 F]; 4,5.‘ .,.h_ H" lmr nth iiirrl.-:e Ctl‘tUL;tfiI]E?!T1fII'lE-?L1'i-"E!1' with her

i' |'-* i_','i"__I'4'T.‘-I (“I I" . | - _ I i" ill .1 I _ _ P
" ‘ '-' '=t ='-‘tn-'-ri ti"-mtg ‘ it: [It_ P I _ __ I . || __ _ I. _ _ - l.l.l-;Q}]t!.'.l “.. .. 1 _ t. -ll .11

flirt-¢|i -tJ|' l'JH5.'t_tl-I mer_i1i.=: that it 2 r1erirl- Hie I-‘tf_"-‘IE-'-Pit ~.+ l '- lli-I-'1'}?!-"Y‘hI"!J‘-""lll' t -. - . .. . _
ml IJ It]?-tin ltir_1t_t yet." 1 - - - -. ;. 1 ' _ ='.‘ti:'IIf1f1fI-li'.:tt'J!' [:1tiS;t ninl-re ri si|i_-=.-es;-; _inc; tT[.'&f_l1:rr ltein the I'_1‘llIf:t, um -['Il'| iii 5 [H nrdm ‘GI U PH]! In pertmm mm?

.. ,~ _ .1 _- 'i‘_- _ pl‘ _ ::li-.-.=r"l-t Willi it i-1 itl.-iiiiilt ' =1 t Hi =ti tri _ _TITPT l * l"'"l='l TiT1'Tt"1‘" lhillt l ‘r ll?" "IT! J I i l it tliuii ri t‘tt'Jtlt1tl{_1I]'i[JflE1‘._1‘J'i'F3'l,lf'Il1t'3FIf1|
- . -. - - - -' -- - .-. -.-11.-'r-i-: sii Iii" se _ _

Uh ll} ml" “IL l"' Bl mall" “Hg Spl"l"l ' l lritiet wciit lrir the Pliuse tlrrte:-IiTt1i]ecl
Eur rise Scale l=1,- t]ILI't ~11-’.'tlC?T'| ciiecl-:.1'ttten1pti1ic_,'
Ti F ' l 1 _ _ ,__5__H.lr _I 1 __ (Hr inf mp hurl‘ I _ HT iricire ce:iiplirrrit+.t-rt ]'flI!IlI‘1IIZ*t=_t"J'i‘}!‘S=. med.
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Narrative
Enrnbat
The narrative combat system is de-
scribed in the Players Handbook.
Here, you must balance roleplaying
tun with elements at realism- The
rules in the Players Handbook otter
IQ'l1iI[i'EltI‘ltI~5,l'l1tl much ol the time it
will be up to you to determine how
tough a maneuver is. what modifiers
to apply. and the specifics oi how a
situation resolves- Be sure to apply
the modiliers lrom the "Vehicle Oper-
ation I'v'loditiers" list on this page.

There are a tew critical things to
remember. ti. pilot or driver can't
change his range intention without
succeeding at a Moderate maneuver.
Basically, o I"»'loderate maneuver al-
lows the pilot to alter his intention
by one category iroin close to hold.
tram hold to either open or close.
from open to hold or hreatr. or trom
break to open. ll he succeeds at an
Eittreme maneuver. tic can change
his range intention hy up to two cate-
gories.

Fis part oi any vehicle maneuver, a
hero may accelerate or decelerate.
Tiui:.|-: P42: ‘-I|:Hici.E.s in the Players
Handbook lists the acceleration tin
kph and meters per phase] oi each
vehicle. Usually. vehicles decelerate
at the same rate.Pilai1d vehicle can
decelerate at twice its acceleration it
the operator succeeds on a Moderate
maneuver.

Visual Combat
ll you represent the vehicles in-
volved in combat on some kind oi
hex map or grid. everything works
just like it does when you use the
narrative technique to run the
scene --with two key ditlerences.
First. the need ior range intentions
disappears. With a hex map or grid,
it's easy to see who's heading where
and what the range is.

The second ditierence between
narrative and visual combat lies in
how maneuvers work. Each grade oi
maneuver tfioutine. Moderate. or Eir-
tremel allows a speciiic range oi
possible adjustments or turns ior a
vehicle moving on the hex lield. The
pilot can choose to make o maneuver
at any point during his vehicle's ma-
neuver thrit phase. For example. a
vehicle moving siii: hexes could com-
plete a turn beginning in the lirst
heir or any hex up until the last.

The complexity oi the maneuver
attempted governs the type ot check
to he made-— ii the hotshot pilot de-
cides to try a half-loop. it's a Moder-
ate maneuver.

To determine who moves when in
each phase. you'll need to determine
who has the advantage. Each round.
the pilot with the best action check
result has the advantage. in the
event oi a tie. the pilot with the supe-
rior action check score wins.

in each phase. the pilot with the
advantage can choose to maneuver
his vehicle lirst or to allow his oppo-
nent to move first instead. Moving
lirst might allow o vehicle to get into
a good position to shoot betore the
enemy responds. or to get out oi the
snemys sights betore the enemy
tires a weapon. Moving second otters
the hero a chance to see where the
enemy is going betore committing to
any movement.

A pilot keeps the advantage until
he tails a maneuver check. When
this happens. the advantage auto-
matically shilts. The advantage
might shift back and lorlh several
times in the course ol a single round.

Failing a Vehicle
Dperatinn Check
A pilot who tails a Vehicle Operation
check may or may not complete his
maneuver as intended. lust as in the
narrative system. the pilot must im-
mediately make a second Vehicle
Ciperation check. The result oi the
check determines the outcome, as

described on Ttttit.F‘. P44: Lris-tr~ir; Con-
'i'HCii. oi‘ it VEHICLE on page Elli in the
Players Handbook.

Vehicle Scales
When vehicles moving on diiferent
scales meet in battle—say. a jet
lighter strafing ct car—assume that
the taster-moving vehicle appears on
the map at the extreme lirnit of its
weapon range or the target's weapon
range. whichever is greater, and ad-
just the taster vehicle's scale to the
slower vehicle- For example. a car
driving at lliit] kph might cover tour
4U-meter l'lE'.t{E'.*S in each move. but a
jet ilying at E40 kph actually zooms
15 hei-:es per phase in the car's frame
oi re-lerence. You'd normally use a
much more compressed scale ior the
jet's movement. but since you have to
compare it to a car, you have to use
the lowest common denoiiiinator.
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When the last-moving vehicle
tlies all the end ol the map. use the
return times suggested in T.t.E|t.E P45:
l|lEi-l1CLE Bolus Hsrustt TIME on page
EH4 in the Players Handbook. When
it returns, it shows up on the same
side oi the map it lett irom. If a pilot
wants to loop back to another side oi
the map. it takes twice as long as
Listed on Table P45-

Attack and
Defense
Using a vehicle system to attack or to
defend against an attack requires an
action on the part oi a character in
the vehicle. A gunner or passenger
can operate a weapon any time he
can perform an action. The pilot or
driver can do so too, but operating a
weapon system and performing a
maneuver in the some phase adds
diiiiculty to the maneuver check.

One usetul tactic in vehicle com-
bat is holding an action. It the gun-
ner doesn't have a good shot in the
liming phase, he can always wait
until the Good. Ordinary. or Margin-
al phase to see it a better shot devel-
ops. Sometimes. a vehicle might be
in a great position early in the
round-—but it no one on board has cm
action available. no shot lakes place.
Such is the stress and uncertainty oi
combat. Maybe the gunners trying to
lock in the target, arm the weapon. or
program the search pattern. Maybe
the pilot is a little disoriented lrom
the last high-g maneuver.

The attacker applies any modi-
tiers trom the "ifehicle Attack Modi-
tiers" sidebar to his skill check that
are appropriate to the situation.

Attack and
Defense Skills
The mechanics for attacking with a
vehicular weapon system are just
like attacking with a personal
weapon. The target may have a re-
sistance moditier, retlecting how
hard it is to hit: it may be at short.
medium, or long range; it may have
some kind of cover. The skill used by
the attacking character depends on
the weapon tired.

It Personal Weapon: Fr hero can
lean out the window and lire a gun
at the bad guys. This is a normal at-
tack using the hero's Modern Flanged
Weapons skill. This is not possible
ior aircratt at high altitudes or high
speeds ttltltl kph or iasterl.

Iv Heavy Weapon: Ft hero could
lean out the window and lire a heavy
weapon. or a heavy weapon might
be attached to the vehicle in a un-
powerecl mount—a .513 caliber ma-
chine gun in the back of a jeep. tor
instance. Use the appropriate Heavy
Weapons specialty skill.

It Weapon and Defense Stations:
Many vehicles include powered
weapons systems integral to the ve-
hicle. This includes all vehicle
weapons listed in T.r'tBl.F3 G29: Vesicu-
Lrut WsitPor~is. except ior the .50 cal-
iber machine gun. These onboard
weapons rely on the System Opera-
tion—weap-ons skill.

Vehicle Damage
Vehicles sustain damage much lil-re
living characters do. They have stun.
wound, and mortal ratings; wound or
mortal damage intlicted by enemy
weapons causes secondary damage;
and the vehicle's armor may stop
some or all oi the primary damage at
a hit. There are two key ditierences
to be aware oi, though.

Many vehicles. unlike most per-
sonal targets. have Good toughness.
This means that the damage irom
weapons oi Ordinary iirepower—in-
cluding most personal weapons—
automatically degrades. Mortal
damage becomes wound damage.
wound damage becomes stun dam-
age. and stun damage is ignored.
For example. a hero who tires a 9mm
pistol at the enemy's vehicle may roll
tor damage and appear to inflict 8
wounds. He inflicts only B stuns. Any
armor the car has may turther reduce
or entirely negate that damage.

Heavy weapons are more useful
against vehicles. since many oi
these have a firepower oi at least
Good. Their damage doesn't degrade
against tough targets. Most vehicu-
lar weapons are also rated ior at
least Good lirepower. and chew up
tough vehicles just as badly as they
do unarmored characters.

Excessive stun or wound damage
impairs a vehicle's pertormance. The
pilot oi a vehicle that has lost more
than halt oi its stun or wound points
must make an immediate skill check
to see it he loses control. ln addition.
any skill attempted using the vehicle
or its systems—Vehicle Operation or
5ystem Uperation—sutters a +1
penalty until the damage is re-
paired. lt’s harder to pilot or shoot
trom a damaged car or plane.

When a vehicle loses all oi its
stun or wound points, a durability
check must be made ior the vehicle.
A vehicle's skill check tor this score
is equal to its stun point total. ll the
vehicle passes its durability check.
nothing happens. It the vehicle tails.
it stalls and cant be started again
until itls repaired or juryrigged.
Thereafter. as with characters, eit-
cess stun damage becomes wound
damage {at the rate oi 2 stuns equal
l wound). and excess wound dam-
age becomes mortal damage {at the
rate oi 2 wounds equal l mortall.

Mortal damage has the chance to
disable a vehicle with a single roll.
Every time a vehicle sustains mortal
damage. it must make a durability
check. The vehicle's skill score tor
this check equals its stun rating. but
don't forget to include a +1 penalty
ior each mortal bait and any other
penalties accrued for stuns or
wounds. ll the vehicle tails to pass
its durability check. it ceases to tunc-
tion until repairs are made. On ct
Critical Failure. a vital system
breaks down and the vehicle eit-
plocles. Passengers suitor dB+l mor-
tal points oi energy tEnl damage;
characters within ti meters suller
2dE+lw, and characters within l3
meters sulier dB—l w.
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Enmpartments
Ft ship may mt.-iutlo dose ns of differ-
ent systems--—sensors. power plants.
cargo liolds, weapons. and so on. For
purposes of determining where
things are and what systent gets hit
by enemy fire. all systems are
grouped into compartments. Some
compartments are more exposed
land thus more likely to be hill than
others, as 't"itsi.t.' GED: Court-isrnsn1'
HIT l.tT;1r2n't'tt'.I:-tit illustrates tpage 151]--
These exposed sections. generally
the higher-munbered compartments.
are good places to put nonvital cargo
holds or support systems.

The ship's designer can select
how to divide the total durability of
the ship among its compartments:
compartments may have different
durability values up to a mar-rimum
durability of ll].

Fill compartrnants have stun and
wound ratings equal to twice their
ElLtI'fllIIilil‘f. Tr'tl:lLE G35; Cont=.tit'|"t-tarts
lists the types of systems allowed
within each compartment and the
cost of cacti compartment- The cost
listed is tor installation of the com-
partment itself, regardless at how
many tlurability points are assigned
ta it.

Enmmand
Enmpartment
Pi ship crust have at least one com-
mand compartment- This is the heart
oi any ship, the basic nerve center
tor the vessel. The compartlnent in-
cludes the cominond deck with seats
for crew. controls. and displays nec-
essary to run the ship. Fill ship sys-
tems can be controlled at a station in
the compartment they‘re installed in,
or at the command deck. The com-
mand compartment also contains the
ship's gear locker.

Command compartments car1sup-
port o variety of systems. including
weapons. defenses. sensors. and
communications. Smaller ships olten
carry all their lighting capability in
this compartment. and all the engi-
neering machinery in an engineer-
ing compartment. ln smaller vessels,
the command compartment may also
hold spartan crew accommodations.

Engineering
Enmpartrnent
Ft ship must have at least one engi-
neering compartment. The ship's en-
gines are located here. and in many
cases its power plant and tite-sup-
port as well. ll the ship is equipped
with a stard rive or other FTL drive
system. the engineering space must
contain this machinery.

Weapnns
Enmpartment
Weapons compartments are used tor
mounting weapon and defensive
systems. Some weapons may be
mounted in turrets. but the machin-
ery. weapon corttrols. and magasines
are internal structures that take up
space in the hull.

Aurrillarg
Enmpartment
These compartments contain nonvi-
tal engineering equipment. such as
secondary life support and power
systems. Main power systems may
be located in auiriliary spaces to
lessen the importance oi any single
compartment.

Elelrtrnnicsi
Enmpartment
Electronics spaces are reserved tor
fragile. high-value systems such as
computers and sensors systems.
Defensive systems of all kinds can
also be installed within electronics
compartments.

Eargn [nmpartment
These compartlnents are designed
for carrying cargo or fuel tanks.
tProgress Level E5 ships require sub-
stantial reserves of hydrogen fuel for
their engines} Hangar bays. docking
modules. and other such facilities
can be put in cargo compartments.

[revs [nmpartment
These spaces primarily serve as liv-
ing space tor passengers or crew.
Gther uses include labs. sick bays.
workshops. lounges. entertainment
facilities, and so on.
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Fnw
Pow
Pow
Pow
Pnvv
Eng
Eng
Eng
Ens
Eng
Eng
Eng
Drv
Drv

Een
Een
5en
Een
Sen
5en
Een
Sen
Een
Def
Def
Def
Def
Def
Def
Def
Def
Comm
Comm
Comm
Comp
Comp
Comp
Comp
Comp
Cnrnp
Comp
Comp
Crew
Crew
Crew
Crew
Car
Car
Car
Car

TABLE G36: 5|=Acssu|P Svsrsrws
Egstem
Airlock
Heentrg capsule
Boarding pod
Escape pod
Fusion generator
Erav-fusion cell
Enlar cell
Mass reactor
Matter converter
Fusion torch
Ion engine
Photon sail
Planetarg thruster
Induction engine
Stabilizer
Inertial flux engine
Etardrlve
Drivewnve
Life support unit
lilecgcler unit
Workshop
Accumulator
Autosupport unit
Airfipoce rador
EM detector
III detector
Moss detector
ti-‘lultlband rodor
Remote network
Spectroanslgzer
CE passive orrog
Multlphase radar
Armor
Chaff
Damage control
Jammer
Point-defense gun
Deflection inducer
Ablotlve shield
Dlspiocer
Loser transceiver
Radio transceiver
Moss transceiver
Computer core
Bottle
Communications
Defense
Engineering
tiilovlgotion
Eclence
5ensors
Crew quarters
Lab section
Passenger suite
Eiclt. bag
Cargo space
Fuel tanl-1
Hangar
Autncargn '~lUlU'tU'tU'lU'lfl'tfl1fl'lH'tl1UlfllUifl'tfl't"~lfl'lfl'tDU'\lUiUiU'tU't*UI'\l"~i‘\l'~lfl'tltll"~l'\lUlU'tU'tGilflsulsilfllllfllfllU"-lfl'tfl'|fl'|"~l"~lfl'lfll,E

Hivilil Enljli
Com
Con
Mil

Com
Con
Con
Con
Cnn
Mil
Con
Con
Con
Con
Con
Mil
Mil
Con
Mil

Com
Com
Com
Con
Com
Com
Mil
Con
Con
Com
tltlll
Con
Mil
Mil

Com
Com
Con
Com
Mil

Com
Con
Com
Com
Com
Com
Com
Com
Com
Cnn
CIIIITI
Com
Com
Cnm

‘IUK
5K

IDDH
5Dl\i
I Dflli
EDDK
I DDK
EDUH
SUUH
5Dl'l
IDDK
IDDK
IDDK
EDDIE
ESIJK
ESDIC

EDK
5Dli
EUR
4|-[Iii
i!DlIllli
EDIC
IUK
EDK
5Dlii
ESH

SDUIC
IDlilll.
HDDK
ESDIIE

i

5IIll'[
a

IDDK
EDIIIK
ESDK
SDDIE.

‘I till
EEK
‘lllilii

IIIIUK

'I-'I-I-Ill

EDIE
IEIIIIH.
Slllli
I BUR
IIIIH
Ililli
EEK
Elflli

5ii -t ‘ti

**HUGH;

----ru-ru-oo|:r:iooo--onnim--o----m-nu:-oaoo-ni---u--in-uruururtiututrut'ltl'tt--

-num-Ion-ioIo
i

i

-‘EDDHOODUGDUHUDO-I-I-Iiltlslit-I-GO5-I-IIIIHDUQH-'*-'-'-'

lilcrtes
'l unit built Into hull
‘I unit built into hull

Fer 3 power factors generated
Fer ID power factors generated
see sgstem description
For 5 power factors generated
Fer 7 power factors generated
Fer movement point generated
Fer movement point generated
5ee sgstem description
Per ED durobilitg of ship
Per movement point generated
Per ED durobilitg of ship
Per movement point generated
See sgstem description
See sgstem description
Per ED durability supported

5ee sgstem description
Per ED durobilitg supported

5ee armor description

Per ED durabllltg protected

Per ED durabilitg of ship
Per ED durobilitg of ship
Fer ED dorobilitg of ship

See computer description
See computer description
5ee computer description
Eee computer description
5ee computer description
See computer description
5ee computer description
Eee computer description
Per 5 crew members '

Fer E passengers

Fer Eel cubic meters of storage
For power piantfongine fueled
For I durabllltg pt- of vehicle
Fer E4 cubic meters of storage



Haw te Read the Sgstems Table

Tfliu:

Syslum:
PL: ‘

Bur:

Paw:
llvllil:

Casi:
Hales:

TABLE E37: §[lLAH CE|_|.5

Distance Fewer Facturs
Frclm Star Eunclitinn Eenerated

[L5 ALI Amazing Efcell
[L5-5 ALI E|:||:||:l I-‘I-»"cell
5-5!] AU lllrclinarg E.-‘cell

5|] ALI Marglnfll

' Cells mag he puwered artificially lag lEl5|:r5.

Reentry Eapsulesi,
Escape Feds,

E Beardlng Pads
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M355 Heactclr [PL T]
Ft powerful source Li|or1ergyi1ur-
nessed by hun1ctnitt_.r to begin the
Gravity Page. the nic:ss reclctor uses ct
iorrn oi er-to-tic. nonbrrryririic dork
ntotter pot ticles on-cl hornesses the
dork ntotter decoy reoction. releos-
ing vrrsi rtntotints oi energy. Moss re-
uctors ure the power source oi choice
ni Progress Level T: il1E."f'I'E+]'t'lt.1C‘l1
more eiiicieril ihon olrier power
::i|_'|-t_llt;'I'.-I-.'Ei.t_1i1'i_l|l1tE."]r" con olso provide
suiiicient t'¢‘t'1'5.@l"tZ_fi-" to operote o ster-
:'.i ti 1:-5*.

Ii-“loss recrctors only rr.-quire reiuol
|r;r; iii their inter]t'rrted Llfill-t rntrtter
I.'I|'|:'!||!'l‘|i'Jt'-.']'.‘—T rincie t;-vi".-rt,’ it;-w rririttihs.
This con lie or_:crinip|isheri t'_‘-ll en‘;
s':i|p','-crrcl or specictlisecl iocility.

Matter fur“.-er't'|er
[PL E]
This EI[l‘r."lII[1{fE.'Li 1.:-tit."-.-'e: }'.‘-»lt':t1|1'.'I'4:'1rCllt':"t=3
F?l'lI.7!|'E]'!|r" iltrri1.i-,__rii the triltil ttoiwersict-Ii
ointctsstoeite1'g§r. Litet'crllyoni,'thi1ig
f_T"_'.1[il.]E.";.li:5tf-LlL['.;5-iLElii‘l§Ei"'."E?Iill.']i'd|'UgE‘I1,
|ll1'?iiI§._]l1lfr.'5lF:iHlTl[?[][,[.Jl'[H.-'ii_l{i253 Ll vtisl
r;tntoiu1t oi power ior the conversion
ol rt tninuscule zrinount oi rnctss. In
Errr;-r;;t_r Frrrrgr curripr:iir;rr'|s. niotter con-

rtersore inore powerful thon moss
1"r:-crctoi"s_ but 1'1:-ntcrin more eitpensive.

Engine Sgetenls
r"*ritc~r the power plont. the origins is
the 5E'I;'rI.tl1t_'l111tJ-51 iI11]JIJl'it1l1'.5}"SiE+I'l't oi
rts1rtt'si'it|_1. Liepeticlirig on the size
-tJt1.i p-ower oi the r_=.ti-giirto czricl the
ritntount oi energy provided by the
pr.;wr.—'_-r plont. o ship 1'ri|:1"r,' znove like ct
sir-'+r_'rl¢iitr] {__]Tt'."|.-'i'lO1iI1Ifi or cl pioririirig
ox. 5-hips dr.-signecl ior cornbrrt or
t_I'il1HT rn-:_':rn_a1i1.rei-intensive purpr:-see
-."_-ltc.-1". rrtrrt; srivercrl r-znginres in or-tier

to provide ei-ctro rr'rc:rieuvero’:'irlity
durirtg cotrtlirrt.

A ships engines horness the ener-
gt: output oi its pu-we-1 pl1_ttil|_rndcori-
vert ll1-111i'Itt]tE€+Ltt.'E[lti§]€_!(1pUtl_tllilY.
representecl by l‘l1f_'t‘-.-‘E-l‘l‘.C+l1l points.
Lrtrget cttici more or;lvo:1ce-Ll engines
pr1;'it'lt:rrr'i Ii"t(Jl'l§? t'rtritr'r-itttt-jitit poirtls; they
olso require more power. The clum-
bility cost crnci power consumption oi
ecrcli ti*It.i:]lI‘.|t'_*i1-§li5l£':Ifl\'.Jl1 '1'.-'I.Hl.tIG3Ei:
St=;rt:t‘.:~'.tt|t* S'r':-.'-rlitrts. For eicoinple. on
in ciuction engine converts 2 power
icictors into l rnovetiterrt point.

Refer to '[‘rwi.r; G38: Srttr Mm;r.;t.=-rr:ir-
lt.|'t":'. Compote the ship's durctbility

with the tiutniiet OiITtC1‘U'Ei1'tt-'I~rt| points
its engitiris gr:-|1-t;-trilri. The result crt
the bottom of the tctble is the space-
ships rncnieuver rcttiri-g.

The rriurreiivrer ruling listed is the
bonus or penolty the spcrceship op-
plies to its pilot or ltelnistncrrfs Vehi-
cie Opet't:iir'_it't --spt'rr'_"e tr'ehir_'lt—'.* si-till

ff‘ CE

checl-:s.
The rn1:tneut.'et' rriting ctiso helps to

cleterriiine u ship's r;n';c:e1ercitiort rind
cruising speed. Helet to 'l'.~'rHl.i'I G39:
5n:t' Pm-_"r:|.t:tm'|-tr-_rri Sr Crr|_:|-sins SI-‘EIIIII.

'Cr_:rrrr|.ntrrr;- the type of etigine risev]
with its ntotieuver rutirirr 1or_ieter-
ntine the strips r:r.1r:elerotio|r i:i
ri1t:grttttr_-:lF.rI!S"l"#'lFtti1;tEtI [Ji1EtSE- per
phctse onrl ct't11snn_'1 speed in r'5'iU per
Ito-ur. Br=:-r:r1usr_.- mi thet: relotiveltr low
:.tcr_"r-1-lerrriiriti,the crttisiitg speed r_:i
PL E ships is rnuch slower thcrn thcrt
oi l-‘L '1' 'v"l-:55.-§{'3lE-I.

§ Example: Copicritt Ct]-£le's scout
hcts 3U durability points. He ontiits it
with on El clur'r1l_ri]i:'y irrrluction eti-
girie. wln<:i~. turns ti power icrctors
into 4 111:3‘-»'e|1tE!Iit}I:tIiiri|_s. I-ierrrling
it'ot1iii‘ie“§5Il '3[i"Llurrriiilit1,r row
oci"-ossto:lie"Ii—-*1l"r;:olurnn ond then
clown. Co-:le's ployer sees thtri his en
gitie is pewertul enough to prrjr-.'i+:le ct
-l liotiiis to the ship's 1't1tI1f1E'Lt‘JE*t't‘Jl'.“till-
iy. Next. he refers to Tobie G39.
which telis hirn that i1isir|LiLtt_?1io1‘t
engine with ri -I rottng ctccelerottes
cit 3 l"~"lrn er.|r.1h phase :;t:1{l hos ct cruis-
ing speed oi E AU pet lniur. Di
'2JU1_1li:£-{-L“',ll]i-.* 1~illlf_}d£_'r35i,§:[1'}|tEr[ still hrjzs to
iticltirie o power plcrtit thot pro-dur:r-is
enottglt eitergjr to tun this errgine.



Fusicln Tnrch [PL E]
This drive consists oi a continuous.
controlled fusion explosion. Magnet-
ic impellers channel the dangerous
exhaust away from the ship. pro-
pelling it forward. Ft. ship with a fu~
sion torch drive can’t use its fusion
engines for travel to or lront a platte-
tary atmosphere. and it can't use its
engines to make delicate docking
maneuvers. Firing its drive destroys
anything directly beneath or within
a few kilometers oi its engines. As a
result. many ships equipped with lu-
sion engines include planetary
thrusters or rely on tug vessels. The
tusion torch system can't be used
within a planetary atmosphere.

Like each fusion generator. each
fusion torch engine requires a fuel
tonk-

Inn Engine [PL El
More compact than the fusion torch.
the ion engine breaks down mole-
cules and expels the resulting ions
with a magnetic impeller. Pin im-
provement over the crude strength of
the fusion torch. it is also ntc|rc- ex-
pensive. Like each fusion generator.
each ion engine requires a fuel tank.

Phutcln 5ail [PL E]
Stretching out photoresponsive
wings to cotch solar winds much like
galleans of old caught earthly winds.
a photon sail oliows unpowered
space travel using the power of a
nearby star. The maneuverability
and power oi this engine system is
determined by the number oi sails
employed and the distance to the
nearest star.

't"ou may adjust the ranges on
'[‘srrt.ti G+t[I: Pi-iororr Sluts it a ship is
near especially large or smail stars.
Well-developed and coionized star
systems may power photon sails
along specific star lanes within a
system. By followittg c laser beam
projected from a planet or station
over the course of a star lane. ships
using photon soils travel at their
best speed. This artificial method
provides l‘-imazing conditions. as
noted on Table Gill].

individual ships may tnintic this
effect byusing a laser cannon modi-
tied to a nondestructive power set-
ting to appiy continuous fire upon
the photon sail of another ship. Each
lasar cannon niust he fired atonin-
dividual sail unit. Each laser cannon
directed at a sail upgrades its effec-

tiveness by one category tlttlarginat
to Ordinary. Chdinary to Good. etc.l.
For exam ple. a photon sail powered
by 2 laser cannons while operating
more than SD AU from a star is in
Good conditions. Ft. ship cannot
power its own solar sails in this
1TiC[ I111 EL

Planetarg Thruster
[PL E]
Fusion torches and ion engines don't
have the precision to be used in a
planet's atmosphere. and actually
landing with one of them is extreme-
ly hazardous. Ships of PL El that wish
to land on planets must carry plane-
tary thrusters. which include the
ability to maneuver in atmosphere.
and to leave the atmosphere for
space. Usually. this is a scramjet or
similar engine. Induction engines
and inertial flux engines have no dif~
ficulty landing a ship on a planet.
and don't require planetary
thrusters.

One thruster is required per ll]
durability points of the ship.
Thrnsters provide an ability to fly in
planetary atmospheres at speeds up
to l.[lt]E| kilometers per hour. If a
ship's planetary thrusters are used
for its primary means of travel - typi-
cnily out of desperation following
the loss of normal engines—lhe ac-
celeration is lltltill l"-"lpp and the cruis-
ing speed is iltil Fill per hour.

Inrzluctiun Engine
[PL T}
The induction engine creates an arti-
ficio] slope in the labric of space.
similar to that caused by the exis-
tence of extreme masses. The ship
then behaves lilre any other object in
a gravity we1l—it la1ls.Hy varying
the intensity and the direction of the
artificial gravity well within the on-
gine. the inducer can accelerate in
any direction. Fortunately for nearby
objects. the artificial gravity well is

extremely short-ranged. generally
affecting only the vessel it moves-

The induction engine can be used
to move a spacecraft within an al-
mosphere. In this case. the number
of EU p-er hour the ship moves in
space equates to a number althou-
sands of kilometers per hour. Subor-
bital approaches into space can
travel faster.

5tElI:li|iIEr [PL TI
The stabilizer employs gravitonics in
order to dampen the kinetic energy
caused by violent maneuvers. lt pro-
vides a —l bonus to an operator's ite-
hicle Ctperation—space vehicle skill
checks. One stabilizer unit is re-
quired per Fill points of durability of
the ship: additional stabilizers might
be necessary. but the bonus never
improves beyond —t.

Inertial Flux Engine
[FL H]
Advancements in energy nianipula-
tion produce the inertial flux engine.
a form of propulsion that derives its
motive iorce from a sequence of
quantum transformation waves rip-
pling along a ship's hull. Through
the conversion of subatomic profici-
bilities. the waves alter the inertial
state of the ship to suit the needs of
the pilot.

Drive 5g5tem5
These are devices that make a ship
capable of faster—than~light travel.
Ships that don't possess these de-
vices—and many don't—can atternp:
interstellar travel . . . but travel time
will be measured in yea rs or dec-
ades. not days or weeks. Drive sys-
tems can only be mounted in
engineering compartments.

A ship equipped with rt drive sys-
tem is usually referred to as a drive-
ship. Spaceships without drive sys-
tems are ollen called systerrtsiiips.
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Cine sLit.ip-ert sifstern thtt!'s integ:'<':|
te-:ii| ships i'int:lt1r1e|tl it". the htiil eesli
is :1 mectns iei retl|_tt':it:gt1|t.- stnrsst.-s
S-11:!-CEte1eI1I1tiEiI|.§_i1'tit.i:; tit PI. 5. experi-
etteitig sltesses es i‘|i1I_}i"- E155 ten titties
the ieiee efgt'ttvil'y,tiiust1e11,r en
etieptive eeueltes, tgelttiltt ptult:-;:1i1;:-ti.
end teem suits. Al FL '5" £IIiL'|]3E'j|"Lr1‘l'T_i.
ships rely en metheds lhrtt l‘I‘|.£1'§." tits-
regctrcl inertict. etc-:eie:'u|'1t1g til theu-
sends ei times the tettse mi t_§ITr_t1:it1;'.
These vessels E.T'-'ITI'l. else use gt'|twit'1t_'s
teehnelegif te preside ct eeii1tet1u1':-it-:-,
st-stiderct grttvity erwirenmt:-tit.

Life Suppurl: Unit
[PL E] .
Ft lile sI..t|:|].it.itt unit trtirtsists rii st-Its i
tents le regulate the ship's te|ttpet'ci-
tute. e:-:1ggett_ t'_t:1~:'1ptt-issurtz, {II1['| “Z,
teeletttetietit|'1t'1t:1ittit-myieliltet Q
-uttiitreshet;t_titeii|1t*.-mtet. '.

Eeeh unit pt"-etri-Lies iite ;=;t|;1pt:=tt1e i
ene II:-1 1'11UI'I:" shlp euttipttitiiterits i
wliese {1tlT{'I1‘11i1T‘_|."'[lT1I|ZtI1i5i “EU peirtts er
iess.

All spaceship-s mus! iItl'».-'-t-I!1if-f.E5L1[_J-
1;|et'tpte".*itieti Ee|"t:re1.-are-:?i spaces. but
I1! ship-htiiiriet cen eeettentise L13:
leeving certein eet1'ipc:rtt'ti:s:t1s with-
eut lite stit:=pt_itt. Ce-ntpeitments lute
either sttppiieci with iile s|_trJ];+e|t et - *= --* E ti th h 'l:I'l -
net; it's LIP ie the ship desigttt-at te t'1:;- “as nu "Jug E Ens"-‘U5 X
sign lile suppett tn i1!i'!Tii‘t-'1iii_L1lI[i11't_'1!i1- Atcumulatnr [Pl fl

1:'m"]mnt5" C'mgfi m1“‘3i"""‘:"U|3"-_‘11*‘*'"‘ ":l‘hi.-. tlt--.-=.rir.:1;.~ is L; lttrile “].ic:tter';,"' thel
cemperlnteiits C{_[11iJli*iI5:H'|.lJ|t_:tri[i-r-i'|- .:.h..r.,r._q :.“..w‘:,I 1:-,.“_.|1 u|1.m,.m]mm

nt rlistihleti. Ct:-t|ipt_tItt1||e|tts ttittst he
[_'*i[hI;"]' t;t_ir,|1}_i|t_'r!i_*]'I_|.' st1[_1]i|it-iii ti.-'i1]t hill‘-
supperternetc1tctl!.Ft=.1t|;is1:]:-pert
units L‘£I]‘l he used iti pi-itee ei the
sttjtnd-:_ir{i iite stipfitirt u1".its.

Ed‘ Gt EGuT5H' if Th? New EHET “EH35 slt.:tr_~.~; IU [.itiwe1 1-:1trtti:s_ which etm ht:
te enter these ctrees. they must zlett m___m_] m Hm ,'_,UTil_m5 m_,_,;,mn15iHhE|
e-suits unless the ship is ti-r1r:l~:erli:1 :1 c_hip»c IMWFEL mum is 'knUC;_:E,d UH A
hengclt hey er ether hnhiteihlr _"" t1u1ittr_ti ]_:t_1we: pitii1!1:tJti!i|1uu1l1,= gei1-,_m.m,,.1,mmt_ 5En5ur Sgstems

5'F.!I1|E-H']1'5 r:ti-t'|:—5is|Iwise-1_|-his11£|:1teLi
ei"-rites puwt-"-I ttsitjs]":emgt1st;::i.Th1?'
pewei luctuts ut the eueutttttltttet,
hewe1.re|,cEt'i:t'1 rttttettttttieellgr1'e|:|1et1- “3'~'-im 5i"5t“m*‘i- 5“fI{“‘5‘-‘ii '1i"*'i‘5'7-'t'3"'5- "H"

5tlfl['][[I|'],'Ef_TlL]F:i 1t‘|'!.'15&= '.'_']E'1F!lfI1{Il-Tl-L [II1[i

Hecgcler Unit [PL I5]
Mm“ Ships FF-"Ci? "H Etnred [H17 m'7‘d- i.'5ht_-r‘i.-'1_:I‘f [}ilt_15'T_‘i.[1.l5L!l.|-FUI ei-tutitple.
end w-:;tle1"; |;we1' the r_-nurse et :1 ]|t_J]].t:§ H Ship ,mm5E Engmeg [.Eq,LliI.E H
vet’!-'L:t_1_|et1'tese peri:-slttthltzs trier; 1_t}_1r1 i
let el spuce. See the eles-::1"i"5:itie1t tei
crew ctnci pt2|S5et1geI'qut1t|e1's.iieltiw.
Pt reeyeiet 1_l1'li’[1'1F34.'iLIIT?[-"t~;1i‘lt=L-['[IlIf:I.'1|Et1

simi]~::|r t:ie1.'itrt-is. Tht-.= ititlge ef eiittfh
senser systetn is listed en T.-*~.|s|.t. G45:
Setessstti lL‘t'-_"rt-;::‘t1eti RPM‘-If_1t.TU1': }Jt_1:5;e
155. 'I'3.=pit.1-:1]11,r, setisets |.It'F_- le-::|;:teei in

pews.-1 i{.1t:teist.::.1:1 iitetzt-.-t1w.';t [EH
phases eit the steteti pewet in its tit"-
r:tititttlti:te|'. Then the |'_it"C1_I|l'l‘|H lritet is

_ _ _ et:15nli,' uiirj must be re-r.-hutge-ti 1:3: ul-
shtps 1i1.ilI-IP35t_1t}IlS1_|.]I'i[}ilUH L13; £1 it_,tt.'1"I _ _ “-" letting tiewei" lectets le it iretii ~71
-I1t’tCru1-_1hLt5 iltereesirtg }1e-w lent] __.hh.1]_|1:ir,Il.iI.MwFT,r Phi], ._E_.lL.h P5 ,I ;|_1_
ste1'es1-est. Fer e:-:urt1[.i|t':-, t: |.llJ|.']I§:] sten eetteretet er1ti=::ss1ee»:_-tet.
range eseett with ct tee3relettt11itr.tl-
iews the crew -qu»::1t'ters' t1_,tpit;u| A"tu5|_|ppnr-t Unit
1U-wee}-: Ettjires te lust -'1l:| 1.-'|TE;:!-,-i,-'.'.‘;1.H|f_] ‘PL 7']

bEn‘Pfi1 ig gmned {mm the H5‘-L ‘ii Hmrii |;:|itt_istip5,u_itl stystetn f_i|I'fJ"-'iII.i[;'rI:i
'1-'m{*“ Hm“ fine liecyclet mm" iile sitppeit tn -fIi|'|.E: es mere eempeil

znetits wtztise tiut-:1l:|'|]il3t tetels I-EH
[:=:i~ii'|.t:=. tit less-1. .-'3'm inte-:]rt'ti pert ti! rt
strip htiil. tJII.'.it'it—I1l[ji[§I-H11 units eeitstime

ihtflLT-{'iTI1[l]{]]1[j[T{JIIl[.]-L1t|§|!"J1E']ll, ul-
theugh they mey else he ]J||t1t:er‘i 1:1
ete»:".t1'ettit'.'s |::-em put tmetits.

Airi'5pa|:E Radar [PL E]
This is the slctmierd r-:11-:;i~:t1" 5'f:ZF.E=]T‘l et
1]1e Ftiste-ti sL1itt;i|!'J]e iei =£t1|‘|11T'.»:==-
pherit: ei space epet-zili-::i:1. The sys-
tem is ::t1ee|:= -::r:1:l |"e|:[uii"es tie
II]LI1'El}I5iii|I‘i,-*IJI'L"jI]i‘1’[E5’[E!IiI]S|_-III“.

\'\I'[lI‘|'l5|‘llII|] [PL E]
i"t111ut:hiner1,' teem tilled with i!'E:'L1?‘f
cq"'ipm€m Em IEPULI "'m'k' “""““mr'“{7' :1e rJ.t|r|::Jt.~i‘jit3i_ but stilfl must he es-
1L“ing' DI d[m“1'i-*5“? ':E’n“'3|' "115 Sim" s|t~,|r1e~:11:1:|rt~:~tit;:n-:-rerint;tittuncti-
tE]]1[."f]l1!11H['I':-1 Fl GUUITI f-E[E‘i|.it1f- wheat iU'1_.,:r, _:_:UmI_|U[tlnéml 5im__E_' rim? ]mw:_ u

M-‘ing the r[lE':hm':U] Emfimlfi 5|':ii'|' E-Il|iIt1{11'Iit11:htit|t:t-- ui i;-eilt-I_-"J -t_ii11ttLl'1_-Jr.‘-mi

EM Detectur [PL E]
This L] pest‘-;ive LIJ![E'i!1J1l_.[ Lt11'(1'f 101
;'|i|:'L:i1'|g|_t}:| 1'-!1t?s':tIr.-1‘:itigi'tt*.-lit? sittttrtls.
It detects teriut umi tetiie sigttuis r:t
leng renge, end is attest usetul
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-:1-3;;-ttittst tttrgets using settsets et their
DWHI ii the tctrctet is tisittg Liti titctttre
5'5-"FLiE‘l]'t,$5t.1{IiIlt1E; riir-"spctce, multi-
hrItid_ tit"tiittiiipittrset'tIt1Zit1r,l|1e EM
receitter centers ct -1-? hetttis te the ep-
t-:-tcttets Stgstrz-tit Uperetiert -sensets
ttht:-t:i-:1t:rit;-tttrrt the trtrget.

The receiver curt -uttempt te detect
ttettrctciiutittg tttrgets he scenriirtg tet
teiitrtte ririve ertiissietts, recite chel-
tet, ttrtci c-thet ittcitietttul signrtttttes.
This is mere ttittitrutt; using the prts~
sittt: system witheui cm ective tctrget
ptetticies ct +2 pettttttgt eti the System
Cl'pet'ct I iert --settsc-is cttetri-ts.

IR Detector [PL E]
The it1h'Ltt'eci tietecler setirtthes ier
ttriitsitttl heet sigrtcrtures in the ceid
et specs. it centers ct --E hetius ie the
epercttet’s siciii t.-hetztts te rietect ships
n1ttnt_:t1vt':rinc; ht-' mecttis et ct iusiett
1-etch er cttt iett ettgttte.

Mass l]|=:tE|:t|:|r [PL 7]
This senser cietects uttusttcti er
ctttetttctieus grctvitctliettctt sigrtettires.
its se1et:ttvr-: eenipttterisect hutlets
st_'ri_~eii eut ctii ei-tttrttteeus grevitit et-
iects item the itici1tit3t.seteittt.'| it1 en
:1tr;1sses thttt ere i'|tevir|.g er thctl cie11't
t|1n1chsIeri=-ti inI'er:t1rttier1 cettcerttitte
the t-iirget ctrect.

Multihancl Radar
[PL 1"]
This is u tn-rite pewetitii versie-ti et
rtir.-"spectra tctcictt", with grectlet tre-
qeenci; ctgiiitijt. it ct1_:||tcJ1‘I‘tt1iiCtI1iij|-'
shiiis irutrt sirtw,1eng-rt":n-tie scutis tr_i
rctpiti. shert-rtmgc techs es rt trttget
cieses.

Rlemutis |'\tEtwurl~t
[PL T]
Ft ship wttlt rt remete tie-I1.-.te:'it cet ties
u tturtther ei senset p1'ehestttr1tct1ti
he ciepieyeci in rt cetistelttitten thr:-it
settcis et ttitetneters in tiienteter. This
rtrerttiy en hericss the rct rtge ctttci tiis-
crirrtittetiert et ctii etthertrct sensers.
The net etiect is U |:':it:|'.1hti1'tgt‘iit'Iii
ft1It"1t_;§t'?5 iisieci en Tr-.s|.tr{3»ftE: SE‘;-.t'I!T5it|tt'
tJs'|'t:c"|"ter~t ttttses.

The rtetweri-t et ptehes trttvels per-
ctiiei Ie the sttip,cet1ie|"tirtg hetietits
until the ship cltcttiges ceurse :11
speed. The E ctutt1h~iIitypt_tints the
S‘f5l-E"]'tt et:t:upies ciliew ier sit-t uses et
the netwett-t. Getie1"eii1,r, if ct ship
chertges ceurse the retrtetes ere lest.
The temetes stir; ective ier ene -ctctit
it-etere their htttteries tieeci teci1rttt;-
irtg.Ectcl1 ctciciitieticti -:i|t1't1i'i-ii its peittt
ctssicttieri In this S‘j|-'SiE']'t't crllews three
t1t_hiitim1t1i uses et the remc-te pttthe
ttetweri-: te he stureti mt hr:-rttrij eech
use t_'t:-sis ESRUK.

Epectrnanalgzer
[PL T]
This pewertiti rtrtttiyttc teet uses
spectruttt 'I.II1tJi'fE-iii-I ei v'1sihieiictht_
lift-tr|IIt'?tl!1'I."r'i"i n‘|='!tss sigit|.Iture:s, rr"trI|;|1
tritipt_.;Ii|t1;[,cII1-ii itist-ti‘ rti|'|gi::fi11ciit'|g tn
tine eut ctittiest t-we-stytlting there Itt
1-ttttiwtttteittepietietet ciiiirstrt.Fte1n
l[|i‘:,-'1.-'|.'i'iF!'tE! in =.i setet s3tstet1t.tt settset
ep~=.=-rr.tte1' crttt tttrtt-re ti Systetit Upert1-
i1L.5'[1-'.‘it‘._“H."-t'|:_:'i'-‘ti 'L'i"l'E'|:i"i.; Ei-|.:t.l1:[Tl.;I‘F-i-‘:5 F]lI'l:I'|.|"i".j_E5

|]tt- -.'tp-'-i'rttnt' with -L1 pittttets erhitei
cite|-ctcteristitjs. mwttiiintttetit cirtss.
|ftt'ir'tetitrit-:t1i1't|et‘ttt1iit;'L:-titjitititis-

EE Passive Arrag
[PL B]
This sttstent epercttes thteutih cent-
fiittifit eltitiliiceti tCFI] -"tijtsei vcttiutt ef
ctii eierritt;-tittttjessic I:-ttet-t_t';,' |titpirtg--
tttct tJIL1}|If'rS'i'£'I'|.5'IJl. "t'isihit-.~ iit_;ht.
r.:~i=."~t"tt"enic stgttrtts,htittt,rt11=:ii1igh-
h:.tttr.ituilitttirtttettii1tecti:+1,tttietrtrctet
ctre r1]] ttttehtsecl rtttci c'c|1ttpt:rt_it_']
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Multiphase Radar
[PL El]
The net-ti step it; 1hr": eveitttiett et
:'t_1tittt tr:-trhnetcigqte :"1tuitiphcrsectrrrt§,'
t:r:-rtststs ei ct stttiultctritzetis eiec'.t'eIii-
cr.rtt*_.-' scuttttert tetttti" sweep in rtttti1i-
pie speirtrttitis. its i.1ut]'.-1:1 t_:r:-tttputet
it-mitts ctrntprtte st':t'1ttsttt-ress the
h-:1:-tciwtcitits.



lIlEl‘|sn5|s Egstlsrns
Pewerlul iatnrners. cauntermeasures.
paint-detense guns, gravity lields.
and energy shields can all be titted
ta a ship te pretect it lrem enemy lire.
Heavy armer. autemated damage
cantral. and redundancy are used ta
pratect vital campenents.

Delense systems may be installed
in cammend. electrenics. er weapens
cempartments.

Arrnur [PL E-B]
Flrmer allews a spaceship te malts
an armer rell when it is slruclt and
damaged. The cest at the armer de-
pends e|1 three tacters: the size at the
spaceship trellected in its tetal dura-
bility}. the type at armer. and the
ameunt at armer. See TttEt.E G42:
Smcrsnte tirtiteti. .|ilrt'tt1rIi1‘ is rriaunted
aver the entirety at the ship. net an a
single cempartment.

Alley armer censists at large
quantities at super-teugh metal al-
leys such as vanadium steel. Pely-
meric armer is cempesed at
micreenginec-red plastics. Cerametal
is made tram laminated ceramics
and lightweight metals. Neutt'enite
armer is an alley campased at cem-
pressed tungsten and disassaciated
rieutrans. lilanatluidic armer is a sys-
tem at smart. liquid metals with eit-
traerdinary cenductivity and
memary characteristics.

Fr. spaceship designer tirst selects
the type at armer end then the
amaunt at armer—light. maderate, er
heavy. The armer's cest is iaund by
crass-referencing this decisierr with
the spaceship's tetal durability.

firmer may alse have a durability
cest.deterrrt1ned by the ameunt at
armer selected. Light armer. regard-
less at the type, has na durability
cest. l"-tlaclerate armer cests lilie at the
tetal durability at the ship treuntl
dawn ta the nearest whale number}.
Heavy armer cests Elli‘?-it at the tetal
ship durability {raund dawn ta the
nearest whale number]. This durabil-
ity casl is subtracted tram the ship's
tetal durability rather than lretn an
individual campertment.

‘F Example: Dave is designing a
trader-class spaceship with a tetal
durability rating at Er-t. He decides ta
purchase mederate alley armer. The
menetary cast is $*l.'.iE|l¢l l$l.5t]l{ tar
eech lil durability paints er pertien
thereei]- The durability cest is E. {Ten
percent at 24, reunded dawn. is 2.}

Fuslnn Age jet fighter

Ehaff [PL E]
Chatl censists at milliens at tiny
strips at metallic tiber. It interteres
with active sensars and missile
seelrers. Launchers pesitiened an the
ship can instantly create a cleud at
chatt particles in any threat secter.
The delense system eperate: makes
e System CItpei:atien—detetises sltil]
check when deplaying chatt. A suc-
cesstul result supplies the enemy's
missile attack er sensar check with a
+l penalty.

Damage Euntrul [PL E]
When a spaceship campartment sut-
iers er-tcessive stun. waund. er mertal
damage. the cempartment may be
required ta matte durability checks.
See "Damage" later in this chapter.
Damage cantral systems pravide a
berius ta durability checks.

Damage central systems came in
three types: Ordinary, Geed, and
Amazing. l-lach system requires I
durability at space. l pewer tacter.
and pratects a number at cempert-
n-rents whese tetal durability is EU er
less. Depending an the system's
quality, a damage central system
pravides a -1. -2. er -3 benus te dura-
bility chectts in the campartrnetits it
cevers. The cest is $5Ul{t'$E.il[ll{r'$5il[li{
pet system. respectively.

Jarnrnlsr [PL E]
else trnawn as ECM. er electranic
caunterrnsasures. a jammer system
radiates centusing interference in
the bandwidths cemmenly used tar
tire cantral and missile guidance. lt's
an active system typically centrelled
by the cen-rrnuntcatiens aiticer. The
atticer makes a System C.tperatian—
cemriiunicatiens sl-till checlt when
jamming. The result at the check de-
termines the meditier ta the enemy's
sensar checks. cemmunicatian

checlrs. and missile attacks ier the
ner-rt raund: Critical Failure, -2
hanus: Failure. ne rneditier; Ordi-
nary. +l penalty; G-eed. +2 penalty:
Amazing. +3 penalty.

tit FL T. a jamrner has the ability
ta scramble gravimetric lrequsncies,
disturbing the use at mass detectars
and mass transceivers. Maditiers are
cumulative with any athers that
apply. including ather delenses.

Paint-Defense Gun
[PL E]
This is an autamated missile de-
fense system that uses a barrage at
slugs. laser bursts. er maser belts ta
destrey incamirig missiles befere
they detenate. ll can tire in all direc-
tians areund a ship. lt the user
mal-res a successlul System Opera-
tian—d'eietises skill check, ene incem-
ing missile is destrayed befere
impact.

lt the paint-deterise gun is used as
a weapen, it has cembat statistics
equivalent ta a laser cannan, but it
daes high impact t.Hll damage.

lllsfllsctinn lnduclsr
[FL T]
This inducer creates belts at gravita-
tianal lerce ta deflect physical pre-
jsctiles and bend beam weapens
away tram a ship. The inducer may
pravide a maclitier ta an attacl-:er's
skill checlt depending an the result
at a System Uperatian—der'enses sltill
checlc Critical Failure. -2 hanus;
Failure. tie rrieditier; Urdinary, +t
penalty; Gaad, +2 penalty: Amazing.
+3 penalty. These penalties are
deubied against attacl-ts tram nen-
spaceship weapens.

Each detlectien system pratects
an area at Ell durability paints. With-
eut tull caverage. a detlectien induc-
er prevides na benetits.

SitHSJtldiPI
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Ahlatiue Ehielcl [PL B]
This deiensive measure envelaps its
ship with a iield at energy. Quantum
particles ahsarb and dissipate at-
tacks hy massing as virtual matter.
In each phase. the ship's engineer
devates a num her at pavver tact-are ta
the unit tar units}. Every paint at mar-
tal damage reduces the field hy 3
paints: every paint at waund damage
reduces the tield by E paints; every
paint at stun damage reduces the
iield by l paint. Primary damage ah-
sarhed in this iashian daes nat cause
secandary damage.

Elisplacer [PL B]
Pt refinement at the inertial lltlttt en-
gine unit. the displacer calculates a
sequence at sate engine slides.
When triggered. the ship executes a
slide. meving a few hundred meters.
The displace: may pravide a madifi-
er ta an attacl-rer's sl-till check de-
pending an the result at a System
Ctperatianedetenses slrill checl-r: Crit-
ical Failure. —l hanus; Marginal, +l
penalty; Urdinary. +2 penalty; Gaad,
+3 penalty; amazing. +-1 penalty.

Enmmunicatiun
Sgsterns
Carrtm systems talre up little space.
and can he lacated in either cam-
niand ar electranics campartments.

Laser TI'ElI‘l5EEl'\.f-El‘
[PL E]
The laser transceiver uses an energy
heam in the visual frequency range
ta transmit messages. While limited
ta the speed at light. the laser trans-
ceiver's advantage is that it is same-
what mare diilicult te iam. praviding
a +2 penalty ta enemy attempts.

Harlin Tranaceiver
[PL E]
The radia transceiver is a standard
methad at cheap camrnurticatian. Un-
tertunately. it is limited ta the speed
at light——ah-aut El FLU per haut.a1'
3[li].[i[l[l l-tilameters per secar1d-ln a
tactical situatien. that speed is prac-
tically instantaneaus: tar strategic
purpases. messages can tal-re haurs.
days. ar even langer ta travel.

Mass Transceiver
[PL T]
The mass transceiver uses criss-
crassing gravity lines within a star
system la transp-art messages in the
iarm at cahesive gravitan paclrets.
The mass transceiver allews tar in-
stantaneaus cammunicatir:-n within a
star system—i:i-ut it can't he used in
interstellar space.

Eumputer
Sgstems
Spaceship camputer systems use
mast at the rules tram Chapter IE‘:
Computers in the Plays-r's Hcrndhaalr.
Ship camputers pessess active mem-
ary equal ta a rnainlrame at their
awn l7-‘regress Level.

A ship’s camputer care can per-
larm any camputer iunctians. and
mast PL T ships talre advantage at
this liy adding Al pragiains, includ-
ing Fil pragrarns with nutapilat
iunct ian s.

Computer systems can he in-
stalled in caminand ar electranics
campartments- Lilcc all netwarl-red
ship systems, the carnputer can he
cantralled tram a statien in its cam-
partment. ar tram the cammand deck.

Eumputer [ure [FL E]
All spaceships autatttatically in-
clude a Marginal camputer care in
the ship's catnmand campartment. at
na dunihility cast. lt manitars all
ship systems. aperates autatnated
lunctians. and allaws the crew tain-
teract with the ship and cantral the
variaus systems tram the cammand
deck-

Purchasing a camputer care at
better quality gives multiple bene-
tits. First. it pravides mare active
memary. just like a narmal camputer.
Atse, a ship with a camputer cc-re at
Urdinary ar better quality can add
dedicated camputer systems. See
Tlieu". G-tit; SH1i=ecv-an Can:-arse
S'i'5't't-.'t~tE~-

Ship camputers at PL Ei are limited
ta Cllrdinary quality. At PL ‘F, camput-
ers at Ga-ad and Ftmaeing quality are
availal:|le—hut these camputers cast
inure und talre up mare durability. lt
is pessihle ta include mare than ane
camputer care in a ship. given ade-
quate linancing and durability.

Dedicated Eclmputer
5g5tem5
Dedicated camputer systems en-
hance the ahilities at system apera-
ters. praviding a hanus depending
an their quality. Ordinary dedicated
systems pravide a —l skill hanus but
require an Ordinary camputer cere;
Gaad dedicated systems pravide a -2
hanus hut require a Gead camputer
cere: Einiueing dedicated systems
pravide a -3 hanus hut require an
Ftniasing camputer care.

The exact slrill enhanced depends
an the dedicated camputer system:

Battle carnputers amplily the ac-
curacy and pawer at weapen sys-
tems. praviding a hanus ta the
aperatafs System CIperatian—weap-
ens slrill checks.

Carnnrunicatians carnputers assist
the rcceptian. transrnissicn. and jam-
ming ai cammunicatian signals. pra-
viding a hanus ta the aperatar's
System Uperatianwammrtnicatians
slrill checl-ts.

Defense camputers imprave the
respanse and eltectiveness at active
detense systems, praviding a hanus
ta the aperatar's System Ctperatien-
defenses slrill checks.

Engineering camputers imprave
shipheard manitc-ring and pawer
mechanics, praviding a hanus ta the
aperatars System Clperatian --engi-
nr.-ering sl-:ill.



t"-favigatien cenrputers assist in
the calculatien and ease ef pletting
ceurses threugh space er drivespace.
praviding a benus ta the eperater's
ltlavigatien--system astregatien and
drivespace asiregati-an ski-l checks.

Scierrce cemputers appear in mul-
tiple fermats {Life, Medical, Physical.
and Technical} and assist the analy-
sis and manipulatien el a single sci-
ence bread skill and its specialty
skills. The camputer pravides a
benus ta ene ef the lellewing bread
skills: Life Science. Medical Science,
Physical Science. er Technical
Science.

Sertser cempiiters enhance the
sensitivity and analytical capabili-
ties ef sensar systems. praviding a
hanus ta the eperater's System Upst-
atien—sensers skill checks-

Erevv Sgstems
These are systems er facilities de-
signed ler use by the ship's crew.
Crew systems may be added te crew
er cerntnand campartments.

Erevv Duarters [PL E]
Crew quarters include basic quar-
ters and mess facilities. Each dura-
bility peint alletted ta crew quarters
allews the ship te quarter sirr per-
seris with private bunks, mess facili-
ties. washreems. an-:l leunges- Truly
spartan quarters. with retating
bunks and little mere. can uncenr-
lertably accem medate ten peeple
with each durability peint.

lt's werth neting that space may
errist te cram desens er pessibly even
hundreds at peeple abeard a ship ler
a brief time. Crew quarters and pas-
senger suites mat-re it pessible te live
an the ship-

Each unlt el crew quarters aute-
matically includes a supply el ship
steres- feed, air. and water—far its
eccupants that will fast a tetal ef l[l
weeks. Fin additienal El] weeks at
ship stares cests S.‘-i-,lI|t]IIl and l dura-
bility peint per crew -quarters.

Lah Eectinn [PL E]
fit lab sectieti includes a small suite
et effices, laberateries. canference
reems fer up ta feur technicraris, and
an Ctrdiriary quality science camput-
erfsee"1Semputer Systems," abevet
designed le suppert er-rtensive re-
search arid etrperimentatien. The sec-
tien includes databases an mast
scientific fields, plus instrumentetien
and recarding devices. Many survey

Drive relay

er eirpleratien ships carry a lab sec-
tien in erder te analyme and recerd
their findings-

Passenger Suite
[PL E]
Many ships are equipped ta carry
passengers in relative lurrury. Pi pas-
senger suite censists al a first-class
statereern, e leu nge and dining
ream. and a high-quality galley.
Each durability paint assigned ac-
cemrnedates twa passengers in err-
cellent quarters er feur passengers
in mederate cemlerl.

The purchase af a passenger suite
autematically includes a supply ef
ship steres—feed. air. and water—fer
its eccupants that will last a tetal ef
1U weeks. Fidditienal Ell-week stares
cast $fr.DU[l and l durability paint per
passenger suite-

Clptienally. [er '- durability paint.
raws ef seats can be canstructed fer
up ta twenty peeple. This tight seet-
ing isn't cemfartable. but it's handy
fer transparting a -arge number ef
peeple ever shert distances-

Herees whe sell passage an their
starship shauld censider hiring air
er-ttra crewman ar twa te ceek, clean.
and leak after the passengers --mast
peeple expect first-rate service fer
their meney.

Eicl-r Bag [PL E]
This is a cenrprehensive care and
treatment facility with aperating
areas. scanning equipn1ent,a built-
in medical catnputer and database.
and recevery reams fer up le feur pa-
tients. Larger sick hays can accem-
medate an additienal feur patients
per additienal durability painles-
signed. Fit FL El. the sick bay pravides
a 2 benits tea Medical Science skill
check. Fit PL if. this bertus irnpraves
tr:--1].

Cargu Systems
These are sterage facilities ef ene
kind er anether. ‘Serge systems can
enly be put in carge campartments-

Earga 5|:|ace [PL E]
Each durability paint assigned le
carge space pravides 24 cubic meters
ef sterage space—an area 2 meters
high. 3 meters wide, and It meters
deep. Barge must be leaded and un-
leaded manually. using a ferklift er
similar gear.

Fuel Tank [FL E]
Ships relying an fusian generaters er
grav-fusian cells fer pewer, ar fusian
terches er ien engines fer thrust.
must carry a large velume el hydra-
gen as fuel. Fer each ef these units
that a ship pessesses. it must alse
carry ane luel tank. Far example. a
ship with three fusian generaters t'E
durability peintsl alse needs a 3-
peint fuel tank.

Ft fuel tank. using this standard
ratie, centains eneugh fuel te pre-
vide ll] weeks el centinueus epera-
tien fer ene at these units. Less than
full tanks er additienal tanks alter
this duratien accerdingly.

Hangar [FL E]
Hangers act as vehicle sterage.
launch, and recevery facilities. Each
hangar's capacity varies—fer each
durability paint assigned te hangar
space. the hangar can carry l dura-
bility paint werth el space vehicles.
er 2 durability peints ef standard ve-
hicles such as cars er jets. Fer err-
ample, a hangar with a durability ei
l[l can carry twa skycars and r_1 semi
truck. er even a small spacecraft
such as a launch er a fighter.

The hangar bay includes facilities
fer engine repair. fueling, and ether
cemrneu maintenance tasks- With
the advent ef energy field technelegy
at PL B. a hangar bay can laitnch and
recaver vehicles witheut epening its
at mesphere te space-

Autncargu [PL 7']
The autecarge unit features starr-
dard carge space fitted with pew-
ered handling gear and access
hatches fer rapid leading and un-
leading. Centainer systems and re-re
frell en, rell elll carge facilities fall
inte this categery. The autecarge unit
requires pewer enly during leading
and unleading.
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Weapnns
Systems
fill weapens are installed facing in
ane i-if feur" r.'iii'i.-.:ctiaris- ferward. part.
starheard, er alt. [Since the visual
'IIr'iItl]l]{tl system weiks en u flat plane.
up and dawn aren't carisidered-l lii
err-ier ta iii-crease tl wr-.aperi's arc ei
fire. it iiiust be installed in a turret.
Cttfir-1-ivise, the weapen is hard-
1t|l'_t'LltiltE!tLlLII‘- tlie ship lacing in the
stated ~:lir--ctien.

Since missile systems are guided.
it's net iiecessary ta use a turret er
deter titlttcr the missile system's arc

Laser [annnn [PL E]
The mast liasir: weapen system
available, r: laser uses pewer te eit-
r-ite rt flueresceiit medium, and their
directs the light created in a pewer-
tul beani-

IH Laser [PL E]
Fiii iriipreveineirt el the standard
laser car-tien. an infrared laser eper-
ates at lew wevelerrgths and tends
te traristi--i" inure heat, with less crit-

ting pewer, than a standard laser its
invisible beam is mare ceherenr than
a laser caniieri's emissien. has a
leiiger range, and cart deliver mare
energy la the target.

Launch Hack [PL E]
The launch rack is a ane-shat ster-
age and firing facility fer missiles. [t
is a has er brindle ef missile canis-
ters iiieuiited eirleriiatty en the ship
hull. The rack carries eight missiles-
The weapan's damage. range, and
accuracy are cleterriiined by the type
ei missiles carried. Ce-nsider aris-
siles ta attack in the same phase in
which they're fired, with ire iiirineu
vering er guidance required.

Missile racks can't be releadeil
during cembat, and there's rie wey re
change the selectien ef missiles in e
hurry. Fleleading can enly be dene in
a pert, er" threugh er-itraveliicular ac-
tivity. Missiles must he purchased
separately frem the laiinch rack.

Launch Tube [Fl_ Iii]
This is ii missile sterage and firing
system that censists ef a magazine

and a lauirch rail- The hiisic system
takes up 3 durability paints arrr-l
helds tr magazine efiiptete1r:iiis-
siles; each adifitieiial durability
pein: assigned cests Sf-UK and adds
a capacity fer five rnare missiles. Fer"
er-temple, a 5-paint lt1I|_tltL'l1lttlIiE* sys-
tem can irzilii up ta twerity missiles.
Like the launch ier-rk, the cauiliat
chriructeristics ef the system depend
en the iiiissiles crgirriea. Unlike the
lniincl: nick, the launch tube can he
leaded as desired during cembat.
Missiles iiiust be pii1'ctiusr-d
separrrtely.

Missile, AHN [PL El
The aiitiradiatian missile lieiites in
en enemy radar er jrunniiirg r:aiis-
iiiissiens. lgii-are any penalties
caused by enemy jarnniiiig; irisleeri,
Ettttlrr.:|rli-t_'iltt3-1'i missiles gain a -2
bertus te attaijrk ships using jammers
er radar

Missile, [HE [PL E]
This cen ventienal. liigir-eirplesive
missile features a srnart warhead
with I.'ll;l!'I?t'i'!llt1i‘tt-'ll h-last and fragmen-



tatien features designed te mar-iimme
its chances af inflicting significant
rianiage-

Missile, l\lLlI-Q [PL E]
lluclear devices are under strict
cantral in nrest secieties, even in the
far future. The nuclear missile gains
an accuracy benus becrruse it
|:laesn't have la hit dead en; getting
within a da:-rea kilemeters can dn the
jab.

l\"|i55i|E., §l“P [PL E]
The submunitien pack rrrissile car-
riesa buirdle af depleted uranium er
its-irtrenite penetraters that depley in
rr bread area. Due te the eirtremely
high velecities invelved, each pene-
tiatar strikes with an immense
aniaunt af kinetic energy.

Hail Eannun [PL E]
The rail cannen is air eler:treinagiiet-
it: accelerater that fires prejectiles at
high velacities. The cannen typically
releases prejectiles in grriups in
erder ta create a shetgun effect an
the target. Carnpared te ether weap-
ens af the era, the rail cannen is
pewer-hungry and inaccurate. but it
can be deadly at clese ranges.

Turret [PL E]
Meunting a weapen in a turret al-
lews it ta fire inte three ef the feur
arcs at fire. insread ai just ene. Tur-
rets always have a "blind spat" ef at
least ene arc. The ship designer" can
select which arcs each turret faces-

Maiinliiig a weapen iri a turret
adds ta the weepr-rn's rlrirability and
cast. Since the turret's machinery
and suppart systenrs take up space.
it is bulkier than an equivalent liard-
merrnted weapen.

X-Hay Laser [PL E]
This nasty device uses a laser pre-
cess ta create and direct a tecused
beam af high-eriergy it-rays. lt caus-
es mere damage than the standard
laser er lFl cannen.

lttlass Eanncln [PL 7]
-l"""lt. larger and mere pewerful versien
ef the hand-held mass weapens. a
mass cannen lires a ripple ef intense
gravity waves, striking its target like
a massive physical blew.

lttlass Ennverter [FL T]
This unusual device manipulates the
nature el matter" at a distance. It
ferces the target's atems ta strip each

etirer ei par ticles. causing an uirceir-
trailed carrasive recicticin cif severe
effect. in additian. the mass canvert-
er igneres the ellect at a detlectien
inducer".

Matter T|:|r|:|e|:In [PL T]
The matter terpede is a charged war
head that creates a massive inipla-
siari en impact. Fr simple accelerater.
included in the system's cest. is used
te threw the warhead at its target.
filthaugh the terpede has a relative-
ly shert range. its damage petential
is er-rtraerdinary.

Missile, MHB [PL T]
The secialiy acceptable versieir ei
the nuke is the mass-reactien burst
warhead. The device ferces the
abrupt decay af a small ameunt ef
dark matter, resulting in a pewerful
blast ef light. heat. and shert-lived
radiatian.

Farticle Beam [PL 7]
This device is a linear accelerater
that fires blasts el atamic particles.
Mest use pretans er neutrens, since
these heavy particles tend te inflict
mere damage ta the target.

Plasma Eannnn [PL T]
This weapen canverts air elect re-
clienitcal rrrtrrlure inte white-he!
plasma and than uses a magnetic
accelerater ta threw a jet er blast at
the plasriia at the target. The super-
Iieated plasma niiirture errplasively
vaperi:-res when it hits a target.

Tractnr Beam [PL Tr"]
Fin applicatieii at gravitic tectriiete-
gy, the tracter beairi allews vessr--ls
te manipiilate—by attracting er re-
pelling-—ebjects eutsirgle their hull.
Far every S pewer ir.iclrirs rlevr-iterl fa-
tlie tracter beam. an acceleratian at
[l.iffr- Mpp can be applied ta a target.

Use ef the tracter beam requires e
successful System 'Uperatien- weap-
ens skill check. Unless the target's
ability ta accelerate is effectively
ceuntered, the target can escape
tram the tracter beam with a Madei-
ate maneuver. Ne vessel can apply a
tracter beam ta a ship with greater
durability than its awn.

EM Tnrpedu [PL B]
This weapen utilises a specialised
electremagnetic-piitse warhead
pawered by a fusian reactien. lt's
useful fer iricapacitating enemy
ships witheut riestraytng them.
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Kinetic Lance [FL B]
A mediticatien at the ablative shield
technelegy. a kinetic lance creates a
spear at virtual particles that simu-
late salid matter. lt can punch er bat-
ter hates threugh selid neutrenite.
since the kinetic lance can imitate
degenerate stellar matter-

Maser Eannnn [PL B]
The maser cannen creates blasts at
electremagnetic energy—light. heat.
and radiatian—with a linear anten-
na array. It cembines accuracy. ar-
mer penetratien. and hitting pewer-

The Ship Design
Record Farm
Ft. ship has its ewn vital statistics
that describe hew well it meves.
lights. and withstands damage-
These statistics are recerded en the
Ship Design Hecerd Farm en page
252. The mast impertant entries en
this term are described I:-elew.

F Maneuver rating: This is the
number determined lrem TM‘-t.E G35:
SHIP l"-’l.M'~ti-IU‘t'EHFt|-ilLl'|"t'. It pravides a
meditier te all ilehicle Uperatien
checks during maneuvers-

I- Ptcceleratian and Cruising
speed: A spaceships acceleratien
and cruising speed can he deter-
mined trem Trtttn; G39: Srttr Ftccr:t.t:tni-
'1'1ett 3-t Cnutsttta s1=-see.

Ir Weapons: Write dawn the name
and the vital stats ier any weapen
systems the ship carries, including
the weapens accuracy, range, dam-
age type. damage ameunt. and mas
actians per reund. and any special
netes. Indicate which way each
weapen taces by marking the appre-
priate sectien el the small cresshair
diagram tterward = tap sectien. att =
bettem. starbeard - right. er pert =
tetti.

Ir Ftrmer and Detenses: Flecerd the
ship's armer type and the armer's
values against tew impact tLll. high
impact {HI}. and energy lEni weap-
ens- Write dewn any detensiye sys-
tems the ship carries. including their
pewer requirements.

It Engines: Hecerd the type and
size at the engines, aleng with the
number el pewer lacters cenverted te
mevement peints.

Iv Pewer plant: Nate hew many
pewer tacters are generated by the
ship's reacters.

It: Sensers: Use this space te re-
cerd the ship’s sensar systems. in-

cluding the system's range and pew-
er requirements-

Ir Cemmunicatians: Use this
space te recerd the ship's cemmuni-
catien systems. including the sys-
lem's range and pewer requirements.

II: Cemputer: Hecerd the camput-
er's quality and chrtracteristics tiere-

The 5hip Status
Renard Farm
fits well as a place ier recerding the
basic tacts abeut what a ship cen-
tains. yeu need a way te keep tracir
ei whe's running the varteus systems
and hew the ship is laring in cembat.
The Ship Status Hecerd Farm. en
page 253- serves this pt-tt"[.'1ese- lt cen-
tains twe sectiens:

Eammand Crew
in the tep sectien el the term. jet
dawn the cempartment where each
statien and system is lacated. aleng
with the name et the character whe's
aperating each statien and his er her
relevant slrill scares. Fer eirample, r1
here manning the ship's weapens
statien weuld nete her System Oper-
atien--weapens slrill scere-

llamage Diagrams
lvlest at the Ship Status Ftecerd Sheet
is taken up by damage diagrr-rms—
eneugh te describe a ship at as many
as l2 cernpartments- Gin the line tet-
lewing a cempartment's number.
write in the lunctien ei that campart-
ment tcemmand. crew. carge. etc.i.

The durability rating at a cam part-
ment gees inte the circle neirt te the
"I"-"i" {since this number alse repre-
sents the cempat tment's mertal
peintsl. Nest te the "S" and the
write in twice the cempartmenfs

mertal rating, representing the cem-
partmertt's stun and weuncl peit1ts-

Werl-ting tram right te lett an each
line ei be:-res. blaclrr-m the beires that
wen't be needed te ireep tract-r at that
cempartmenfs damage. leaving
epen a nutnber at baires equal te the
the number te the lett at the tirst bait.
When e ship is strt-rct-r by enemy tire,
recerd damage in these epen beites
ta shew the current status at each
cempartment.

5t|:||:l-i. ‘Uersiuns |:|f
Cummun Spaceships
When yeur here lirst purchases er
acqtrires e starship. it's likely that he
begins with a stecl-t. unmeditied
medel at that type. These vessels
begin with predesignated systems.
which can then be meditied er re-
placed by the here at seme tater
date- In seme cases. the here may be
able te buy tar salvage] an exten-
sively custemised vessel. but there
shauld be a baclrstery er adventure
asseciated with the acquisitien.

Stect-t vessels are described in
Chapter I2: Veiticles in the Players
Harrdbeel-:-

Eustumizing
Spacecraft
Custamirring a ship invelves n.pgrari-
i:1g. replacing, eradrlirtg new sys-
tems te imprave its capabilities. Fer
eirample, rr light treighter rigged ter
lighting can easily deteat a sleclt
tight freighter. Fill the here needs is
ttteney. time. and access te a tacility
that can de the werlt he wants dene-
Dt ceurse, the availability at certain
systems—especially weapen sys-
tems is semething te censider as
well.



Flemrnring l]Il;I
Egstems
The lirst step in Cuslarnising a ship is
getting rid el eld systems. Any sys-
tern may be remeved, but seme are
harder ta replace than ethers:

System Heme-val Cast Time
[large
Cemm
Cetnputer
Crew
Deten se
Drive
Engine
Fewer
Senser
Euppert
weapen

ED‘?-is
ltliii
lt]'iti
lt]‘i'-it
test.
5[i'iiti
Stii.’-ti
25%
l[l‘iti
25%
l[t'i'-it

l wkidur
lwkidur
4 wkidur
1 wlridur
2 wt-ridut
S wlridtrr
5 wkidur
4 wktdur
it wkidur
iiwkidur
Ewk.-tdur

Rerneval Cast is what it cests te
strip a system [rem a cempartment,
expressed as a percentage at the
eriginal cest at the eld system. The
cest ei installing a new system is in-
cluded in the cest at the new system.

Time is hew leng it takes te either
remeve er install a system at the list-
ed type, expressed in weeks per
durability paint et the system. Sys-
tems witheut a durability cest take l
week te install. Empty er unused
cempartments den't need te be re-
meved betere a new system can be
installed. The time requirement as-
sumes that the everhaal is per-
temied in a cemplete repair tacility.

Systems remeved tram a ship may
he reseld at res te Btltiii tdEt x ttlt] et
their eriginal purchase price, pravid-
ed sameene is interested in buying
the used equipment. Badly damaged
er wrecked systems may be werth-
less, suitable enly ier scrap valued
at ET» te 12% tfidtil at eriginal price.

Adding New Sgstems
Te install a new system in a space-
cralt, a here must lirst iind a place
Where the system can be purchased
tmd then iind a tacility that can in-
stall it. ln many cases, these are ene
and the same, but semetimes a ship
captain may be able te salvage a
system tram a wrecked ship and still
need te iind sameene te install it.

Ftemember. the cest at installatien
is included in the system's base cest.
ll the here is geing ta de the installa-
tien werk, kneck Elli‘!-ti ail the cest at
purchase. Uri the ether hand, it the
here ewns an intact system but
needs sameene te put it in, use the
remeval cest described abeve-

5PAt:E5H|P
Mavemsntr
There are teur trames at relerence ter
spacecraft mevement—tnterstellar,
interplanetary, erbitai, and cembat.

Interstellar
Movement
In a startaring campaign, a secter
map shews the regien at space in
which spaceships meve strategical-
ly. See Chapter let: Campaign Archi-
tecture tar intarmatian en hew te
build campaigns and design secter
maps ier yeur setting.

lriessels at Pregress Level 5, the
Fusien Figs, are net capable at
taster-than-light travel. This means
that travel times between stars are
measured in years er decades. net
weeks er menths. Fer the purpeses at
running a game in such a setting,
yeu can assume that the herees
spend their time in celd sleep. Mave-
ment tram star ta star happens be-
tween adventures in this type el
game, since the herees wen't have
many decisiens te make white
they're waiting te get te the next star
system.

The 5ta l"lI|I‘i"HE"-
The stardrive prepulsien system is a
teature al Pregress Level T technele-
gy. and is censidered the baseline
ler interstellar travel in the .Pu.-asrttrr
game system. The device allews a
ship te span vast distances during a
5-day submergence in drivespace.
During this periad. the vessel exists
in a leatu-reless veid, unable te inter-
act with the rest at the universe. Its
destinatien is tixed upen entrance,
and it can't leave drivespace until
the 5-day periad has elapsed-

ii. driveship cannet reenter drive-
space immediately alter making
startall: it needs te accumulate a
tachyenic charge that is dissipated
during each submergence. Tachyens
naturally dissipate in drivespace
and theretere can't be stared. Thus, a
leng interstellar veyage en hen rd a
driveship censists at a series et 5-
day startalls threugh the emptiness
at drivespace, interspersed with a
tew days in real space-

The exact recharge time is ran-
dem. In game terms. yeu can deter-
mine the exact time el recharge by
ene at three means. Yeu can simply
rell dtt and add l ter a number et
days. Cir, ier a mere precise mea-
surement, rell '.idl.'7i+3E- ier a number
at heurs. Finally, yeu may allew an
engineer te attempt ta decrease the
time by analysis at tachyenic density
and pletting et ship mevemenl.
Ftllew the here te make a System Up-
eratien---engineering skill check. The
result reduces the recharge time: Or-
dinary, t5dl2+3Et heurs. Geed. 5dl2+E|5
heurs. Fimasirtg =ldlZ-I-SE heurs. this a
rank benelit, allew a here with It er
mere ranks in engineering te reduce
the rell by an additienal dill

The nature at the cycle time and
the submergence inte drivespace
means that all ships have the same
travel time tar jumps ei 5 light-years
er less—5 days. Stardrives pewered
by larger mass reacters shew their
advantage itt the leng haul. Ft small
ship has ta make live er ten jumps te
cever SD light-years. each requiring 5
days plus several days et dewntime.
te cever the distance a huge ship can
cever in ene submergence.

Ships at Pregress Level El er higher
may use alternate prepulsien sys-
tems even mere asteunding than the
stardrive. The drivewave described
earlier in this chapter is an example.
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lnterplanetarg
Mntvement
lriteiplanetaty travel, wltite expen-
sive arirl :-tltivv, is vvitttiri the reach el
technelegies available in the late
twentieth century. 't'ravel wittiin a
star system triay be the lintit at the
technelegy avail-at-ite te lterees. er it
may be the rnedittin between a platt-
et's sttrtarre and the great grip he-
tween the stars-

ii. ship tneving between planets
isn't just saiiirtt:_i the seas train Lil1'E"
part te anether. lt's really in anether
erbit—areutid the star. 't'tte space
cralt r-it the Fri-s1rtiii"tgetF'l. 5' have
eneu-gh pewer ta criritiriarnisty alter
this erbit, driving aleng an intercept
tretirse te the tt‘|lF.-t1£lEit'i destinatirrn

l"rir gtirtir: purpase:-t, 'i:§l1l[J';§ll‘y'
threugh planetary systems just as
airp‘-enes crass cetitinents, ignering
the cemplex ttstra-galien and ltitipirig
intercept erbits that are required te
t't?'£1tIl'ttJI1t2|tl1t5'I planet. Given this as-
sumptien, the best way ta deat with
spacecralt meving in interplanetary
space is ta caitstder their cruising
speed in i"tU per lteui.

Uiie astraneinirrnl tinit lint] util-
lien lritenieters the clistaiice tram
the Earth ta the Sun. lvlast iniiei'-sys-
tent jeitrneys require spacecratt tn
travel anywhete tretn l ta ll] i"tL|.

Fer simplicity, the rrrtiisttig
speed determined tar a spacesliip
when dete1'tninitig hew leitg it takes
tn travel wtttiiri r: system. Heritisti-
catty, r_ir' cr_ii:| lite enly litnit an rt
cenventienal engine speed. given
stiltitrit-irit time t-ti =:'tt7"'._'r&-lett'ite, ls ttie
spi:-eri at Ii-;;tit. Utittiig tt:-t trip the
ship act:-r.-tera.tc-s past its cruising
spi-1*etl,littt hallway ttitciugli the trip i
tntist tl|t'?[‘i.-l'l-[?t'[llt-I“. .-"i sti|p'sr'r1ti:-tirtg
spset-t is r-tctttatly its avert-ige speed
tei the t_ltil'1Ltllt_'ilt at the trip.

t-"regress Level E5 ships average e
cruising speed ei Ill hU per heur. tn
the Fusien iige, acceteratien is
teugh. Even with vlscetis-tltiid tanks,
drugs. rind ether ceuriterineasures_
tiuinaiis can't telerate mare than
abeut Ell g.

The use et artificial gravity te
ceutiter the eiiects at acceteratien al-
laws ships at Pl. T ta acceler-rite rites-
tenishing tales. Mast PL '5" ships can
change their speed by abeut l init-
lian kph tar l meganieter per phasei
with each phase et acceteratien.
Snch acceteratien allews them ta
reacli niaclt higher speeds in reaseri-
able time- The taster G-i"avity Ftge
ships cruise at abeut l EU per heur
fir t:l.l-'lir':lttgi115pti*Et‘ll'-

Here are seme guidelines ter de-
termining the travel time between
twti paints in a systein;

iiverage
PI. Speed Hell

it'll inenths ll]dl'-1 rnenths
l."lLl bet-its cit-it-." days
tt'l1t-iL;r Sill? l'tat-its
3-"lit-nir idl2 haursC111!"-r-IlC'-'.?~'.t"'

.*'5tvr-rage Speed is the vessei's ve-
ti-1-t-Ill'j-'lIl'i_tt:1llUllt_tr['l'tl-1-!t_Ill-1t]ll5llLll'lE-
given time trame.

iiett indicates the travel time be-
tween ariy twa paints in a system, ll
yeti lnivc rte idea er inctinatien te
ligure eut just where Ll _tirrttir:1_il|-it
planet is in ielatirin tn anether.

Planetarg Alignment
iltiiy twa bedies in a selai" system can
be riesrrribed as being in cenjunc-
tien. in eppesitien. er setrrewhere in
between. Planets ir: cenjunctien are
aligned an ene side ei their star. er
clese ta it. Planets in eppesitien are
en appc-site sides at the star.

't'e tiguracnt the distance betweer.
twe planets in cenjuncti-en, iind the
ditierence in their arbital radii; te
ligure eut the distance between
planets in eppesitien. take the sum;
and ier anything else, take EU?-s er
Pitt“--1.» at the sum-

It Example: iii greup at herees are
en itenus, which erbits at D-T AU. and
they want tri geta~lt.lpttet',vvl1iclta:-
hits at h AU. ll the planets are in cati-
jnnctien. r.-1" generally an the same
side at lltr: Suit. the trip sheutd be
rrbrnit 4.3 Fill; it they're in appesitien,
the trip shenld he reughly 5.? Fit-1;
and in any atlter alignment, assume
the trip is Sfiiii. ta S|Ti5i. ei h,'i’, er abeut
.5 AU



If yeu need ta lcnew where ene
planet is in relatian ta arm-ti1er.iust
rell randamly ta see if it is in cen-
innctiari. eppesitien. ar seniewhere
in between. The nest time the tiei-aes
:1eed ta ga ta that particular we-rlcl
again, siinply rerall.

Elrltlital
Movement
The transitian between system travel
and planetary travel is arbital. at
near-space. maveinerit- A ship in a
stable arbil deesn't have ta expend
any energy ta remain there: it centin-
ues ta fall areund the planet larever.
Climbing ta Earth arhit frem 1l'te at-
rnesphere requires a spacecraft ta
accelerate ta a speed ef raughly .7-iii
ltilameters per phase H51-'-i,[ltl[i l-cph}
and an altitude af EDD ltm. Lc-wer er-
hits are pessible, but belaw tilt] tar:
the increasing resistance at the al-
rnasphere guarantees that the arbit
is shert-lived.

Fin arbit can circle a planet in any
directiari; many satellites rise a palar
-arbit. which means that aver time the
entire planet will ratate L1|1-derneatli
their flight path. Finather interesting
nrbit is the geasynchrenaus arbit. in
which the ship er satellite matches
the planet's ratatian speed; the ship
hevers aver ane spat an the planet's
suriace. The radius at a geasynclira
neus arbit is based an the planets
mass and rate at retatian; far Earth.
it's clese ta 35-,Et]ll l-diameters. The ar-
bital altitude weuld he a let fewer
areund a warld with a faster rata-
ti-an.

Orbital maneuvers are rr reutine
matter in advanced spacefaring set-
tings. tiny spaceship capable at in-
terplanetary travel can assume the
nrbit at its cheice when it arrives at a
new warld and maneuver ta any new
arhit in a matter at minutes. Fissume
that a miner adjustment te an erbit
requires Edifi minutes far PL E ships,
er dEi minutes far PL T spacecralt.
Maia: adjustments talre twice as
leng. if the vessel is attempting ta
assume a very specific ar difficult
arbit. a lrfehicle Ctperatian er Naviga-
tian skill check may be apprapriate
tar the here attempting the actian-

Leaving Earth erhit requires an
acceteratien up ta abeut11=i lcilame-
ters per phase l3*i.l]DEl lrphj-- This is
lcnewn as escape velc-city. Once a
ship leaves arbit. its in interplane-
tary space.

Cumh-at
Mnvement
Ft ship meving at a very high speed
is l11lt'l1f_‘-Eil'1l"l"t]_'_1-IZJIE!-;l_l_‘t-lrIttEI bring In rr
fight. Hewever. the primary cancern
is hew fast the ships can accelerate
and inave relative ta ane anatI1e1-1n
Pl. 5. ships travel at relative speecls
at abeut I ta 5 megameters per phase
ti[tEl,t]Ufi ta 5t]U.UEl[t l-:pl1t.

Fit PL T, ships can light and ma
nenver effectively at speeds ef l ta it]
megameters per" phase ll ta ll] rnil-
lian lrilaineters per haurl-

SPAIIESI-IIP
IIQMBAT
Ta resaive ca-rnbat between space-
craft, use the vehicle cembat systeni
described i|1 the preceding chapter.
with a few ertceptians. The rnast sig-
niticant at these is hew a spacecraft
takes damage; a spaceship isn't a
vehicle with ane set at stun, waund,
and martai ratings, but a cellectian
ef separate campartments and sys-
tems. each with its awrt ability ta
withstand punishment. There are a
few ather details ta handle the
unique setting at space as a battle-
field. which are discussed belaw.

Sletting up
the Fight
First. yau‘ll need ta matte the same
riecisian yeu've already theught
abeut far vehicle cembat. De yau
want ta run this scene in narrative
style? Then yeu'll use the rules fer
epening.] range, speeds, and inten-
tians far each vehicle. If yau intend
ta depict this as a visual scene.
yau'll need ta use a l1EI\t'. map and
yau'll need ta set a scale-

Enrnetarg a|:||:| rua|:h

[lpening Range
Frs in vehicle cembat, the apening
range at the light depends an the
prevailing cenditiens. 'r'au can set
the range ta accemnic-date tiic needs
af the stary at the situatien that start-
ed the cembat, er determine the
range randanily. 'l'i'iItr.t-i G45: 5|'-'.-ttTIiISH]i'*
Decatur: titiiricr is tiiviclecl inta a PL E
cefumn fer law-tech, near-space cam-
bat, and a PL 'Jf+ calumn far l1igh-
tech, apen-space -cainhrit.

Ha:-tardatrs cenditiens include en-
tering ar leaving a crawded space
statien ar starpart; crawdea' cendi-
tiaris inciucie ships nieetirtg in law
arbit. a ring system. ar an astere-id
field; narrrial cenditiens reler ta high
urhit ar the inner part at a saiur sys-
ten1; clear cenditiens include inter-
planetary space n1 the enter parttans
at a star system. er interstellar space.
Fill measurements are in megameters
ll"-"fn1i. See the "l"v'leasarenients" side-
bar an page lhh.

nE'tEEtilIll'l., Evasiun,
and Pursuit
in general, detectie-n ranges are
much greater than the apening
ranges listed r_1ln:~ve.5ee Tittrtr G-'15:
5|-‘r'ttIt:It5Hti‘ [Jr:|'cci'iar~: F'u"1['~‘{_§[-_I. Even the
best leng-range weapens can't equal
the range at which sense-rs allaw
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ane ship ta detect anether. Cine ship
nr the ather might decide ta evade
the battle by turning away as scan
as a threat is detected.

Detectian may he me-dified by the
"visibility" at the sensar invelved-—
radar is less effective in crawded
cenditiens ar near asteraids. IR and
EM cietectars may suttsr near stars ar
civilised planets, and sa an. Flt yeur
discrsticn. apply rnaditiers tram
'I‘.uti.t: G--ti‘: Series Dsnzcriart tvtenirtsns
ta the eperatar's slrill check.

A Failure result indicates that the
senscr aperatar didn't detect the ap-
praachjng threat until the enemy
was actually in cembat range; see
Tl'tBl.l-I G45: Srscssniv Deanna Ftsriac.
On a Critical Failure. the sensar ap-
eratar didn't detect the enemy at all.
and the enemy may be ahle ta
achieve surprise. See "Surprise."
belaw.

li a vehicle spats an appanent be-
fare it gets within cembat range. it
may ta cheese ta flee and rrvaid cam-
hat. Campers the speed and acceler-
atian at the vehicles. If the ileeing
vehicle is taster, it will get away. If
the pursuing vehicle is taster. it will
eventually catch up and farce a cam-
hat scene. Tau may allaw special
cenditiens at the use at special tac-
tics ta evade the attack.

Beginning
lntentiuns
When setting up a space camhat. the
first thing yau need ta Irnaw is the
apening speed tar the spacecraft in-
valved. Yeu may already l-tnaw this
because at the situatien that caused
the cembat. but it yau den't. here are
same guidelines ta help yau set it up.

The apening speeds af the spec e-
cratt invelved depend an the prevail-
ing canditiarr and haw advanced the
ships are. See Tsns G-tEt: Srv-.cssrrr|=
Uesrtlrta SPEEns.

Remember that Mpp stands tar
megamstsrs per phase. Due Mpp is
equal ta l millian itilameters per
heur tlrphl. ar tltltttlc. Thcrt*s slaw’ far
mast space vehicles at PL T: cruising
speed is cleser ta [lit ar tl.5c. Cit
can rse. it's unrealistic far anything
meving that last ta be engaged in
camhat.

lt's werth nating that ships clese ta
planets er in the pracess at daclting
ar leaving daclr travel even slawer.
These ships may he geing na faster
than l ar 2 l-tilameters per phase an

the appraach, dawn ta 51] er ltittl me-
ters per phase tar the final appraach
and less than a wall-ting pace far the
actual tauch-dawn ar cennectian.

Itlertt, tal-te a teal: at the circum-
stances that led ta the scene and de-
cide what directian each spaceship
is heading. If ane spaceship pursued
the ather, then the fleeing spaceship
begins with an intent ta apen er
hrealr, while the pursuer begins with
an intent ta clese. it the vessels were
paralleling each ather. bath might
begin with the intent ta hald. Natu-
rally, intentiens may change in the
first phase at maneuvering.

in the visual style. think at it this
way: An intent ta class means that
the vehicle is heading taward its ap-
penent. an intent ta apen er break
means that it's heading away tram
its app-anent, and an intent ta hald
means that it's heading aft ta ane
side er matching speeds.

Surprise
The rules and cc-nsideratians dis-
cussed far surprise in vehicular carn-
hat apply ta spaceship camhat. its in
the case at land and ai.r vehicles, the
surprised spaceship daesn*t stand
still during the surprise phase: it
spends the surprise phase meving
iarward at its present speed.

Tactics—space tactics is the appra-
priate slrill tar setting up a space-
ship ambush. The success at the
ambush leader's Tactics check in-
tlicts a +1, +2. ar +3 penalty ta the
victim's System Uperatian—sensars
check ta avaid surpris e. Cit ceurse, a
spaceship that has already detected
a weuld-he amhusher tsee "Detec-
tien.“ ah-avel can't he surprised.

In additian. the prevailing candi-
tian may pravide a penalty ar benus.
Hasardaus cenditiens pravide a +2
penalty ta the victim's System Oper-
atian-sensars check. Crawdsd candi-
tiens add a +i penalty. Narmal
cenditiens apply na madifier. and
clear cenditiens pravide the victim
with a —Z hanus.

5|:ale
It yau wish ta use the visual scene

battles between law-tech {PL til
spacecraft and high-tech spacecralt
in hcaardaus er crawdsd canditian s.
and l Mm per hart far advanced IIPL
'i"+i spacecralt in npen space.

The Action
Round
Spacecrait cembat uses the same
rneditlcaticns ta the actian raund de-
scribed l.l'.l"1dEI""lIl"Bll'.li'C].B Cami:-at" in
the previaus chapter. Pilats and
helmsmsn may attempt Hautine ma-
neuvers during each phase, hut Mad-
srate and Extreme maneuvers
require an actian.

lf a spaceships engines aren't
supplied with any pewer at have he-
ceme damaged and nanlunctianal. it
can't attempt maneuvers ar accelera-
tian at any lrind. tt cantinuss ta meve
at its present velacity until the en-
gines became tuncticnal er the ship
hits samething.

Narrative
Eumhat
Spaceship cembat wart-is just as de-
scrihsd in "'i'shicls Cam]:-at" in
Chapter ltl: Vehicles with a few err-
ceptians. Ftautins maneuvers are al-
lawsd every phase. Tc change
intentians requires a Moderate ar Ex-
treme maneuver. Acceleration is al-
lnwsd as part at any maneuver.

[n the early years at PL E. space
cembat is largely impassihle. since
tactical acceteratien and turning are
technc-lagically inieasible. By the
end at PL E. spacecraft can attempt
Hcutins and tvlcdsrats maneuvers.
but can't attempt Extreme maneu-
vers. Since these ships are driven by
reactian drives, they have nathing in
push against in their maneuvers.
'l'hey tly like racltets. net airplanes.

Spaceships at PL ‘F and higher
have engine systems that dig inte
the gravitatianal fields areund them
allawing them ta pertarm hard
haairs. leaps. and ather such
Il'l.".t'tlll.'lf1-E"'l.'l"|||'-E'1'5.

Visual Eumhat
S aceshi s use a st dard h. p p an sit map

p'r?iE:""l':l'""1"; l:""" "E'e"' "" self? E""""E' far visual cembat. just as vehiclesac a .as cecra ves . .P E P“ mu da.lnstead ntusmgintsntianseaclia numhsr af megamstsrs tlrtml equal
ta its megamsters per phase thtppl.
Ta lteep this scale usahie ier a stan-
dard hett sheet. yau shauld prabahly
use a scale ef Ill l"|"lm per hes; tar

grade at maneuver thantine, Moder-
ate. and Erttremel allews certain ma-
neuvers tn he pertnrmed. Mast at
these maneuvers and their diagrams



are listed in tiie "iteliir:ln l'-"faneuvers
llisuoiised" sidebar on page IHE in
the previous chapter.

One maneuver is unique to space-
ships: spin ship- As a lioutine nia-
tieuver. spin ship imposes no penalty
on the pilot or helnisrnan.

I- Spin ship: The spacecraft can
spin to face any direction desired
while l-reeping its present course and
speed. but it must spin baclr to match
its original facing before it can ol-
teinpt any other combat maneuvers-

Ships of PL E ore limited to the fol-
lowing maneuvers: spin ship and
1u1n[Floutine maneuversi: tight turn
and regain control [l"-'loderate ma-
neuvers. -+1 pen-altyi- In order to slow
clown. the pilot must perform the
spin ship maneuver so the vessel is
flying bacl-: ward and accelerate ir1
the opposite direction to decrease its
velocity. Multiple phases of accelera-
tion may be necessary beforea vehi-
cle changes the number oi hei-res it
travels in a phase-

Ships of PL T and later have a
wider choice oi maneuvers: bani-r,
rotl. spin ship. and turn [Houtine ma-
rtenversli half-loop, [orig roll. regain
control. and tight turn [Moderate nio-
rieuvers. +l penalty}: hard bani-: and
loop and turn [Ehrtreino nianouvers_
+3 penalty}. Ships using the spin
ship maneuver can't attempt arty
other maneuvers while they're lac-
ing away from their line oi flight. ti
spaceship can lly sideways or hrn":|-r-
ward it its pilot wants to. hut it must
square its nose with its course betore
the pilot can res|_1me normal maneu-
vering. This maneuver rnight be use-
tul in bringing weapons to bear on
enemies who would otherwise be
outside their arc of tire-

To determine who moves when in
each phase. you'll need to determine
who has the advantage. Each round.
the pilot with the best action checir
result has the advantage. In the
event of a tie. the pilot with the supe-
rioi action check score has the
advantage.

ln each phase. the pilot with the
advantage can choose to lnove his
spaceship first or to allow his oppo-
nent to move first instead. it-"loving
first might allow a spaceship to get
into a good position to shoot before
the eneniy responds. or to get out of
the eneniy's sights betore he can
tol-to his move. l"-‘loving second offers
a pilot the chance to see where the
enemy is going before committing to
any niavemant-

Fr pilot keeps the advantage until
he laiis a maneuver cfieclr. When
this happens, the advantage atria-
rnatically shifts to the opponent- The
advantage rnight shift back and forth
several times in the course of a
single round.

Pilnt 5I£ill5
Wiiether the spaceship is a small
space fighter or a tormidable cor-
vette. ltfehicle Opera t ion—spo ce
vehicle is the slrill used by the pilot
or halzrnsrna n. lluring each phase oi
combat. the pilot selects the maneu-
vers that guide the spacecraft. thus
moving for a better position to shoot
and not get shot.

Eupilnt Skills
The copilot or junior helmsman has
the ability to take over for the pilot at
any time- Piloting from the copilot’s
station imposesa +l penalty. How-
ever. if the copilot tal-res an action to
assist the pilot's maneuvering. a
modifier may be applied to the pilot's
nest slrill chectr. The result of the
copilot's vehicle Operolion—sparre
vehicle ciiecl-: determines the modifi-
er: Critical Failure. +l penalty: Fail-

ure. no modifier; Ordinary. —l bonus;
Oood. -2 bonus; Frma:-ting. -3 bonus.

Failing a ‘Vehicle
Bperatiun Check
Pr pilot or helrnsntau who tails a ite-
hicle Operation slrill chectr may or
may not complete his maneuver as
intended. He must irnniediately at-
tempt a second ‘vehicle Operation
sl-rill check [applying any appropri-
ate bonus or penalty} and consult
Tmni: G49; Lostric Ce-ratio-|. or" It Stw:r:-
snrv. The possible outcomes are de-
scribed below. In addition to what's
discussed here. the Gamernoslei
may decide that when a spaceship
goes out of control, it suffers some
sorl of mechanical breakdown that
could prevent it from functioning
properly or even render it useless
until repairs are mode.

Major spin: The spacecraft goes
into a spin as noted below. and the
pilot sutiers a +-t penalty on all ol-
ternpts to regain control. Pill charac-
ters in the vessel suffer a +2 penalty
to any actions they attempt. If the
ship is near a large object such as a
station. asteroid. or planet. the
Ganiernaster can decide that a crash
may occur.

Spin: The spaceship goes wildly
out of control. The spilt continues
until the helmsman is able to malre a
successful ‘tfehicle Operation--space
vehicle slrill check. Fioll dd to deter-
mine the direction the spaceship
ends up facing when the spin ends:
l = forward; E = forwardt right: ii =
right: ti = baclrwarditrightt 5 = back-
ward; 5 = baclrwardfleitt T = left: B =
forwardileft. The pilot can't do any-
thing else Ltntil he manages to regain
control of the spacecraft [by matting a
successful lufeliicle Operation checl-rt.
and all characters in the vessel—in-
eluding the pi|ol—suiter a +2 penalty
to any actions they attempt.

if the operator of a spaceship
that's already in o spin fails another
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‘v'ehicle Operation sf-rill checl»: and
then gets any outcome on T.ttt|.tL G49:
Losrrta Coroner. oi" it Siecsssts other
than "Under control." the vehicle en-
ters a major spin [see abovel.

Yaw: The vehicle slides at an
angle to the right or left while contin-
uing to maintain forward n1amen—
tum. Hall dE to determine which side
the vehicle slides toward: l—I3 = right.
'i—Ei -‘ left.

The yaw contittttes tttttil the pilot's
next available ar:tion. at which tinre
he can end the yaw immediately by
using that action [no slrill checlr is re-
quired} to bring his vessel under coit-
troi. ifilternatively. he can attempt a
"v’eh icle Operat ion-space vehicle
checlr with a 1-] penalty [in addition
to other penolties that ntay apply]. if
this check succeeds. he ends the yaw
and is able to perform a Ftoutine mo-
neuver in the same phase. lf this
checi-r fails. the spaceship enters a
spin-

Urider control: The helmsman ei-
ther experrences no troubie and con-
tinues on his way. or manages to get
an out -of-coittrol vessef bacl-r on
tract-:.

Attack and
Defense
Using o spaceship system to attach
or to defend against an attaclr re-
quires an action on the part of some
character in the spaceship. A weap-
ons officer can operate the weapons
any time he can perform an action
during the round. The pilot can do so
too. but operating a weapon system
and performing a maneuver in the
some phase adds difficulty to the
maneuver check-

One extremely useful tactic in
spaceship combat involves holding
your action. If the weapons officer
doesn't have o good shot in the
fimosing phase. he can always wail
until the Good. Ordinary. or Margin-
al phase to see it a better shot devel-
ops. Sometimes a spaceship might
be in a great position early in the
round —but if no one on board has an
action available. no sltot takes place.
Such is the stress and uncertainty of
combat.

Attack Skills
The rules for attacking with a space-
ship weapon systent are mitclt litre
those for attaclnng with a personal
weat'1on. The target may have a re-
sistance modifier. reflecting how
hard it is to ltit; it inny be at short.
medium. or long range: it may have
some lrind of cover. The slrill used by
the attacking character is System
Operatian—v-weapons. These powered
weapons systems are typically in-
tended lai control by someone otiter
than the helmsman. For example. the
weapons officer controls the weap-
ons while the sensors officer oper-
ates radai and detectors.

Defense Skills
Spaceship defenses operate differ-
ently from the simple defense rneclt-
anisrns of personnel and vehicles
such as armor. lirn-ior and ablative
shields are passive defenses. l"-lo
slrill checlr is rec|uired to operate
passive systetns under normal cir-
numstances.

rictive defense systems. on the
other hand. require direct guidance
from an operator. Chalf. poittt-de-
tense guns. deflection inducers, and
displacers are active defenses. Gen-
erally. the operator of a defense sys-
tem holds his action ntrtil an attach
is declared against his ship. where-

upon the opercttor maires a slrill
checl-t to determine his success. The
effects of the check are given in each
individual defetise system descrip-
tion earlier in this chapter.

The slrill used by the defending
character is System Operation—cle-
lenses. These powered defense sys-
terns are typically irttended for
control by someone other than the
ltelmsntan. For example. the defens-
es officer controls the defenses while
the sensors officer operates radar
and detectors-

Sensnr Skills
Sensors perform critical roles in any
space combat. The first part of any
engagement is detectiott of the
enemy [see "iltetection Evasion. and
Pursuit." above]. tn addition to locat-
ing the enemy. the sensors officer
acts as an important member of the
combat team. The prirriary function
of the sensors officer in combat is to
analyse tho enemy ship with a suc-
cessfui System Operation--sensors
slrill checlr. identifying the tunction
of each of the enemy ship’s
compa rt men ts.

There are two ways in which sen-
sors can assist on nttaclr. Hy spend-



ing an action. the sensors o"_nerotr_ir
can improve the odds of r_t successful
hit. The sensors operator's slrill checi-:
may provide a modifier to the weap-
ans operator in the riattt available
phase. Critical Frriliire. +'.Ft penalty;
Failure. no modifier; Ordinary l
l.1onus:Good_. I-I bonus; i'-"irrtrrv-iitg_
-3 bonus.

Secaitrf.tl1e sensors opeiatiir {Itttt
spend on action attempting to tar-get
a specific coitipartnio-at of art ettrg-my
vessel. ‘Iii do this. the S-E1l5tJtt'5 ii_riera-
IUI must have an actlori in [lie satire
phase in which a si.ii;r:iess[iil 5]1r_it is
fired ll the wer_rpr_tn5 i:iffii;-e|"gr-m_=1-
-’llE'5 -it flit. 'tl'|F.' sensors opt-Lrratrir tlirrri
tolls a System Operation--serisors
checlr. The result all-o1.vs the sensar
operator to adjust the raiirlorii hit rir_;--
terminatian of cornprii ttnr.-nts [set-
'TJ'antage." belowli Critical Failure.
weapon shot misses target r:ornplr=te
ly: Failure. no ciorlifier; Ordinary. ad-
just dfifi compartment roll by ' l;
“Greed. adjust roll by '1-I: liiriasirig,
adjust roll by *3-

~l- Example: lininertiately follow-
ing a st-tcr:essft.|l sl-rill checl: by the
werrpons officer. i<Iaiin Storborne

uses his se-Irsois skill to target the
laser. Kalin gets a Good success. and
their r_r .5 is rolled to determine which
compartntent of the enemy ship is
hit. ftfalirfs player can fool-r at Titliiti
G-.iEt; Cizirriiv-.:+.'i'ivis:i'i' lft']' Lo-::itrror~i arid
change the dill} result to rrriy number
fir-irii S to T.

Sensors operators can also spend
an action to assist the Eiffittttt-:It;tt-5. oper-
ator in protecting thr: ship. providing
a rriodifirir for the rest of tlte current
round and all of the next round. Sl-rill
ciierrir t'est.tlts2 Critical Frriliiro. +2
peiialty; l"i:ilure. no iiieriifier; Ordi-
nary l bonus: Good. -2 bonus;
Fiinaitliig. —ll boriiir-i.

Urtf‘iri:ii'rl serisrir systems rely r311
tlie System Operation sense-rs slrill-
Usually. a sensors officer r_ipei"r_iles
this eqitipniont.

Enrnmunicatiun
Skills
Tlir-- prittioty furirrtion of the comn1u-
nications officer is seitdirig and rc-
ceiviiig iiiessages. Tliiring combat.
the r:o:iiin officer can send messages

to sfiips or other distant lot_'-:-ttioris, -
and code them if desired. The result
of a System Operation—coniirii-iriica-
trons slrill checl-: may providea niodi- _-__-_-
tier to decoding attempts made by
others: Critical Failure. 2 bonus; ___
Failure. no modifier: Ordiiiar"y', +t -
penalty; Good, +2 penalty; .F'it!t'tt.I1i-'.lFl[._],
i-3 penalty. '_ _

In a ship equipped with a jamnier. _____
a defense system. a comm officer can :__
spend an action jamming enemy T
transmissions. The result of her slrill
checl-: applies to the opponents coin-
inunications slrill checlrs in the next
round.

ln addition. the coinrri officer coir
spend art action using a jrririrner to
apply the above modifiers to the set:
sors checks of an enemy vessel in the
the next round-

Enmmand Skills
The commanding officer aboard a
vessel can use Tact ics—space tactics
to apply penalties to the enemy and
Leadership—comrnand to apply
bonuses to officers under his cliarge-
See the slrill descriptions in Chapter
ti: Skills in the Players Handhoolr-

Frlso. the commander can spend
an action analysing enemy move-
ment and providing warning. The re-
sult of a Tactics—sp-ace tactics slrill
checl-t may provide o modifier to the
next action checl-:s made by the rest
of the ship's crew: Critical Failure. -2
penalty for all other crew members:
Failure. no modifier: Ordinary i
bonus for one other crew meniber;
Good, -l bonus tor all other crew
members; if-imasing. --it bonus for all
other crew meiribers.

Damage
Fill spaceships have ifiinasing tough
ness. The damage from weapons of
Good tougliiiess—wl1icli includes
most heavy arid velticular weap-
ons automatically degrades; mortal
dairiage becomes wound rlainage,
woiiiid damage becomes stun do m-
age. and stun damage is igitored.
The do mage done by weapons of Oi-
diririry firepower which iitcludes
most personal weapons degrades
twice: mortal damage becomes stun
rlariiage. and wonnrl anti stint t.ft.ritt-
rigs are ignored. For example. a hern
who fires a Sniin pistol at a ship
must score an Fimasing hit [which iii-
flicts mortal damage but is degraded
to stun r-lantagel in order to affect the
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ship- Pray armor the spaceship has
may reduce or negrrte that damage.

For purposes of assessing dam-
age. spaceships share many cliarac—
teristics with characters and
vetiictes. Spaceship compartments
have stun. wound. and mortal rat-
ings: wound or mortal damage in-
tticted by enemy weapons also
causes secondary damage: and a
spaceships armor may stop some or
all of the primary damage of a hit.

Whenever a ship is struclr by
weapotis fire. a random compart-
inent is damaged- Successful use of
sensor systems may modify this roll
[see "Sensor Slrills.“ abovel. Flefer to
Tr-.sit: G50: 'i:Of'viF'i"if't'|'MEif'-t'|' Hrr Locitrior~i-

The reason that hit locations are
set up in an asymmetrical fashion is
to reflect the fact that sonte compart-
ments of the ship are hidden deep in
its structure. matting them harder to
hit than other campartments. Most
ship designers place the least vital
systems in the ship's outermost com-
partments. expecting o captain
would rather lose a cargo hold to
enemy fire than his power plant or
command decli-

Enmpartment
Damage
Pi compartment's mortal rating is the
same as its number of durability
points. and its stun and wound rat-
ings are twice that riumber-

Stun Damage
When a compartment ta lites stun
damage equal to more than half of
its stun rating. the use of any system
housed in that compartment suffers
a +l penalty. When a compartment
loses all of its stun points. additional
stun damage converts to wound
damage at the rate of f wound for
every E points of stun damage.

in addition to the +t penalty. a
compartment that loses more than
half of its stun points may suffer a
system failure. Pi durability checlr
must be made for the compartment.
The ship's slrill score for this check is
equal to its original stun rating
[twice its durability}.

ll the compartment fails its dura-
bility checlr. one system in the com-
partment [roll randomly to determine
whichl ceases to function. Onsite re-
pairs using Technical Science—jury-
rig or remote repairs using System
Operatlon—engirieering may allow
the system to be temporarily restored
for a number of rounds. as described
under the Technical Science--juryrig
slrill description in Cliapter 4: Slrills
in the Players Handbook- Eventually.
permanent repairs will be necessary.

‘lr'li't:tI.-Incl Damage
For every if points of wound damage
suffered. a compartment also suffers
1 point of secondary stun dariiage.
Secondary damage is calculated be-
fore armor rrbsorbs primary damage.
Pirmor has no effect on secondary
damage.

When a compartment tal-res
wound damage equal to more than
hall of its wound iatiiig. the use of

any system housed in thatcompart-
ment siiffersa +1 penalty. When a
compartment loses all of its wound
points. additional wound damage
converts to mortal dantage at the
rate of l mortal for every E points of
wound damage.

ln addition to the +l penalty. a
compartment that loses more than
liall of its wound points may suffer a
system failure. Pr durability checl-r
must be made for the compartment.
The ship's slrill score for this clieclr is
equal to its original wound rating
[twice its durability].

ll the compartment fails its dura-
bility cl1ecli:.one system in the com-
partment [roll randomly to determine
whichl ceases to fiiriclion- Onsite re-
pairs using Technical SIfIlEl"lC'E—_lLtf]-"-
rig or remote repairs using System
Opr-:rration- engineering may allow
the system to be temporarily restored
for a number of rounds. as described
under the Technical Science—j'iiryrig
slrill description in Cliapter 4: Slrills
in the Player's Handbook. Eventually.
permanent repairs will b-e necessary.

tltlnrtal Damage
For every it points of mortal damage
suffered. a compartment also suffers
l point of secondary stun damage
and l point of secondary wound
damage. Secondary damage is cal-
culated before armor absorbs prima-
ry dainage. Armor has no effect on
secondary damage.

Each point of mortal damage iii-
flicted on a compartment imposes a
+l penalty to any systems contained
within the compartment. P-.ll penal-
ties caused by stun. wound. and mor-
tal damage are cumulative.

Each time a compartment suffers
mortal damage, a durability checli:
tnust be made for the compartment-
The ship's slrill sr:ore for this checlr is
equal to its original wound point
total [twice its durabilityl- tlipply a +l
penalty for every point of mortal
damage that the compartment has
suffered. as well as penalties tar ex-
cessive stitn and wound damage.

ff the compartment fails its dura-
bility checfr. all systems within the
conipaitinent cease functioning until
repairs are made. Technical Sci-
ence- juryrig may allow for the corn-
partinent to be temporarily restored
for a nit ntber of rounds. as rfescrihed
iitider the sf-rill description in Chap-
ter 4: Slrills in the Players l-lanclhool-r.

if the compartment fails its dura-
bility checlr with o 41'-"Jritir:a] Failure.



it's destroyed, and d4 other compart-
ments sustain Edliw eoch due to de-
compression, power iluctuations.
and fire. Armor offers no protection
against internal damage.

when a compartment is complete-
ly wrecked tall mortal points gone}, it
ceases to exist on the ship record
lorlrl, and all damage that strikes
that location automatically is ap-
plied to the next lower-numbered
compartment. ii necessary, wrap
around to the highest-numbered
compartment ii the lowest is
destroyed.

o Example: Compartment 2 oi n
trader-class vessel is destroyed by
enemy lire. The next hit on that com-
partment is automatically applied to
compartment L li compartment l is
destroyed. the next hit on that com-
partment is applied to compartment
ti, the ship's highest-numbered
compartment.

Elilrnage tn
Passengers and Erevv
when a compartment suiiers dam-
age, individuals inside may suiier
damage. First. armor is accounted
ior and the primary damage suttered
by the compartment is calculated.
Any individual inside then suiiers
the same damage, reduced one
grade. li the individual is wearing
armor, it may be taken into account.
Damage suttered by passengers and
crew is low impact [Lll.

Q Example: Wallace is working
Within a compartment when it is hit
ior E points oi wound damage. The
compartments armor absorbs 5
wounds, leaving it with ii points oi
wound damage. Wallace. who is
wearing no armor. talces 3 points oi
stun damage.

Characters in compartments that
are completely destroyed tall mortal
paints gone] may suiier the eiiects oi
decompression. See "Environments"
in Chapter 3: Gamemosters in Action.

Engineering
Skills
The most basic iunction oi the engi-
neering oiiicer in combat is the prop-
er direction oi power resources. With
an action, the engineering oiiicer
can ireely allocate the ship's power
factors to its various systems: eo-
gines, weapons, defenses, and
sensors.

The secondary tunction oi the en-

gineer is to direct and assist in the
completion oi repairs- The engineer
can spend an action to attempt re-
pairs oi a minor nature in any com-
partment while remaining at his
station twhich may be in either a
command or engineering compart-
rnenti A remote repair cart reduce
stun damage caused directly by
enemy damage or by the secondary
eiiects oi heavier wound or mortal
damage. A remote repair can also re-
activate a system rendered inopera-
tive due to excessive stun damage.

The engineer's System Opera-
tion—engineering skill cl-reclr result
determines the amount oi st1.1n dam-
age repaired‘. Critical Failure, corn-
partment suiiers d4. points oi stun
damage; Failure, no stun points re-
paired: C-‘rdinary, l stun point re-
paired: Good, 2 stun points repaired:
Amazing. 3 stun paints repaired.

liiihen using a remote repair to
temporarily iix an inoperative sys-
tem. use the rules in the Technical
Science-juryrig slrill description: the
system can be temporarily restored.
Clnce such an attempt is made, the
engineering oiiicer can't attempt an-
other remote repair in the target
compartment until it suiiers addi-
tional damage.

Finally the engineering ollicer
can spend an action to assist a dam-
age control oiiicer in any compart-
ment. The result at a System
CI'peration—engineering slrill checlr
may provide a modifier to the dam-
age control otiicer‘s next repair at-
tempt: Critical Failure, +2 penalty;
Failure, no modiiier; Ordinary —l
bonus: Good, -2 bonus: Amazing, -3
bonus.

Damage Enntrnl
Skills
The damage control oiiicer must
rush to a damaged compartment to
aiiect repairs. It‘s necessary to warlr
in the damaged compartment to re-
pair wound or mortal damage, and to
attempt the restoration oi a system
that ceased operating due to a tailed
durability check or a compartment
that ceased operating due to mortal
damage.

lmmediate repairs, such as those
made during combat, require the use
oi Technical 5cience—juryrig. Slrill
check result: Critical Failure, the
system or compartment becomes un-
usable until iull repairs are made:

Failure. the juryrig attempt doesn‘t
worlr but can be tried again later: Ctr
dinary, the system or compartment
becomes operational for clE+i
rounds; Good, becomes operational
ior ?.d4+l rounds: Amazing, becomes
operational ior 3d4+l rounds.

Uniortunately. iuryrigging has the
side eiiect oi causing trouble during
hill repairs. During the complex slrill
check ior a iull repair, additional
successes are required depending
on the success rolled during jury-
rigging. An Ordinary juryrigging re-
sult requires It additional successes:
a Good result requires 2 additional
successes; and an Amazing result re-
quires only l additional success.

Full repairs require the use oi the
Technical Science—repair sl-rill and a
complex slrill checlr. The complexity
oi the slrill chectr is determined by
the amount oi damage sustained. A
damage control oiticer can only re-
pair one compartment at a time.

Hepairing stun damage is a taslr
oi C'rdinary complexity, requiring a
total oi 3 successes. Repair attempts
to build up these successes can be
made once per round oi worlr. Ctnce
the complex slrill checlr is complete.
all stun damage to the compartment
is removed.

Repairing wound damage is a
tastr oi Good complexity, requiring a
total oi -i successes. Ii the campart-
ment has suiiered damage equal to
or less than halt oi its wound rating,
repair attempts to build up these
successes can be made once per
minute oi worlr. Ii the compartment
has lost more than hall oi its wound
points, repair attempts to build up
these successes can be made once
per hour oi worlr. Clnce the complex
slrill check is complete, all wound
damage to the compartment is
removed.

Repairing mortal damage is a
taslr oi Amazing complexity, requir-
ing B successes plus i additional
success ior every point oi mortal
damage. Attempts to repair mortal
damage can be made once per day
oi worlr. Ctnce the complex slrill
checlr is complete. all mortal dam-
age to the compartment is removed.

when all oi a compartments darn-
age has been tulty repaired, its sys-
tems are iully repaired also.

Compartments t.hat have lost all
oi their mortal boxes can't be re-
paired: the compartment and all oi
its systems must be replaced. See
"Adding New Systems" on page 155.

Sd|HSlJHdSPZ
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r-F_t;i‘t_ifar:ts' appear through one of two
5 dtfterentfweys. Either a hero begins

- an artlfao_t.b_y selecting the
Artifact pert;-er"ttaw, or the he-

-i_-tnes=uncover an alien artifact during
i their adventures“. . -- -

.‘PeI'-Its and Flaws
fit‘-then a player selects Alien Artifact
as e perk or flaw. you need to do a bit

work to prepare the-character for
?§§ior.tre_oampaign‘.'_I’irst. youfll have to
Eas o:rti:fa_ct in question. As a
perk. the. deviceprovides more bene-
lits thanipenalties; as.a flcrw, the de-
vice is more-trouble than it's worth.

Second-,.yau‘il have to think about
how the character acquired the de-
vice, what technology or civilisation
it represents. and who lmows about
the hero's special device. Getting the
player involved in the process-—-even
ii you keep a few secrets and surpris-
es to yourself-—'is ago-ad idea. Alien
artifacts demand incorporation in
the stories ys_s‘=.-tees. At the same
time. the.pr'esence "oi a mysterious
item oi legend-opens up a number of
adventutrepossibiiities.

-' Since the artifact is tied to the
i tee durinél the creation process, it
E sitauld be difficult for the hero and
the hera’s_ special possession to he-
eorneseparatedan a permanent
1basis.l__t’s unfair to the player to lose
on artifact in the first adventure after
allocating precious slrill points to it
during character creation. Nor is it
fair ii a hero gets the__bonus slrill
“points from-an Alien Artifact flaw

and acquires a device that can easi-................... ARTIFAET
At your discretion, a hero might N

"cash in" his alien artifact at some
point. The hero could buy oft the 9 ll"-'~‘i‘“° t i ‘ Ll‘111st' 11
flaw, severing the connection to the *5“ ‘-""'““=1“""" “l Em" *‘—t
device. It also might fit the story for
the hero to turn in a perk for an equal 1 F°m'1

9 Purpose
3 Powers
-4 Drawbacks

number oi slrill points—--maybe the
hero submits his invention to the re-
search institute for study.

Artifacts in
the Sturg
Heroes may run across unusual de-
vices or situations later in their ca-
reers. when you place an alien
artiiact in an adventure, you decide
what role it will play-—bane-ful or
beneficial, asset or liability.

You should feel more tree to exer-
cise your whims with artifacts that
you give to heroes during play. Since
the heroes didn't pay anything to ob-
tain their new toy, it's okay if it be-
comes lost, destroyed, or stolen in
the course of the campaign.

lt's important that alien artifacts
remain obscure. unique. and won-
rirous..,in a sense, the artifact defines
the character who owns it, becoming
a part of the concept and image of
the hero. When an artifact is encoun-
tered during a story. it shouldat be
an event of passing significance. It
should represent a major plot devel-
opment with momentous implica-
tions ior the campaign. The artifact
rules presented here aren't intended
to give your heroes even more as-
tounding powers oi mind and body:
tl1ey’re hereto help you build c fea-
tare to add to your adventures.

This =:houlr= be c Fit t .11. to
let your irnagtnation rut niltl l I
fi€.=rHtt]t1£,~T)t‘tS1(ie'r“'tiC1r1~ C1] ll -.
below arc guideltnr -=. A tie.
ou sioulrl {eel lr_=; t 'rt_1-.tl'1. rrr

C10-iC1pll’ii-E rult s to ‘t'CitIt* |_ itrtpri it 1
you see it

Farm
sup to vou tr tit 1-
stselcctthr Irti r ts a H

an EiCIl'{'Ilttf'-I. or wl other to r t
E-t_.t-Lie} trL- qr at t ipt_lt[.:=*.|:.r— l : _~r

anyth rig F-it-F i-lore irirrn l ll
I or" or vice verse?‘

A .ist of several I_tiJ'-1‘-s nlr t rt
c n be ound on Tn t Cit F-
"'1'".-'tCT Porn -Until-~l-’lr =1r‘[r it
Choose one that str res y ll" rutt

olltltetltts (ill Ill -

In addition to select li_i r pity 1|
lortn you shr old tarts ti‘ T t 1» lr
CtCiE'I'l.SlrCE- and oropt rt.

I1tlCl Wiifli i'j.ii_||:""tt ti lO_|lt ii-tr: iE' l ll

STItEt l like? ls rt =1 'nplr or wurrilr x
rough oi smooth .';-ll. rrl I t l
syrnrnt_tr.:r .r or r to ilt-—<"li' ll est
react aorrrfllrv to VU1]"ttt 1.n 11!
getting v-arrrr v. nrn nor: t to
exampl 7‘ Ctr docs 11 '=Il I. -us.-. 'trIt
ior"? “Jr tails mrrr II 1|





Prncedure |:|r
Treatment
Suhiected tea special pracedure, the
ltera has lJeeitt't|it1~rer,i by alien lecit-
tielegy. This cattld have l'JEE:1 tn men-
tel training regirnen, where the here
learned hew te use his ntind te the
greatest effect. D: it ntight have in-
velved eicpesure te ttiutagenic
ptetzesses. attgtnentatinn ef the
l‘=ete's pliysiulagy. at anything else
yeu can lhinlt ef. The here might net
even he aware ef whe changed
hint er vrhy.

Site nr lnstallatiun
The artifact is a special lacility that
cannet he remeved frem its current
lecatien. it might he u widely laiewn
tnenunient er mystery that the here
selved at investigated secretly, at it
ceuld he an attdisceveted place that
the here stutnhled up-en. Perhaps the
1:1sta';latien has warlterl sente l-rind el
transfartnatien en the here, et it
might pravide a special a1|r_l |.t11ir|ut:-
Iesettrce that enly the hem can trsn.

Fin lt‘t"t1'1'tEl'lf]Itl.E* site might tieniand
the here's pet tatitc return in erder tn
retain -any iii.-nefils he gains ltent 11.
Fer instance, ence every year the
here tttit.|ltl have ta :er_rhart_:_[e his cas-
Ittic energy Lty hathing in llte ltitla:-'.
rent splendar ef the Crystal Shrine at
iiidan- lt's alse passilile tltat the atti-
tect may he uiile ta ntenitet the heia
l1'Ut‘t‘I[1l-Ct],t_?U1I1tt]L1t1liTt'1lIl[1-iflL!;?lt?1TlI'lll'Ll-
cally and instantatteeusly, rte i1‘.t_tllE_=!
htjtv-' far away the ltera is.

Vehicle
Tlttt artifact is 1at_i it_ir-:;|t3- [r;t r_-r;11'y, ]i1||_
at least it cart Tnave itself rttritirtri. ll
may he rt vehicle capalile at actual
matian a cat, plane. er flying;
srtttcet; at i1 |t1ii_{]1tl1|ei'[vt=-liiiglr-graft-|
Fliffr-tent type rt tei-_-pr.-itrrtirrn pad
at a time machine. Perhaps ll :sn't1e
ally a ttt:rtisptir1t"rtir_t11 r_ley1r_-e at till,
and any aliilities if passesses tat
tnave-ttte-tit might lie secaiirlrrry tit jt_-1
truef1t:tctien.i-"er eiran1ple,ar:ni-
siited alien r;etnputer that lellevvs the
ltele ~:IreIu1r.i t't|atrr':1r.-s this deliltitian.

Purpnse
ll hunianity is any [I;I-1Elt.'l,flIil*;?l]C1"-"l-
|i:t.t_:tiens are lil-rely te fill the g-Lila:-ty
with t1sE.-less itialr: t_iisr_:r_i ier,-n1rli-;_ sty
IF_JlGlItilTt l’?tl[I»E-t,t'§|t'I1'll:rfF:-{E1-5~;',;;{-_-5-; rt] |:':|=!-

tutiuc alligateis. Fertnnately, we're
net t|'tiet'eE:lt'et.l ta artifacts ]|i-re that-;,t,-1-_
They may he vva~i'th|i1et".ey te the eel
lectars af stlch trivia, hut they tfatfl

a'e anything. In yeur campaign, an
alien artifact shenld have significant
and pewertul capabilities. The first
step in identifying these capabilities
is detr.-rinining the artifacts putpase.

Table G52 lists pessihle purpeses
ier an artifact. Hell ence fer a prima-
ry puipese and ence ier a secendaiy
pttrpese, er select a rremhinatien ef
p|_t1'pr_:ses l|1at seems apprepriate.
Wiii|et'ittift1t"ts may have a variety el
pewers and drat.vliacl:s. lnest af
these are tied ta its printary purpase.

it Example: lenniler is ralling up a
tandem artifact- She starts with T.~‘tEL.E
-G5]; t‘t|.|1:t~t !t|t't't:'.tt':"t' Ftttlttt-‘I. and tells a
iii; the here in guestien has an alien
graft ar implant. She then rells a EU;
the iniplanl is a full-hedy nerveus
system atalt. Ienniler gees en te
't'ttt<|.+:G52- t'i|t"|'|ttt-:?'t'Ptntt1est;te see
what it daes. Hailing fer primary pur-
pase, she cemes up with an lEt-Tl1e
devtce is designed te ti-ansrnI.1te ma-
terials in seine fashien. Fer the sec-
endary purpese, lennifer rells an B:
it's .-neant te he used as a weapen.

Eammunitatian
The device has unusual capability
far centrnunicatien. The t:en1n'n|néca-
tien may take any farm, such as
telepatlty,instanta|1eeusradie.ern-
pathy, er universal trartsletien.

[antral
The artifact is designed te central a
specific site er system, praviding the
here t.-vith access te that area's es-
sets.C't;ttie1ir:l1y. the artifact may
er-tert same ltitidni tir|us|_1alce1'n-
ntanri rt-r tratttralaverrrtf,-e-rtr11111y|:|e
nf machine. such as centputers. grav-

ity indtlctien engines. er stardiives.
it might even allew central aver cer-
tain types el life terms.

Defense
The device is irttended te pretect its
user frem harnt. Farce screens, kinet-
ic dampening fields. displarrentent
shields, physical armers. and ethei
similar devices may surrannrl and
shield the artifacts at.-met-

Enuirnnment
The artifact manipulates the sur-
reunditig envirenment purifying
the air, eirtinguishing fires en catn-
niand. centrelling the temper-:.:|turt—; in
the vicinity, and se en.

Infnrmatinn
The purpuse al fl'|r.= dr.~vir:e is fit ti||:t’th-
er ittlermatien er increase the users
ability te de se. Fer er-rarnple, the de-
vice ntight pravide the user with
clairsentience, drastically inipreve
his visienerhea1ing.e1ectas t:
datal:-ase.

Medical
The artifacts '|'JIl]'tlLit‘_|,|'['Jt1i[j.‘It'Jt€+t=L'l5_%-it'll
heal injured creatures. The artifact
pessesses the ability te scan life
lerms and restere tissue la its un-
cletnaged state. Mest medical arti-
facts functien en any species-

Mental Enhancement
The artifact serves te enhance the
aser’s mental ahilities. Typically. this
results in a tnedificatian te the chat-
acter's Ftbility Scares. resistance
medifiers, er sitills-



flffenae
The rtevir-e is e wearrert et rr level
and pewer ttiat er-tceeds the capahili~
ties et the citr1'entPregress Level. Fis
anether eptien. the artifact with an
nffensive purpese can act indirectly,
impreving the here's awn perlor-
II";Ll[]Ct-: in t;a:ril_ttit-

Phgsical Enhancement
The device augments the here's
physicat capabilities- it might be an
imprevemerrt ef the mirscutature er
streleteri, er a iiietrihetic supercharg-
er that mat-res the liara ct dyrrama
when tarced inta alight.

Transmutatian
The prrrpese is te ctiange ene materi-
al, itern, er ierrn at energy inte seine-
tiring else. Far r1'itr'rrri['-rte, ene alien
artrtact might use ambient energy te
build er reei'gaiiir'.e matter", and ari-
crtlier tnriy instantly reduce tali pirir~
trees inte sawed planks.

Tran5pnrtatinn
The artifact is designed ta cenvey its
riser" in satire manner". Te the dent-
rreris at the r-=.rri'ent Pragress l.r=-vet,
the tianspertatic-n that the artifact
pravides may seem miraculous.

Pnwens &
DRAWBAIIK5
Piltheugh all alien artifacts are rare
and weiirlertiil rtevices, their era-rrrt
abilities rr-iist tie ctr"-firiart f-at rt:'.tTtre.-
purpeses. Fewer s are rte.-".rrr ihed as
'Di’r_fir1r_iry‘,Gr;tLt-r_'t,r_rr i'!tI11{'IZt]'tI_I] l]'tr'rw-
t'rt'r-at-ts tire rfr—:st1ri'.'rr"-.~rf ti:-1 Ff-light, Ma-at
erate, and Er-ttreiiie. lt-"\fltr?.-t't a l1I.L'It..1
selects urr alter: artifact as tr pr.-rl-:_
the result is typicrrlly an artiiarjt with
Geed er Aiiiazing pewers l.2rtltl(-ti‘-t_‘t:'~Ll
try Slight er" tv'ler'ier'r:te rtrriwt:-rirtrs. .-it
flaw £]t'lil£.1tIl-rlt!riI'Jl€‘tt.'EilDt'f.'llI1E-ttlf paw
ers that must he paid fer with Mar:ter-
ate er Erttrerne drawhr'rr_-its. Naturally,
witerr yeu design an artifact fer the
herees, it can have as many pewers
er ClIE[‘~"t~'l3tC1Cl{.E? as yeu like.

Pnwer5
After yeu've r.tetei'min-ed the priiiiaiy
and secandary purposes at the rte-
vice crnri ttra rrr_irrtl:r:r rrt its privvers
and drawbacks, yeu're ready te de-
terrnine its pewers. Yeti can eitlier
ctiriase pewers ttrrit i-SE-}t'::l]'t ripprrrpri-
ate ta yeu. er yau can let the dice fati
where they may en Table Girb.

r"5\l'IEI|l:|5i5
The t'r1'iitr'it“t '_{t]"."|1-"l.fTIr'-'t-!:. ct detailed
trirulysis at any ehject er are-iii
srttirtned. Generally, the analysis
pewer has ri range at 2|] nreters and
can rrftrrrtt atte target at a time-_ er .-_-m
at r-ri ti meters in diameter. it detailert
aiiatysis at rirr rrlrject er situatiert pre-
vtar-s tr —fi hrrrrtis ta any SL‘iEi1Ec} a-I
t:r~.=r-sttgr.rtrzr st-till citeci-rs traserjt arr the
il'tlI3I'tt‘it.'.ttttlit].

Urr'fr'rir:ry-' Pill energy terms and re-
lrrtienships are |:riraly-red with cani-
ti: l r'-.*tF- r':r'.'t'7Lt t tr r’.' y.

Ur.----ti." flirt;-rrry rrtrr-t itrr_tt1itt‘i-Elle artil-
ter at r~rrmpar.rnds are aririlyrred with
ceniplete accuracy.

.r1r-rrrerrirrgz Eriergy, inaniniate irrat-
ter, arid living eiganisiris are ana-
lyseri with catriptete rirrcuraay

Anti-life Hag
Tire device eririts r: bee rn at energy
that disrupts i'rtr"re';r-=r-'tric energy. The
wr-:-riprrrt is fired using the l"-"lrrtfern
flanged Weapons slrill. Select e spe-
cialty st-til] t,r-rrstel. rifle, er Sfl"iGl ap-
rrrrr[rrrri'tr'.- in the device's ferrrr. De a
hit. the hearii daes d4wr‘?.r"t»twf3d4w at
erirz-rgy llTlt'1l|fit'iI‘t‘tt"tI§_yiE? at Ctrdinary fire-
prriv-:=r, depending an the degree et
sritvrr-"rse achieved. i="tr'rrier is useless
against r.|a anti-iite ray.

Ctrrlirrrrry: Beam affects e single
target errt ta a range at EU rrieters; it
may fire ence per day-

Gerrd: E-eam attects all targets in rt
path l meter wide and -tit meters
long, and may he tired three tiriies
per day-

Amcrzing: Beam attects all targets
iii a path E meters wide and EU me-
ters leiig, and may he fired stir times
per day

Armar
The device cart eitliei he 1|‘-'tt|1'1". as
armer, er" serve te teugherr the wear-
er's hedy against attacl-:. It cemhineri
with anether farm at armer, enly the
mere effective arrirer is censidered.

Ordinary: Tire armer ahserles dE+L
hits against any attack-

Gaed: The armer ahsrrrhs Edit hits
against airy att(ttL'l-I and pravides
Grind leaghness.

Amazing: The armer ahserhs
2de+t hits against any attactr and
pravides Amazing teugtiness

Carrier Wave
The artifact canverts itself and its
wearer crr user inte an energy t-err:
that is r:epahte at rapid travel. ‘fair



can :':':tr:=r'tsr-2 r;rtrr'trttly whttt term Gt en-
ergy the rtrtilact uses. Pin electrical
carrier wave ctllews ntaverttettt ctla-rig
wires- l.lt;l".t r_tr t'c_t:_l1r_t1tt.:~r1 r1r_rrri,r;rr
'-trcttrr-s ttertnit line-at-sight metre
merit threttgh the air. Scttnt:-l er
:t‘.tc curziet wrttres t|rtt.rr=.-l tltt-:it.tg;l'1
writer nnd snliri nl_t-lE~£flS-. Fsientc cat"-
tier 1.".'1J't-"E:5 tttt::1fctl|-aw n".atretnet1: irt
ell niedttttrit-=., l_tttt rrtr.t1,' lie clr;-terttrrrl lit;
l'titrtrlw-:t||-:r_irs

ll the here encattnters sarrtethtng
|hrttttt1erlere:~: wzth the rtttrrirt-I
'~t=tt'-tr:-—sttt1h I51-":i rt shert it". rt wile.
srnel-:e,a1"radiatiatt shie1dit1g—tl1e
heta ]I1:;||Et'itL1liI-L|_-*5; dt that pttittt ctr re-
turns tn his rtletttrrturrv tin-int, -:11 Ytttlt
tthcice- Tratrel speed depends an the
tttediutn at the wave- Visible light
and radict ttttrtvrss lrcttrel r..tt t|tt.=.- speetl
rtl light cthattt 3tJ[t.DUt] lrilatneters
per sect:-nd.

Cit-Lt'lt!rrt].-'."l'l;t:t_|rtt[r_:r_:1tj:uttt|t-rltirte
the-ccrrier w-sire attce "pet day‘ tat up
tct I rrtinttle.

G-rind: The tltttl tact c-nit induce the-
crrrrier wrtthe tc-ttr titnes pet day Int"
up te [LI niitttttes at ct tirne.

Jfl.|.T:T.L-I.hTJ-lI:|;.'._r]Il:1.E;' rtrtihirrrl r_:r_tt'| i|'tt7lI.tr_7r_-‘:
the tztztrrter wetre ence e'».'e1'"5r 2 hattrs
let tip ta 1.‘: tninittes Ltl :11 tinte.

[gbe-r|:n|15cinu5
The artitrrct tunctians es a gridcast-
er, allawing the here tct preject his
r;rtnsr:irtus-rte-ss tnta cantputers. net-
works. rtnrl trritnputr-irized tnacltinery.
He can d-:twit'2ctctd er install pragrartts
and inlar'rnatiart by use at the Knowl-
erjge r_7r_irrtprttt'-tr riperatleri skill.

Ordinary The artifact crittlers a -E
hanus and tnust be in contact with
thetr1rgetr_:rttrrtputer.

Gated: The range increases to bllll
meters, und the beitus ta -3 steps.

Arnazirtg: The range tttcreases ta
5U l-rilameters with ct 1; step hanus.

llqlmercnntrul
The here can er-cert cantrnl aver arty
cetttpntet" at ccttnputerized machin-
ery. causirtg it ta respend at will. Se-
curity clears epen. crutentrrted
ntachtnery starts at‘ steps eperatittrt,
und trelticles with t"al:tatic ar cantpt_tt-
er centrels ntave as directed. The
et-zact degree at cantral is determined
by the herds l(nctwledge—camputer
.3-;_teratt'an sl-rill checl-::

On an Ot'dinat"§.r success. the de-
\.'it:?e's titpr-,1-rrititiirt is interrupted D1 ln-
terfeterl with, prrwirling ct +2 rtettulty
te its r:tper'atiett er ccrttsing ct tertt|tte-
rrrry trtiltirr-2.

On ct Ge-art success, the detrice
cantrctlled tar as lnrtg as the lterct
tnainlains his cancc-ntrrttte-rt, t'tt:t!t1g
in whatever ntdntter he dir.'tt:ttes

On an Ftmrrzing success. the rrrti
tact tunctians as ctiirwe, hut the |tet"t__t
can issue carnntands lc1|'stttecitirtttt-
ercrtians that rerttrritt irt plrgrce tttttll
satneane repairs the device.

Cyhercatttral can be used at will.
whenever the here spettds art actian
ta da sa. The hertt must he rrhle ta
see the rlevirre he intends tc- centrttl.

Ordt'nnr],-': The device prcwicles rt
--?. battus ta appreprittte siri ll rrtterrlrs
t.1rtt.lhr1s e range et lU meters.

Goad: The hanus is 3 steps, rrrtrl
the range is 1[tt] meters.

i-’—'tr:rtcr:.-:ing.' The artifact centers -:1 -t
benus. with a range at 1 kilatnete-:.

Ilarl-1 Matter‘ A [Ti-I'l'.|'i
Clnce per heur, the here cen cott-
dettse streams at dark rltutlet lt'ttt'=
nerrrtctl space and farm therrt lttt-'_.t
halts ctr blades. riittacl-rs crre rrtade
using ct Modern Hanged Weapctrts
st-rill check. Select ct specialty st-rtll
[pt'stal, rifle, at Sl‘vtG} rtpprepriate tr_t
the de-trice’s larrn. Fltterzts wiry with
the pewer at the artifact:

Urdtnary: The rrttrrclr irtllicts



Edttsifldtlwidfim ef Ent'G damage and
has a range at lEtlIt meters.

Gena‘: The attaclr inflicts
Zldtlsiildfltwifidttm ef Eni"G damage and
has a range c-f Elli] meters.

Amazing.‘ The attaclr inflicts
1'ld-'ist'3d4wt"2d-'tm ef En.t'.Pi damage and
has a range at 5tltl meters.

Dark Matter [antral
The artifact creates a sane ef influ-
ence in which darlr matter reectiens
are either rendered impassible er vi-
elentlv destabilized. If the here
cheeses ta shut dawn dart: matter re-
actiens. all mass reacters in the area
at effect cease ta functien. Pinv sve-
tem pewered by the mass reactar
ceases aperatien.

ll the here cheeses ta destabilize
the reactien. mass reacters in the
area ef effect everlead within dE
reunds and etrplnde as mass
grenades tfer sntali reacters} er as
matter terpedees tier shipbeard
mass reacterst. ll a mass reacter
blews up inside a ship. that campart-
ment tel-res the damage first. witheut
the benefit at any armer rell.

ltn alien artifact activelv using
the pewer ef darlr matter attaclr can
be affected bv this pewer.

Ctrdinarv.' The pewer is usable
ence per dav in a 2t]—meter radius.

Geed: The pewer is usable feur
times per dav in a 5[t-meter radius.

itlmazing: The pewer is usable up
ta sit-r times per day in a l km radius.

Dimansianal Ehifl:
The artifact pierces barriers ta a par-
allel dimertsien ef insubstantial
mist. Distance is cempressed bv a
facter at ten: a here whe uses dimen-
sianal shift and wallrs 3 er =1 l-ri_lame-
ters emerges tn find that ill] er 4|]
ldlemeters have been traveled in the
"real" warlcl. The shifted character

igneres all phvsical barriers. Effec-
tivelv. this allews transit threugh
walls bv shifting. fairing a step. and
emerging again. tt is impessibte te
see er affect the real werld while
shifted. If the shifted character at-
tempts te emerge in a salid abject.
she reappears neirt ta the abject and
suffers Edd paints ef stun damage.

Ort:li.rrarv.' The here can shift her-
self and anything carried. far a matri-
mum ef l heur per day.

Gaed: The here can shift herself
and up fa sitr additienal characters
tar l,tltltl lrgl fer up ta 4 heurs per day.

Amazing: The here can shift up ta
El] characters er a mass ef El] metric
tens {such as a small spaceship] fer
up ta 12 heurs per dav.

Disintegratian Field
The artifact causes matter in the at-
fected area ta brealr dawn inte its
cempenent particles. Ftttacirs are
made using a lttledern Flanged Weap-
ens slrill checlr. Select ct specialty
slrill tpistel. rifle. er St‘-'fGl apprepri-
ate ta the device's farrn. The field in-
flicts cl-tmidtimiddm at energy tEnt
damage with Gead tirepawer. Nei-
ther armer ner defensive devices can
deflect this beam. Onlv ane creature
er abject can be targeted at a time.

Ordinary: The range is Ell m. and
the pewer can be used ence per day.

Geed: The range is 51] m. and the
pewer can be used ever-Ir E heurs.

.t'-'t.masing: The range is ltitt] m. and
the pewer can be used ence per heur.

Displacement
This device bends light, causing the
user ta appear E ta 4 meters frem his
actual lecati-en. When the artifact is
activated. melee attacks and ranged
attacks suffer a +2 penalty. Mental
attaclrs are unaffected.

Ordinary: The pewer is limited ta
3 raunds af use per day:

Gaed: The pewer is limited ta E
raunds at use per dav.

dmasing: The pewer is limited ta
l2 reunds af use per dav.

Elemental llnntversian
This artifact allews its user ta cen-
vert ene element inte anether: nitra-
gen ta axvgen. mercurv ta iadine. er
lead ta geld. It aperates ence per
dav.

Ordinary: The device has a range
af ll] meters and can affect up ta ll]
trg tar l.tlflt] cubic meters af gasl. The
change lasts tar l heur.

Gaed: The device has a range at

5|] meters and can affect llittlt lrg er
lt].tltltIt cubic meters at gas. The
change lasts fer E- heurs.

Amazing: The artifact has a range
af EDD meters and affects either t.t]Ettt
l-rg er lUEt.[lEttIt cubic meters af gas. The
change lasts fer l dav.

Empathy
The artifact extends the user's per-
ceptien ta allew him ta sense the
emetienal states af athers. This
pewer resembles the EE-1P—em parity
slrill available tn ltfindvrnllrers isee
Chapter i-1: Psiertics in the Pia}-'er's
Hartdbeelrl. The user deesn't etrpenri
psienic energy paints-

Ordinary: The artifacts ewnsr
mav use the pewer ence per day. as
if using the bread slrillESP1

Geed: The user may rnal-re use at
this pewer ence per heur. as if using
the specialtv slrill empathy at ranlr I.

.-tlinazirtg: The here may use the
pewer ence per heur. as if using the
specialtv sl-rill empathy at rant: E.

Energy Dispersal
When the wielder is strucl-r by a
weapen that inflicts ertergv {Eat
damage. the artifact negates same at
all ef the damage. The artifact's ab-
serbent pewer is taken inte accaunt
befere an armer rell is made.

Ordinary: The device dissipates it
paints af damage. Twenty paints cart
be dissipated each dav.

Geed: The artifact negates E
paittts at damage. Thirtv paints can
be dissipated each dav.

Ftmazing: The device negates ti
paints ef damage. Fartv peints can
be dissipated each dav.

Eravitg Eenaratian
The device generates pewerful. di-
rectienal gravitic blasts that allew
the here te smash eppenents te the
greund. levitate abjects threugh the
air. er send enemies screaming inte
the sl-iv. Ftnatl-ier effective attack is ta
pick up semething heavy and drep it
en vnur enemies-

ti used against a living creature.
an attacl-r rell using the lttladern
Hanged Weapens slrill is required.
Select n specialty slrill tpistei. rifle.
er SMG} apprepriate ta the artifacts
farm. The affected creature er abject
can be meved in anv directian bv ltl.
Ell. er 3|] meters per phase depending
an the degree ef success.

The gravitv generater can be used
far up ta l2 phases per day.

Ordinary: Pt device at this pewer
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points to or subtract 2 points from the
damage oi any unarmed. melee. or
thrown weapon attack within 20 me-
ters. Ctr. the artilact may halve or
double the speed ol an object in mo-
tion with a mass at up to lflil kg. This
power can be used up to 3 phases in
a single day.

Good: The hero can add 4 points to
or subtract ti points oi damage irom
impacts and weapon strikes within
41] meters. immobilize an object with
a mass oi up to liltl kg. or halve or
double the speed oi an object with a
mass oi up to 5111) kg. The power can
be used up to B phases in a day.

Amazing: The hero can adjust
damage by up to 5 points. immobi-
iise objects oi up to 51.113 kg. or alter
the speed oi objects at up to 2.0011 kg.
The hero may use this power up to 12
phases per day.

Kinetic lilispersal
The device absorbs and dissipates
kinetic energy—1be energy oi physi-
cal blows and impacts. Anytime the
vvielder is struck by a weapon that
inflicts low impact 1LI]Ior high im-
pact iHii damage. some ol the dam-
age is negated betore the armor roll.

Utdinary.' The device dissipates 4
points oi damage. Twenty points can
be dissipated each day.

Good: The artiiact negates B
points oi damage. Thirty points can
be dissipated each day.

Amazing: The device negates 8
points oi damage. Forty points can
be dissipated each day.

Magnetic Control
The artiiact generates intense mag-
netic iields within the area oi eiiect.
Characters attempting to throw or
tire metallic weapons in or through
the area oi ettect sutter a +2 penalty
to their attacks. The user can also
choose to magnetise particular ob-
jects. causing metal objects to stick
together. Pin opposed Strength teat
check is required to light the power
oi magnetism; the better degree of
success wins.

C-‘rdina1'y: The area oi eiiect is a
11]-meter radius, and magnetized ob-
jects are held fast with an eliective
Strength oi 14. The artitact can be ac-
tivated tor a total oi up to 5 rotmds [l
minutei per do y.

Good: The artiioct's etiective
Etrength is IE over 1:1 2E1—meter radius.
The artiiact can be activated ior up
to lit minutes each day.

Arnasing: The eiiective Etrength is

21]. and the magnetism aiiects a 51]-
meter radius for up to l hour each
day.

Molecular
Manipulation
The artiiact allows control over an
object or area's temperature by regu-
lating molecular activity. Eiiects last
as tong as the hero continues to con-
centrate. and the artifact may be
used up to three times per day. Ii this
is used as an attack. the hero must
score a successful hit using the Mod-
em Hanged Weapons skill. Select a
specialty skill (pistol. rifle. or SMG1
appropriate to the device's ionn.

Ctrdiriary: The hero can atiect ob-
jects at up to 101] kg. or on area ID
meters in diameter, altering the tem-
perature by 5" C 19” F1. Pt living crea-
ture directly targeted by the artiiact
suiiers dBs.tdB+2s1'd4w oi EInfCt irom
this treatment.

Good: The hero can atiect objects
oi up to 5130 kg. or an area 2U meters
in diameter. altering the temperature
by ID" C 11B“ F1. A living target sui-
ie rs dB+2s1’d4w1'd4+2w oi En1'Ct dam-
age.

Amazing.‘ The hero can atiect ob-
jects weighing up to 2.0131] kg or an
area 31] meters in diameter. changing
the temperature by 21]" C 135° F1. This
inflicts d-t+2wf2d4+lw1' d4m oi En/G
damage to a living creature targeted
by the eiiect.

Molecular
Transformation
The artiiact’s potency allows ior the
instantaneous creation and decon-
struction oi molecular compounds
irom existing substances. For ex-
ample. the artifact could break water
1H_»,_O1 into hydrogen and oxygen. lib-
erate chlorine irom salt. change
breathable air into nitrous oxide or
nitrogen dioxide, or render sulfuric
acid il'lySO_,1 harmless by changing it
into benign water. suliur. and
oxygen.

This ortiiact can generally make
breathable air out oi most atmos-
pheres. neutralize acids or change
liquids into acids. and make solid
objects tragile or inoperable by
changing their composition. The
hero makes a Physical Science—
chemistry skill check to see ii she
achieves the desired eiiect. Apply
penalties according to your assess-
ment oi the complexity oi the task. if
desired. The power operates once
per day.

Ordinary: The device has a range
oi ltl meters and-can atiect up to lfl
kg or l.U[t1l cubic meters oi gas.

Good: The device has a range oi
5|] meters and can atiect ltlll kg or
llJ.lI1tl cubic meters oi gas.

Amazing: The artiiact has a range
oi Ztltl meters and aiiects either 1.[|tlD
kg or 1110.001] cubic meters oi gas.

Multitasking
This artifact normally takes the iorni
oi an implant or procedure. Multi-
tasking provides a bonus to a hero's
action check and allows him to do
two related things at the same time
without penalty. such as tiring at an
enemy while solving an astrogatien
problem in his head. The hero is still
limited by his physical body: it’s im-
possible to drive. shoot. and iix a
broken radio all at the same time.

Ordinary: The hero gets a -1
bonus to action checks and can at-
tempt two related actions {such as
tiring two pistols} at the same time
without penalty.

Good: The hero gains a -2 bonus
to action checks and can attempt two
unrelated actions (such as tiring a
pistol and fixing o radiot at the same
time without penalty.

Amazing: The hero gains a -3
bonus to action checks and can ot-
tempt up to three unrelated actions
at the some time without penalty.

Dmnidata Computer
The artifact otters rapid access to a
vast storehouse oi information. Since
this is an alien artiiact. the data may
be completely beyond human experi-
ence—star charts oi distant galaxies.
plans tor building devices oi aston-
ishing power. a complete catalog oi
planets in a certain sector. detailed
maps oi ruin sites. an index oi every
known liieiorm within 1.11111 light-
years. or whatever you want.

This alien data can make ior an
outstanding set oi adventure hooks.
as the heroes try to build the telepet-
tation platiorm irom the at-tiiact's
data. iind the ruined city irom its
maps. and so on.

The power level oi the artiiact1:ie-
scribes its chances oi holding rele-
vant information on any particular
topic related to its data. Ordinary de-
vices have a eiiective Knowledge
skill score oi 12. Good devices have a
score oi 15. and iilrnarzing devices
have a score oi IE.
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itxlrlatian
This device causes extreme exida-
tien reectiens in the area ef affect.
causing ebjects te exidize {burn er
ntstl. Living creatures are net sus-
csptihle te the reactien. but inani-
mate ebjects can he ruined quite
quicltlp Targeting requires a lvledern
llanged weapens checlr by the arti-
[act's ewner. Select a specialty slrill
tpistel. rifle. er SI-fGl apprepriate te
the device’s farm.

The user must decide tc trigger
the device's field either ta cerrede
metal er reclrlilte cl:-jects er te ignite
flammable materials such as weed.
paper. er eil. The device may be trig-
gered three times per day. The arti-
fact inflicts damage equivalent te
Geed iirepewer.

Ordinary: The device inflicts dam-
age at d1twi2d4wi3d4w against inani-
mate ebjects within a radius ef EIIUE
meters. with a ‘til-meter range.

Geed: The damage is increased te
rt-t+lw.F Ed-4+2 widE+2m within a ra-
ttius cf El’-U3 meters.

Amazing: The range is increased
ta Etltl meters and the area ef effect te
lfltflf-i meters.

Fhntanil: ttrlaniputatiun
The artifact alters the characteristics
cf light in the area ef effect, creating
fields cf darkness er illuminatien.
Fer example. a user ceuld set up a
rcrre in which lasers did net functien.
surrcund enemies in impenetrable
darkness. er cause ebjects te change
ccler by reflecting light in a different
frequency.

Ordinary: Flange is ltltl meters
with a ltl-meter radius area at effect.
Tctal cturatien can't exceed til min-
utes per day.

G-end: Flange is tttltl meters with a
‘ltl-meter radius ei eiiect. Teral dura-
ticn can't exceed 3D minutes per day.

Amazing: Range is l.Eltltl meters
with a -Iltl-meter radius ef effect. Tetal
duratien can't exceed -It heurs per
day.

Pnstcugnitiun
By activating this device. the user
gains a menial visien ef past events.
The device may he activated ne
mere than ence per day. and allews
review at anything she ceuld see
Within EU meters ef her current pesi-
tien. With an Ordinary pewer. the
here may see up te it] days in the
past: with a Gecd pewer. as far b-aclt
as a year: and with an Amazing

pewer, she can see anything that
ever happened there.

Prlscngnitinn
when activated. the device pravides
a brief mental visien er flash at
semething that will happen unless
the here taltes definite steps re pre-
vent it. lf. based en his visien. the
here alters plans er changes a made
at investigatien, the prephecy may
net ceme true. The here can't centre]
what he sees: precegnitien is a hit-
cr-miss affair.

if yeu thinlt that e develepment in
the stery may merit a precegnitiye
flash. have the here metre an Aware-
ness—tntuitien check. With an Ordi-
nary success. the here gets a vague
impressien ef the future circum-
stances er surreundings that will
allew him tc recegnize a dangereus
situatien er significant eppertunity
later an: with a Geed success. he
gathers specific cues that enable
him te tel-re steps te aveid danger er
pursue eppertunity; en an Amazing
check. the here's precegnitien pre-
sents him with a perfectly accurate
snealr preview ef the scene.

The pewer's quality pravides e
benus te the here's slrill checlt: —2. -3.
er -4 steps fer Ordinary. G-eed. er
Amazing.

Pruhahilitg [antral
The artifact manipulates the laws ei
chance. cenferring incredible tucl-t
upen its user. This translates inte a
-t. -2. er -3 benus tter an Ordinary.
Geed. er Amazing artifact. respec-
tively} te any actians the here et-
tempts while the artifact is altering
prebahility. The device can he acti-
vated ence per day, and the effects
last fer dti reunds.

Hlsglenisratnr
The artifact centers astenislring re-
cuperative pewers upen the creature
teuched. repairing stuns. weunds.
and mertal injuries at the rate ei 1
paint per raund. The recipient re-
gains l paint in each damage cate-
gcry ler each raund ef regeneratien.
The regenerative capacity ef the de-
vice is determined by its pewers
quality: Ordinary regeneraters can
functien fer B reunds per day. Geed
devices ier 5 reunds per day. and
Amazing devices fer 12 reunds per
day. Lest limbs. paralysis. and ether
such injuries can he healed. The arti-
fact carft effect dead creatures.

Hesuscitatur
This miraculeus device resteres life
ta the dead- When activated. it al-
tews the deceased te attempt e fie-
selve—nrental resatve cireclt tc
struggle h-aclt te life. On an Ordinary
success. the target recevers l mertal
paint and is censidered stable; en a
Geed success the target recevers all
hut l mertal paint and is censidered
stable: an an Amazing success the
target recevers all martai paints and
lweund peint a.rrd l stun paint-

When the resuscitater is applied.
rell dB fer each mertal paint re-
paired; this is the number ef days
that the resuscitater is ineperahle as
it recharges its energies.

The quality et the pewer attects
the target's Fleselve slrill checlr. An
Ordinary resusciteter gives e -1
benus re his checlt. a O-eed artifact
-2. and an Amazing artifact -3.

5tar Transceiver
An instantaneeus interstellar cem-
municater. the artifact allews real-
time cenversatiens ever dezens er
hundreds el light-years. lt's a device
that functiens threugh psienic ener-
gies. and thus the cperater can
speatr te any persen he's ever met.
The chance at reaching the exact in-
dividual is based en an Awareness-
intuitien slrill checlt by the user: if
the here tails the slrill chectt. the
here can't censtruct an accurate
psienic signature et the target.

Ordinary: The transceiver has a
range et lil tight-years and allews up
te t minute ef cenversatien per day.

Gaed: Henge el 5t] tight-years. ttl
minutes at cenversatien per day.

Amazing: Henge at -Elli] light-years,
up ta l heur at cenversatien per day.

§IIEi.=lI‘lI|‘l FIEIIII
The artifact prejects a field that
bends electrantagnetic energy. ren-
dering ebjects invisible. Attempting
te attacl-t an invisible here impeses e
+3 penalty. Ecund and smell are net
affected. and thus the here might be
detected by these means. ll the here
meves the tietd while it's active. it
hecernes visible as a heat shimmer
[reduce the ettaclt penalty ta +1?-l.

Ordinary: The field has a I-meter
radius and lasts 5 minutes pet day.

Gees‘: The tietd has a =t-meter ra-
dius and lasts El] minutes per day.

Amazing: The field has a E—meter
radius and can he used up te Z heurs
per day.
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Telepathy
The artifact allows the here to send
and receive thoughts, communicat-
ing with the power of the mind. This
resembles the Telepathy—con tact
speciolty skill {see Chapter I4: Psion-
ics in the Ployerb Handbook). except
that the user need not expend any
psienic energy points.

Ordinary: The artifact's owner
may use the power once per day as if
using the broad skill Telepathy.

Good: The user may make use of
this power ence per hour. as if using
the specialty skill contact at rank l.

Amazing: The here may use the
pewer once per heur as if using the
specialty skill contact at rank B.

Teleptlrtatinn
The artifact allews instantaneous
transport from one location to anoth-
er without crossing intervening
space. A here retains her velocity
when teleporting: teleporting in the
middle of a fall deesn't cause sudden
cessation of velocity. It's a bad idea
for the user to telepart when moving
quickly, such as when she is in a
ship in orbit. The teleportation de-
vice is usable three times per day.

Ordinary: Range is 1.000 meters.
The hero can only teleport what she
can carry herself.

Good: Range is til kilometers. The
here can telepert herself and up to
ltltl kg of additienal mass.

Amazing: Henge is lflll kilometers,
with up to l.t]tJ] kg of additienal
mass.

Time Travel
This power should be viewed more
as a story mechanic than a hero's
tactical ability. Traveling in time is
something heroes can do to advance
the plet, net necessarily to defeat a
specific enemy or achieve a tangible
goal. ll you bring this artifact inte
play, there are some questions you'll
have to answer.

It Can the heroes change the
past? What happens to their reality
it they do‘?

P Can the herees use information
gleaned in the future to alter events
in the present day? Is the future
fixed. er will the heroes' actions
change the future they visited?

Ir Are the herees subject to time-
travel paradoxes? Could they delete
themselves by killing their own par-
ents. or do the same ta majer villains
in the present? fziee Chapter iii‘: Cam-

poign Design for more ideas about
campaigns involving time travel.

Ordinary: The device allows trav-
el up to l year into the past or future.

Good: The artifact allows travel
up to ltltl years into the past or
future.

Amazing: The artifact allews trav-
el to any time period. past or future.

Virtual Matter
Creation
The here can use this device to cre-
ate temporary simulated matter.
shaping structures or devices'as de-
sired. The here can create a rope of
virtual matter to climb out of a pit. a
hang glider of virtual matter to es-
cape from a ciilt top. or a sword of
virtual matter to attack a fee. As long
as the creation doesn't have any me-
chanical or electronic campenents.
the artifact can produce it.

Ordinary: The maximum mass of
any object created is ll] kg. and the
duration is no more than ID minutes
per day.

Good: The maximum mass creat-
ed is till] kg. and it lasts no more
than l hour.

Amazing: The artifact can create
virtual matter objects weighing up to
l.UDU kg, and maintain them for as
long as B hours.

Drawbacks
Almost all artifacts are flawed. You
should be sure that even the most
powerful artifacts do not disrupt the
tun or balance of your campaign.

Blackouts
The artifact may cause its user to
lose all of his stun points and go un-
conscious under certain conditions.
Possible conditions include moments
of stress, dB hours alter the artifact is
used, or anytime a Critical Failure is
rolled on a skill check.

Slight: The condition is unusual,
occurring once per two or three ad-
ventures.

Moderate: The condition occurs
about once every adventure.

Extreme: The condition is guaran-
teed to strike several times in the
ceurse of an adventure.

Cumpulsnrg Behavior
The artifact compels unusual behav-
ior from the hero. He might be forced
to return to a specific site from time
to time. forbidden from eating meat
or carrying weapons, repulsed by

certain situations or characters. or
anything you drink is appropriate.
The condition is present all the time.
but the hero may be able to tem-
porarily suppress it by succeeding in
a Will feat check.

Slight: The behavior does not serf-
ously inconvenience the here except
under unusual circumstances.

Moderate: The behavior forces the
hero to perform unwanted actions
but rarely incapacitates him or re-
moves him from the stery.

Extreme: The behavior forces the
hero to undertake actions clearly
contradictory to his interests at least
ence an adventure.

Damping Field
The artifact must draw pewer frern
nearby sources. The drain can ren-
der energy weapens inoperative. im-
rnobiliee powered armer, crash
computer systems, and ruin delicate
equipment. As a side effect, it tends
to affect the hero and anyone nearby.
l-lernember that the damping field is
a drawback, not a beneficial power.
Don't allow it to aid a hero more than
it hinders.

Slight: The damping field has a
50% chance to activate when the ant-
fact is used. shutting down all power
sources in a lfl-meter radius for l
minute.

Moderate: The darnping field has
a 175% chance to activate when the
artifact is used. shutting down all
power sources in a Ell-meter radius
for an hour.

Extreme: The artifact periodically
recharges itself even if it hasn't been
used: any time the hero rolls a Criti-
cal Failure. the damping field shuts
down all power sources in a till-meter
radius for a day. The drawback is
90% likely to activate when the arti-
fact is used.

Decreased Ability
An unfortunate side effect of the ani-
fact manifests as a mental or physi-
cal impediment to the hero. causing
one of his Ability Scores to suffer.
This is a persistent effect that ham-
pers the hero even when the artifact
isn't active or present in the here's
possession. lf it's not clear which
ability is most appropriate for the ar-
tifact to affect, roll randomly. The af-
fected Ability Score is reduced by l.
2, or 3 depending on the severity
iblight. Moderate, or Extremel of the
drawback.



F-

Degeneration
The artifact bombards its owner with
radiation. rendering the hero suscep-
tible to infection by alien microbes. lt
might even be toxic by extended cen-
toct. The hero must moke Constitu-
tion feat checks to resist bouts of
illness. See "Disease" in Chapter ll:
Gomemasters in Action. Degenera-
ltttl] tends to weaken or incapacitate
the here periodically, and may even
ttilllrim in time.

Slight: The hero must check once
per adventure or once per month to
see if the artifact causes illness.

lt'fods-rote: 'l'he hero must check
any time the artifact's powers are
used. or any time he rolls a Critical
Failure on o skill check.

Extreme: As above, but tlre lrere
suflers a +3 penalty to his initial
Constitution feat check to resist the
artifact's degenerative influence.

Disruptive
Consciousness
When activated. the artifact inflicts
acute pain and psychic trauma upon
these nearby. resulting in a +2 penal-
ty to all actions for dES hours or the
test of the scene. whichever is less.

Slight: Only the artifact's user is
affected by the drawbacl-:.

Moderate: The disruption attects
all creatures within E5 meters when
the device is activated.

Extreme: The radius ol etlect is in-
creased to El] meters.

Energg Eost
The artllact uses bioelectric energy.
the natural energy fields of living or-
ganisms. to pewer its various lunc-
tions. Each time the unit operates. it
drains stun points from its user. For
example, the star transceiver allews
cenversatiens measured in minutes;
for each minute during which the
hero uses this function, the here
loses stun points.

Stun points are lost at a rate de-
pending on the severity of the arti-
fact's flaw: l. Z. or E-stuns per time
unit for o Slight. I‘-‘lo-derate. or Ex-
treme drawback.

lnfarnous Device
The artifact is an item of legendary
powers, worshiped by rabid cults of
assassins or stolen from a govern-
ment. Someone will go to any
lengths to retrieve it. Naturally. sur-
rendering the device isn't an option.
since the fellows who want if plan on
harnessing its inestirnoble pewer for
evil.

Slight: The villains pick up the
hero's frail and make trouble once
every two or three adventures, such
as sending in hit teams or trying to
have the hero arrested.

Moderate: Not an adventure gees
by in which the hero doesn't have to
contend with someone to king o shot
at getting the artifact. Even if the
sworn enemy doesn't appear. some
opportunistic punk is geing to fry to
steal it or pass word of the hero's lo-
cation back to the heavyweights.

Extreme: As above, except that the
artifact includes some feature or
property that makes it impossible to
conceal. lf might radiate a homing
signal that the villains can follow.

Leech
This resembles the Energy Cost
drawback {see abovel. but the arti-
fact randomly selects a life force
near the hero la friend or cempanionl
tor power and drains wound points
instead of stun points-

Mental lnstahilitg
The artifact's influences can unbal-
ance the hero's mind over time- The
hero must make periodic Hesolve-
mental resolve checks to resist bouts
of depression. paranoia, mania, or
catatonia. The result depends on the
hero's lleselve check:

Amazing or Good: 'l'he hero suffers
no ill effects.

Oro'inory.' The here is afflicted by
severe depression. borderline paro-
noia, or hysteria. The effects last for
d=l days. During this time, he suffers
o +l penalty to the use of any intelli-
gence, Will, or Personality-based
skills. In addition, any time the hero
gets a Critical Failure. he becomes
disabled for the rest of the scene.

Failure: As above. except that the
duration of the attack is Ed-=1 days.
and the penalty is +2.

Critical Failure: The character is
totally incapacitated for d-1 weeks
due to raging paranoia. roving luna-
cy. er lrepeless desperation. Continu
ous core and supervision is required

slight: The hero must check once
per edventure or once per month.

Moderate: The hero must clreck
any time the artifact's pewers are
used, or after any Critical Failure on
a skill check.

Extreme: As above. but the hero
suffers o +3 penalty on his liesolve
skill check.

Power 5pil-Le
The artifact's alien energies cause
equipment to short out or fail. Any
powered device the hero carries sul-
lers a complete shutdown any time
she fails in an attempt to use it. A
failed attack shuts clown the hero's
energy weapon. a failed Computer
Science skill check knocks out her
computer. and so on. This power
spike ceuld also extend to ship sys-
tems the hero is manning in combat
or sensitive devices that a compon-
ion is atfempting to use in the hero's
presence.

Slight: The device in question is
deactivated for dEt hou rs.

Moderate: The device is damaged
and won't function until repaired.

Extreme: The item or console is ru-
ined and must be replaced.

Uncontrolled Function
The artifact has the tendency to acti-
vate its powers at inconvenient
times, and to ignore the hero's des-
perate elforts to activate it.

Slight: There is a 1 in 4 chance
that the artifact simply refuses to
functien when activated- Any time
its user rolls e Critical Failure dur-
ing e skill check. the artifact has a l
in E chance to activate in some erro-
neous or harmful manner.

.|'Pfoclerefe.' As above. but the
chance of random activation is E in E.

Extreme: As above. but the chance
of erroneous activation is 3 in ti.
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her oi twists ta the contemporary set-
ting. These twists depend on the
genre {see below} that you plan to in-
corporate into your campaign. A
modem-day technothriller. ior ex-
ample. would use high-tech weap-
ons and spy gadgets. Providing o
tew items irom Pl. Ei—-whether in the
hands at the heraes. in research ta-
cilities run by villains. or secretly
under development hy a mysterious
corporation—can make a contempo-
rary campaign more interesting. Ctr.
you could play a contemporary set-
ting but incorporate psionics and
mindwalking abilities ior an entirely
diiterent flavor.

l\lEHI"-FI.I‘lZI.II"E 5F
ii. near-future campaign is set at
Progress Level E. Like the contempo-
rary setting. the near-tuture cam-
paign seems real hecause it's
extrapolated directly irom the events
and conditions oi today.

What's your vision oi tomorrow?
You can take a pessimistic approach
and create a dark. troubled world oi
twilight. The genres oi cyberpunk
and combat SF are examples oi the
pessimistic aspect at the near tuture.
Ur. you can lean toward optimism
and create a world lounded an hu-
manity's noblest elements. Coloniza-
tion oi the solar system. tor instance.
can serve as the basis tor an opti-
mistic near-iuture campaign.

Far-Future 5F
Fl. tar-iuture campaign takes place in
a civilisation at Progress Level ‘F or
higher. As with the near-iuture. the
tar-iuture setting has the ability to
showcase a triumphant destiny or a
terrible tale in the days ahead. Far-
tutnre campaigns may feature taster-
than—light travel. galactic empires.
exciting exploration oi the unknown.
and notions at ultimate destiny.

Unce you select o time iraroe. it's
easy to decide on the general avail-
ability oi equipment and prevalence
oi technology. More intortnation on
Progress Levels appears later in this
chapter. and in Chapter H at the Ploy-
ers l-landhoolr.

Genre!
Science iiction encompasses a num-
ber oi distinct genres that represent
the types oi stories you can tell. You
might enjoy hard science fiction.
where the reality oi the campaign is
strictly extrapolated tram current

technology. Ctr you might iavor a sci-
ence iantasy approach. where time
and circumstance warps the nature
oi human capabilities. and technolo-
gy works like magic- Eiltemate histo-
ry. space opera. and r:yherpunl-r—-
these and other genres all share
common roots in science iiction. hut
they also possess markedly ditterent
characteristics.

Once you have a genre in mind.
the plots. themes. and possibilities oi
your setting become more apparent.
The major genres oi science iiction
are described helow. it any particu-
lar genre interests you. teel tree to
research it turther by reading hooks
and viewing movies that cover its
themes.

Alternate Histurg
An alternate history campaign is one
based on the "tact" that a single key
event or a series oi events has un-
ioided ditierently irom what actually
happened in our real world. Fis a re-
sult. the iictitious social. political.
andtor technological landscape oi
the fictional world has changed dra-
matically. Choose a signiiicant and
well-known event upon which to
base your alternate history. and ya1.|r
players can appreciate the extent oi
historical dritt in your world.

This genre works well 'm contem-
porary or near-tuture campaigns.
where you can explore the ramifica-
tions oi the change. For example.
you could decide that the Floman Em-
pire never collapsed. and thus the
Dark iiges never hetell Europe. The
modern world in such a setting could
be a high-tech version at the Roman
Empire. a civilisation locked in a Pox
Homana that has existed tor more
than two thousand years. Maybe po-
litical division is only now. in the
2tItth or Elsi century. threatening to
rend the Empire into pieces. . . .

Tau can also use the altemate his-
tory genre to send heroes to parallel
dimensions—worlds that look much
like their awn. with at least one sig-
niiicant diiierence. Your playe rs
could he scientists in control oi this
exploration. Ctr they might he heroes
lost in the dimensions. working to
iind a way home.

The exact nature at an alternate
history campaign depends entirely
on the divergence point—the place
in history where your imaginary
world separates irom the familiar

covery oi space travel in the liihlls. or
decide that human contact with star-
taring civilizations occurred in the
middle oi the Renaissance. ii the di-
vergence point creates a history in
which humans come into contact
with aliens—for example. a world
where the iraal settled on Earth
decades or centuries ago and have
heen interacting openly with the hu-
mans around them—you might allow
nonhuman heraes to exist.

Look ior unexpected changes that
your divergence may caus e. For ex-
ample. it's easy to imagine that
France never sold the Louisiana Pur-
chase to the United States. But what
would this mean ior prominent
ilitnericans born in later years in the
states west oi the Mississippi?

ll you want to design your setting
in a treiativelyl short period oi time.
an alternate history campaign oiiers
a tew distinct advar1tages—espscial-
iy it you set it in contemporary times.
Basing your campaign on a contem-
porary alternate Earth reduces the
amount oi background work you'll
have to undertake. Since your play-
ers have an obvious iamiliarity with
the setting. you won't have explain
every single aspect oi your world. lo
fact. you’ll just have to detail those
elements oi the alternate world that
diiier irom the real one.

Many altemate history stories set
in the present day use contemporary
technology lPL 5]. ll the divergence
accelerates or details civilisation
and technological development. the
Progress Level may change too. Nat-
urally. ii your campaign occurs at a
diiterent time in the alternate Earths
history. the technology should vary
accordingly.

Ealanixatinn
Pi. colonisation campaign places he-
roes in the role oi explorers. iron-
tiersmen. pioneers. and survivors.
They are among the lirst brave souls
to reach and settle a new world. The
colonisation eiiort might he the lirst
attempts to huild a lunar site. an out-
post on Mars. or a hase among the
Iavian moons. or it might deal with
the settlement oi a new star system.

The world the heroes colonize can
vary widely. Perhaps ltls an inhos-
pitable rock in need oi drastic ter-
ralorming iii it can be terralormed at
alll. Dr it might teem with llle—in-
oluding other sentient species.

one. What ii a scientiiic development The colonisation genre is a rich
reshaped history? Imagine the dis- premise tar an SF campaign. Ft vari-



sty oi crucial missions suggest then‘!-
selves: mapping the planet's suriace.
cataloging native lifeforms. explor-
ing alien sites or ruins. and weather-
ing Ltnevrpected natural hazards.
There's the possibility oi intrigue,
sabotage. or strife among the colo-
nists. What new society will arise tar
from home? fl the heroes lead the
colony. they must choose sites for
settlements. figure out how to exploit
existing resources. and possibly
even undertake some social engi-
neering as they try to organise and
govern.

A colonisation campaign assumes
that space travel is available. It may
be a near-future technology consist-
ing oi chemical rockets and one-shot
lenders. a far-future generation ship.
or even a startaring vessel that
drops the heroes on a planet and
then leaves to ferry other colony
teams to remote destinations. How-
ever. it's possible that humans travel
to new worlds by even more exotic
means—-for example. a vast space-
ship could arrive and invite humans
to journey to other stars. or scientists
can find an ancient technological
relic that opens a portal across
space to another world.

The technologies involved cast a
heavy influence over the nature of
the colony. I-low much support does it
receive from the parent world? if
faster-than-light travel is impossible.
generations might pass before the
colonists hear frorn their home world
ugain—it they ever do. ‘What kind of
supplies do the heroes have with
which to start their colony? Penal
colonists. deportees. or shipwrecked
populations might start with nothing
more than the wreckage oi their
landing pods. Even well-supplied
colonists might face crucial short-
ages and irreplaceable equipment.
Once these items break down. the
heroes must wait until a supply ship
arrives or make do without.

Wltile you can build an exciting
campaign around the heroes' strug-
gle against a lifeless, inhospitable
tvorld. the most interesting colonisa-
tion stories deal with the settlement
of worlds where life already exists.
What is the native ecology? Does the
world contain creatures dangerous
to humans? You're missing out on
some fun it you decide that plankton
and herbivores represent the sum
total of indigenous life on the colo-
nists‘ new world.

Another exciting aspect of the col-

onisation of life-bearing worlds in-
volves the presence of sentient crea-
tures. How do these "aliens"
lactually. the natives) teel about their
new neighbors? What kind of
strange civilisation or cultural ritu-
als do they possess? These are im-
portant questions to answer when
designing a colonisation campaign-

lt you're dealing with the near-fu-
ture settlement of Earth's solar sys-
tem. in all likelihood you have a
humans-only campaign. But com-
bine the colonisation setting with an
altemate history premise that the
iraal have already revealed them-
selves to humanity. and you have a
situation in which members oi both
species might cooperate to tame an
unsettled world. If the planet to be
colonised already contains sentient
creatures. players might be able to
create native heroes as the story de-
velops. Mutant heroes may work
well in colonization SF. especially if
the planet they're colonizing re-
quires humans to be modified or en-
hanced in order to survive.

Enmhat
Combat and military activity is one
at the most common science fiction
genres. In a combat SF campaign,
heroes are members ot a lighting
force engaged in futuristic warfare
or conflict. They may be bughunters
who clean out alien infestations on
distant stations and worlds. part of
an elite strike force engaged in a
war against alien rnarauders or rival
human powers here on Earth. or
high-tech mercenaries who accept
contracts to fight for various causes.

You can organise your players in
any way that tits with the storyline of
your campaign. However. three oi the
most common organisations in com-
bat science fiction are the fighter
squadron, the infantry platoon. and
the mercenary company.

its pilots and supporting members
of a fighter squadron. the heroes use
cutting—edge technology. They may
serve on a planetary base. a space
station. or a carrier of some kind. On
occasion they may undertake special
duties such as long-range scouting.
diplomatic missions. or weapons
testing. Fast-moving fighter cratt eu-
goged in ship-to-ship combat should
play a major role in most combat ad-
ventures.

ln an infantry platoon. heroes see
their enemies through rille sights-
While most pilots are officers-—ar

specialists—who receive privileges.
the typical infantry soldier is a low-
ranking, enlisted grunt who sits at
the bottom of the chain of command.
Marines may function as special se-
curity teams on ships or stations.
serve as garrison soldiers or police
on frontier worlds. or work as scouts
who reconnoiter abandoned out-
posts. wrecked colonies. and pos-
sible enemy bases.

Heroes in mercenary companies
may find themselves fighting in the
bloodiest irontiers of space. piloting
a lighting vehicle. or going toe to toe
with the most bisarre alien enemies.
Depending on the laws and rules
governing the employment of merce-
naries. heroes may be slave soldiers.
crude primitives. or wealthy and
elite professionals.

Ft combat SF campaign based on
a group of space law enforcers can
also work. ln this campaign. heroes
travel the galaxy dispensing justice
with mass pistols and stun batons.

While you might expect Combat
Specs to dominate a combat SF cam-
paign. they don't. Remember. sol-
diers need officers {Diplomats}.
scouts (Free Agents}. and armarers
and medics lTech Ops}. Every profes-
sion has its uses during warfare.

Combat SF is usually hard. grim.
and realistic. Warfare in the future
isn't pretty. and adventures often re-
volve around mere survival instead
of victory. However. even the most
bloodthirsty of heroes can't put up
with an endless diet of iirefights and
secret raids. if you want to base your
campaign on this type of scenario.
create important storylines that
move the heroes out of the trenches
from time to time.

For example. a marine transport
might crash on an unidentified plan-
et. so ior a few adventures the heroes
explore the new area. investigate the
native civilisation. and generally get
a break from the continuous fighting.
Similarly. military personnel might
receive special assignments. shore
leave. or a transfer to different posts
behind the lines. Use devices such
as these to keep the heraes together
and alive over the course of a dan-
gerous campaign.

Combat campaigns have the ad-
vantage of praviding heroes with an
immediate and obvious goal. Players
know their heroes' place in the uni-
verse. and most of the time the he-
roes have a clear mission to follow.
ln addition. you have the chain of
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command to guide the actions and
adventures of the heroes—when
they're ordered to explore an aster-
oid. they usually have little choice
but to accept.

Une advantage of the combat
campaign is that it can be based in
any time period. at any Progress
Level

Cyberpunk
Cyberpunk is science fiction with a
particular attitude. "Cyber" refers to
cybernetics: the melding of the bio-
logical and the mechanical. In this
way. scientists enhance the human
body with mechanical augmenta-
tions and even biological engineer-
ing. “Punk“ refers to the attitude that
infuses this setting. one that com-
bines alienation and disillusion-
ment. as well as an aggressive
disdain for authority.

In a cyberpunk future. industrial
and political blocs exist globally in-
stead of nationally. and information
networks-especially computer net-
worlrs—control everything. ‘tfirtual
reality. cyberspace. and the ability to
project a disembodied consciousness
into the world's networks are central
to the concept. Media overload and
an uncomfortable density of informa-
tion also characterise the genre.

Adventures can range from covert
actions. espionage. and corporate
sabotage. to data theft. murder mys-
teries. and military SF—all within
the framework of a dark. nea r-future
world where technology has merged
with humanity. perhaps to the detri-
ment or elevation of both.

fltlost cyberpunk campaigns take
place in the near future. though ele-
ments of the genre could appear in
any Progress Level. W'ltile most of
these campaigns offer a dark dream
of the days to com e. there's no reason
you can't create a reasonably bright
and optimistic cybernetic setting.
Obviously. this type of campaign
should utilise the rules for computers
and cybernetics detailed in the Play-
er's Handbootr.

Expluratiun
Exploration of the stars is usually
the first theme people think of when
the words "science fiction" are spo-
ken. in this type of campaign. heroes
adventure out on the fringe of human
space. explore new worlds and new
civilizations. and aspire to challenge
the great unknown.

Although you could run a tine ex-

ploration campaign based on the
charting of the local solar system.
this genre usually aims higher. en-
compassing the stars. The hero-es
may be a small survey team on a
tiny scout ship. the leading officers
on a huge star cruiser. independent
traders trying to find new markets
and resources. or even a specialised
contact or landing team under the
command of a ship's captain.

An exploration campaign is epi-
sodic in nature. Each new world or
star system is an adventure waiting
to happen. a neat and self-cohtained
package that the heroes can deal
with and {usually} leave behind.
While a great number of adventures
in this kind of setting can involve
contact with new phenomena or
alien societies. the heroes may occa-
sionally take on different missions.
For instance. an interstellar govern-
ment could order a scout ship to con-
vey a politician to a remote post
because the ship happens to be in
the right sector at the right time.

Another aspect crucial to the de-
velopment of an exploration cam-
paign is the creation of the authority.
guidelines. and restrictions that gov-
ern a ship's movements and mis-
sions. If the heroes aren't the only
crew members of their vessel {for in-
stance. they’re a five-person scouting
team traveling on a starcruiser with
a crew of Ellfll. you'll need to define
the key supporting cast members
who are likely to interact with the
heroes on a regular basis.

‘t'ou could offer up a hard science
exploration campaign involving
charting and survey missions and
paying careful attention to habitabil-
ity sones. spectral classes. and the
rules of planetary formation detailed
later in this book. ln such a case.
many stars in the galaxy will be next
to useless from a human point of
view—although substantial concen-
trations of rare minerals might war-
rant prospecting.

Ctn the other hand. you can play
an exploration campaign as science
fantasy. unveiling marvel alter mar-
vel as the hero-es encounter time por-
tals. advanced civilisotions. and
worlds that illustrate a meaningful
human condition. ln any event. a
team of heroes should include at
least one Diplomat. since meeting
new races could constitute one of the
chief features of the campaign.

Interstellar travel is usually a
must for this type of setting. and

hence PL T is probably the minimum
base Progress Level. A PL E explo-
ration campaign. in which travel
takes place at sublighl speeds. is
possible. but it will have a far differ-
ent scope and flavor. because sucha
campaign centers on the exploration
of a single star system.

Future Earth
The future Earth story examines a
possibility- What's waiting for us in
the centuries or millennia to follow?
A nuclear or ecological catastrophe?
An alien invasion? Dangerous. or
wonderful. new technologies? Will
humanity remain the dominant
species on the planet?

A future Earth campaign can in-
volve an astonishing variety of con-
ditions. technologies. and heroic
roles. The entire world may have
blown itself back to squalid sav-
agery by nuclear war. Ctr maybe a
select groups of humans lives in an
age of grace and learning. hidden
away from the apocalypse that dev-
astated the resl of the world. Even if
humanity's physical condition ad-
vances drastically. new social prob-
lems may arise to fonn the focus of o
campaign. For example. a world
without sickness. hunger. or hard-
ship could be ravaged by the tyran-
ny of dictators. Repairing such a
broken utopia can be quite a chal-
lenge. even if the heroes never con-
front raw physical danger.

Building a future Earth is much
like creating an altemate history
campaign. You don't need to postu-
late any major divergences in histo-
ry: events to the present day are
unchanged. instead. extrapolate o
key event. development. or situation
that defines the world of the future.
and then build the campaign to fit.

For a low-tech survival campaign.
think about a future in which our
modern society declines in both
knowledge and civilisation. If you
want aliens in your future Earth
campaign. think about how they
traveled to Earth. what happened
when they arrived. and how they co-
exist with humanity. lfe careful of
creating worlds that are too ad-
vanced or civilised; heroes need
frontiers and enemies—in a society
without these challenges. there's
little for them to do.

A timeliue is a good tool for build-
ing this sort of campaign. lt's nothing
more than a list of dates. beginning
with the modern day and working
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forward to the campaign's present
day. lf your future Earth has endured
World Wars lll and lit, make a note
about when and why these wars
were fought.

Influential people. landtnark leg-
islation. international affairs. and
maior new inventions probably de-
serve notations on your timeline
especially if they're completely
imaginary or speculative. lt's easy
ior your players to ocrrr-p1 the intro-
duction of superconr-"luclirrg technolo-
gy. since scientists are r-arienlly
exploring this lield. Hut if you want
players to accept telepartatrau and
antigravity. you slioulri explain how
these tecliualogir"-.s caine to be—-not
in painstaking scientific detail. but
at least in general terms that rnal-res
their development believable.

When deciding on the Progress
Level at which to set a future liartli
campaign. think about llto history
you've created. Do you see the world
going forward. or sliding lracl-:?
Major catostrapties. diseases. or eco-
nomiacollrrpse may result in a rever-
sion to more primitive tecliiiologies.
lt's llreoretlrrally possible. tar" in
stance. for a future Earth setting to
be at PL 5. or even Pl-. ti. even tlirutglt

civilisation had advanced to PL E at
some time in tho post.

Harrar
The premise of horror SF centers on
the presence at dark creatures and
phenomena inimical to human life.
Heroes are trail and vulnerable in
the face of terrible. unintelligible
evils. and only quick thinking and
luck can preserve their lives.

Apply the conventions of tradi-
tional horror to rt science fiction set-
ting: rrlir—;ri rrivaders that insit-itoasly
possess liu mans through subtle or
overt means; heroes stranded in an
isolrrlerl arr-rr-1 where fear rind terror
can breed; monsters that are other-
worldly in nature or the result of a
srrzientilirz tErittJt'?1'ltT'tE-"I11 gone awry.
Teclinology has a dark side. and you
can use this to great effect in a hor-
itrr El" sallirtg-

ln order for rt horror story to work.
the plot miisl involve threats that are
lrrrytrtrri l1|-rrnrrri uirdr-rrstrrnding. You
should place the iieroes in a position
to eucouitler these llireals and tem-
porarily defeat them. or at least eur-
vive them. Players should never be
certain of the outcome: as far as they
I-niow. the r-ierrtiirns and phenomena

in your campaign have the ability to
kill or mainr their heroes. or drive
them insane. in each and every
game session.

lt's your job to create situations in
which the players would never want
to find themselves. in a good horror
game. your players should experi-
ence twinges of fear and unease. The
very notion of finding themselves in
the same boat as their heroes should
send shivers ol fright down their
spines. lltfake rise of maddening ari-
ticipation. foreshadowing of a doom
too horrible lo imagine. and false
shelter or security from o threat-
Ahove all. create dark. dismal. and
unnerving settings in which fiendish
plots can unfold.

The horror SF campaign can trike
many forms. For example. you can
create a standard exploration or col-
onisation scenario in a dark uni-
verse- lmagine the plight of colonists
stranded on a world with oncient
evils slurnberlng in alien ruins. stir-
ring in hunger once the heroes dis-
turb their rest.

Cir. add the backdrop of cosmic
horror to any other campaigii setting-
A utopian society that discovers
forces and creatures at astonishing
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power and malevolence lurlring in
the galactic shadows malres tor o
truly horrifying selling. Horror SF
stories can also involve alien crea-
tures that invade the relatively close
confines oi a spaceship or space sla-
tion. Art alien predator species could
come to Earth and begin hunting and
ltilling humans for sport.

Horror is difficult to sustain in any
venue, but especially so in a science
liction setting. A campaign usually
encompasses the continuing adven-
tures and advancement of the heroes
irom story to story—but most horror
stories are about survival. Finding a
way to let the heroes live in order to
adventure again is difficult. Doing so
while maintaining the credibility ot
a horrible threat or monster is even
more challenging. Alter all, il the
iorce or creature in question wasn't
tough enough to destroy the heroes
the lirst time around. why should
they be airaicl oi it? In order to main-
tain tension and terror. you must find
a way to lteep the heroes in the line
of lire while allowing the threat to
evolve with time.

The availability ol aliens as hero-
ic characters instills a sense of won-
der in a game setting. However, in a
horror campaign, it's otten a good
idea to downplay the marvelous.
Theretore. you might want to limit
the number oi alien species avail-
able to be used lor heroes. ll you de-
cide to use the standard aliens
described in the Player's Handbook,
matte them more mysterious and in-
human. Perhaps they have goals and
desires that the human heroes tind
incomprehensible or threatening. Or
they may exist as savages or inden-
tured servants deliberately denied
technology—lostering the impres-
sion oi o superior humanity in o
well-ordered universe.

Flny oi the game options—-mu-
tants, psionics. and cybertech—are
appropriate to this setting. but in
horror SF every benetit should have
a helty price tag- ll a player wants to
run a Mindwallrer hero, rnal-re sure
that the hero runs across psionic ter-
rors that can slice his mind to rib-
bons. Mal-re Mirtdwall-ters, mutants,
and cyborgs the subjects ol hatred
and lear in a horror setting not only
do they have to worry about the in-
sidious threat against which they
battle. but they must also protect
themselves against o society that
views them as horrors themselves.

In o horror campaign, the irra-

tional intrudes into the rational
world of science. With this intrusion
comes tear, and thus SF and horror
collide in lascinating and disturbing
ways. Many times. this collision is
the result ol supernatural occur-
rences often buttressed by o ratio-
nal, guasiscientitic exploitation.
Other times, it's iust the result ol
technology employed without moral
guidelines or restraint.

You can set an Earth-hosed horror
SF campaign in almost any time and
age although you might consider" it
an alternate history campaign it it's
set deep in the past. Since technolo-
gy grows more powerful at higher
Progress Levels, you might deliber-
ately disallow. suppress. or pervert
trey technologies the heroes could

otherwise use. For instance, star
travel may be much more dangerous
or uncertain in a horror SF campaign
than in a normal exploration or
space opera setting.

Epace Opera
Space opera deals with epic themes,
such as the struggle of civilization
against ancient evils, alien invaders
or sinister galactic empires, Mean-
wttile. the characters and stories pre-
serve o tight locus by using these
great ongoing struggles as a back-
drop. For example, you can create a
story around berries who light in a
wor, work as spies, or engage in vat-
ious missions ior their cause. The
backdrop is an epic lole oi interplan-
etary or interstellar conilicl.

r



Space opera doesn't have to be
lull ot fleet commanders and bright.
shining heroes. [t can be grim and
realistic. driven by characters both
human and llawed.

lt‘s easy to ireep a space opera
campaign on track, because at the
heart oi the setting is a clear enemy
or hostile power agar‘ nst which the
heroes must stand. Even it they‘re
not leaders and rulers, heroes will
find themselves at the center oi piv-
otal events. their actions helping to
rlstsnnine the outcome oi the great
conllict between good and evil.

Space opera deals with the big
picture: a galaxy-spanning empire.
on immediate and overwhelming
problem to threaten the heroes. and
plenty of elbow room lor the heroes
to bounce irom world to world in the
pursuit oi their goal. Space opera
characters and settings are general-
ly larger than lile, caricatures de-
signed to capture one aspect or trait
and magnity it tor the story. Instead
oi Earthlilre worlds with a mix otter-
rain. space opera teatures venues
such as the Lava Planet, the lungle
Planet, and the lce Planet.

The presence oi a clear conllict
doesn't necessarily iorce everyone to
talrs sides. Marry characters may
have questionable loyalties, uncer-
tain motivations, or personal agen-
das. Even in the lace oi galactic war.
smugglers. crime bosses. or corrupt
governors might try to make as much
money as possible trom the conllict.
Having the hero-es deal with these
secondary threats or interests may
he a welcome diversion irom coping
with the omnipresent doriger or con-
llict that drives the campaign.

ln the typical space opera, alien
species are abundant. Feel lree to in-
troduce as many weird aliens as you
lilte. And since this type oi campaign
is so diverse, you can modily the
rules any way that makes sense. l_t
you want to limit or restrict the game
options mentioned in the Playerh
Handbook, stipulate that heroes who
choose these options must belong to
csrtain species or organisations. For
instance. cybernetics may be expen-
sive or illegal in most human soci-
eties, so a hero with cybernetic
implants might necessolily be a rep-
resentative ol a particular planet
that has a relatively relaxed attitude
toward cyberware.

When elements oi science iantasy
crs added to space opera, the setting
becomes even wilder. Euch cam-

paigns cross into the realm oi pulp
iiction—where magic exists beside
high-tech wonders, and a hero
wields a wand in one hand and a
laser pistol in the ather. Consider
using the FX system detailed in
Chapter IE: Optional Rules in this
type of campaign.

Space opera campaigns require at
least Progress Level E technology.
Generally. you're probably better oil
designating Progress Level 7 or El ior
such a campaign. Don’t forget that
isolated areas at interior-—or superi-
or-—technology may exist.

Superheruiu:
Comic books isature all kinds of sci-
ence liction elements-secret rs-
search labs, experimental energy
weapons, powered armor, aliens
lrom distant worlds, and dimension-
al invaders. A superheroic SF carn-
paign assumes that heroes are
individuals who. because oi special
and even unique abilities, stand
head and shoulders above the most
talented normals.

You can easily run a low-powered
superheroic game using the stan-
dard rules and options presented in
the Players Handbook. For more
pewertul superheroics, use the Flt
system detailed in Chapter 15: Op-
tional Rules. Assume that only a tew
supercharacters can possess these
abilities, while the rest oi the world
contains supporting characters with
none of these powers.

The superhero genre features one
particular plot device that's indis-
pen.sabls—the superhero team.
Many oi the most tamous super-
heroes are part oi superhero groups.
combining their efforts to stop vari-
ous villains and threats that trouble
the rest of the world. Superhero
teams often share a base tacility.
while traveling throughout an area
to answer calls ol need.

While many superhero tales are
set in a world much like contempo-
rary Earth, you shouldn't teel limited
to the late 9-Uth century—a World War
ll time frame could work just fins. Or.
you can advance your story into the
future, working superheroes into a
galactic espionage or space opera
setting.

villains have access to extremely
advanced technology compared to
their society's standards; therefore.
allow heroes to make use ol some
equipment one or two Progress Lev-

els ahead oi the rest at the world-
especially Tech Up heroes who build
their own superadvanced gadgets.

Technuthriller
Ft technothriller campaign usually
takes place in a world much litre our
own. lt's a modern or near-luture set-
ting, without the flashy technology oi
star travel and anfigravity. Ul
course. heroes may have marvelous
gadgets and devices to help them do
their job—action heroes and super-
spies always have access to gear
that's more advanced than stuil you
can iind at the local electronics shop.

The best way to bring heroes into
this kind ol campaign is to enlist
them as secret agents working ior an
intelligence organization. The orgo-
nization may be your rendition at
something realistic. such as the CIA.
or a lictional shadow-intelligence
agency. As top lield operatives, the
heroes receive orders that they must
carry out using their own ingenuity.

In a technothriller setting. heroes
operate in a shadowy world oi chor-
ismalic enemy spies. assumed iden-
tities. and mysterious contacts. They
get involved in some real-world espi-
onage activities from time to time.
such as shadowing suspected infor-
mants, going on surveillance mis-
sions. and wading through computer
files or linancial records to track
down payoiis and expose take busi-
ness ironts. Discovering the identity
and identifying the vulnerability oi
an enemy should be a large part ol
such a campaign-as well as daring
rescues. sabotage. or other covert-no
tion missions ior the combat-orient-
ed players.

Aliens don't play lead roles in the
typical technothriller setting. In the
classic lorrn at this campaign, the
hero is smart, tough, charming.
quiclr—and human. Mutants and
Mindwall-ters may be appropriate tor
one-of-a-l-rind superagents, but be
caretul about setting such characters
loose in an otherwise normal world.
Cybernetics may exist on a modest
level, in the form oi special devices
built for agents.

A near-luture technothriller could
take place in the early days oi solar
system colonisation. In the tar iuture.

Typically. superheroes and supsr- suave corporate spies could ply their
trade in the business rivalries ct a
galaxy-spanning society.
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Tnne
After you've determined the time
frame and the genre of your cam-
paign. the next step is to decide its
tone. The three different shades of
tone that you can use are realistic.
heroic. and superheroic.

Realistic
A realistic campaign can be deadly
for heroes. because they possess rel-
atively little power. Certain types of
technothrillers. colonisation cam-
paigns. and most horror SF settings
benefit from this tone. In a realistic
campaign, heroes are normal people
thrown into extraordinary situations.
To reflect this circumstance. they re-
ceive only 413 points to distribute
arriong their six Ability Scores.

You can change ether aspects of
the rules to moire the campaign set-
ting even tougher. Fer instance. you
can lower the Ability Score maxi-
mums for humans to l2. You can de-
clare that heroes aren't entitled to
the profession-based cost reductions
when purchasing sl-rills. so that a
Combat Spec pays as much for
Melee Weapons as a Diplomat does.

Finally. the optional rules for mu-
tants. psionics. and cybernetics are
unavailable in a realistic campaign.

Hernic
The heroic campaign is the assumed
base for on At.'t'EHHt'l"r' campaign; the
rules in the Players Handbook are
written to accommodate this tone of
play. In a heroic campaign. you can
use all the rules that you teel com-
fortable incorporating into your
game world—including professions
and their associated benefits. Ell
points for Ability Scores. and which-
ever of the optional rules fit the sto-
ries you want to tell.

A heroic campaign resembles the
reality of action movies-—heroes cart
attempt the near-impossible and
have a slight chance to succeed. and
death isn't the automatic result of a
combat scene. You can use all of the
SF genres within the frameworl-r of a
heroic campaign-

Euperhernir:
A superheroic campaign follows the
adventures of heroes who are far
above the norm. This is cotnic—tooolr
reality. replete with high-powered
mutants and psionicists. heroes with
advanced gadgets and superpowers.
rind higher-than-average Ability

Scores- Players receive T2 points to
distribute among their heroes' Abili-
ty Scores in this type of campaign. In
addition. they can use most of the
optional rules—including the Fllf sys-
tem presented in Chapter lE-.

Creating a
Unique Tnne
You can easily modify the rules to
create your own unique campaign.
For example. you could set hero Abil-
ity Score points at 55. or increase the
basic point cost for skills.

Remember. however. that the in-
formation in the Players Handbook
reflects a heroic baseline. If you de-
cide to modify your campaign tone.
lreep this in mind. increasing sl-rill
costs in a realistic campaign penal-
ices heroes land their players} se-
verely- Likewise. decreasing slrill
costs in a superheroic campaign
may ma]-re things a bit too easy for
your heroes. since they already re-
ceive additional Ability Score points-

Pnasnsss
LEVEL
Chapter 5: Goods tie Services in the
Players Handbook defines Progress
Levels. which is how the At.'t't-Jttt~ttTi’
game measures a society's or re-
gion's technological development-
Most modern-day campaigns are set
at PL ti. 5. or E-. while a science fiction
campaign of tomorrow would be set
at PL fl or higher.

However. science fiction doesn't
always imply sup-erior technology.
Alternate history or future Earth
campaigns might deposit the heroes
in a world of postholocoust savagery-
Eimllarly. many people live in soci-

eties where high technology is pres-
ent. but not widely available. Even
today. regions of our real world are
inhabited by people subsisting on
Stone Age technology. fn a futuristic.
starfaring campaign, unspoiled or
undiscovered planets might exist
whose technological advancements
lag far behind the Progress Levels of
the capital worlds.

While it might seem that PL E or T
technology is a prerequisite for a
starfaring campaign. this isn’t the
case. Imagine an Earth the same as
our modern world with one excep-
tion: At some point. a wrecked alien
spacecraft was dismantled and the
secrets of its FTL drive were re-
vealed. Space travel would still be
rislry and expensive—since lite sup-
port. ship structure. sensors and
com munications. and other spacefar-
ing technologies are barely suffi-
cient to sustain a human in orbit-
but it's possible to envision a PL 5 so-
ciely engaged in the survey and ex-
ploration of nearby star systems.

Travel in
Starfaring
Campaigns
How do starfaring cultures travel
from world to world? The answer to
this question has a profound effect
on your campaign. Ecience fiction is
a genre of diverse specialisation:
there’s a world of difference between
an exploration story in which the he-
roes have access to faster-than-light
travel. and one in which they don't.
Even within these two broad cate-
gories. you can divide the explo-
ration story further by the type of
locomotion that transports the ho-
rnes from place to place.



While many science fiction cam-
paigns never leave the planet Earth
er the bounds of its solar system. a
greater portion assume that heroes
can travel from star to star. if you in-
tend to run a campaign where inter-
stellar travel is possible for the
heroes. you rnust decide whether
they are limited to vessels that are
slower than light. or whether they
can use faster—than-light tFTL't travel.

Slnvver-Than-Light
Travel
While many science fiction writers
casually assume the existence of
FTL travel. the scientific reality of
the situation isn't so convenient. lt's
physically impossible for an object
to attain a velocity greater than the
speed ol light. At best. scientists can
conceive at spaceships traveling at
ilEt.‘EtEt*i't=- of the speed of light . . . but
even at this speed. travel between
distant stars is hideously slow.

Earth's nearest stellar neighbors
are a little more than 4 light-years
away. which means that something
moving from here at the speed of
light would talre more than four
years to arrive at the nearest star.
True interstellar exploration might
involve distances of EU. Sf]. lflll. or
even l.tlllE1light-years. Such voyages.
undertal-ren at sublight speeds. seem
incredibly impractical.

The amount of energy needed to
propel a ship across such distances
also presents a real problem. Flight
now. scientists can envision acceler-
ating ships up to Ii-E of the speed of
light. Traveling to the Sun's closest
stellar neighbor at that speed would
tat-re more than four centuries. in
order to mal-re the trip in something
close to the time it tal-res light to trav-
el. you'd need an engine or power
source of unprecedented efficiency.
A chemical roci-ret doesn't possess
sufficient power. and its fuel tanl-rs
are prohibitively large; the slower-
than-light ship must use another
propulsion method.

If you're interested in nrnning a
campaign that utilises slower-than-
lighf travel. you must consider a suit-
able errgine. A few propulsion ideas
appear below. You can use one or all
of them in your campaign. or you can
create an entirely new propulsion
system.

Iv Nuclear-powered ion engine:
This power system is not powerful
enough to escape a planet's gravity
well. but it could be ignited in orbit
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and thereafter stretch its fuel for a
very long period of acceleration.

Ir Fusion drive: Fueled by hydro-
gen atoms scooped from interstellar
gas clouds. this ship could acceler-
ate continuously as it draws fuel
from interstellar space.

Ir Accelerating through an exter-
nal force: This method would dimin-
ish or negate the requirement for
fuel. A gigantic magnetic array
could accelerate a ship as a bullet is
shot from o gun. or a stationary laser
could push a ship equipped with
solar sails.

P Completely imaginary technolo-
gy: Playing on the "fiction" in sci-
ence fiction. you could postulate a
hypothetical propulsion system that
wouldn't require huge amounts of
fuel -such as an anlimatter engine.

Even it relativistic velocities of Tl]?-ti.
B[l'iEl. or EIUE.-‘ts of light speed are at-
tained. a trip from one star to anoth-
er would talre years. However.
scientists and writers spend much of
their time imagining solutions to this
problem. Your science fiction cam-
paign isn't stillborn if you decide
that FTL travel is impossible. Sever-
al devices can explain how the crew
of a slower-than-tight interstellar
ship endures such a long trip.

The first oi these plot considera-
tions uses the principle of relativity.
as expressed in Einsteins special
theory of relativity. Cine implication
of that theory is time dilation. a term
that describes what happens when
time moves more slowly in the frame
of reference of someone aboard a
fasl—movlng object. Thus. passengers
on a ship traveling at a high fraction
of light speed would experience the
passage of time more slowly than
their planet-bound counterparts. The
concept of time dilation allows your

heroes to travel great interstellar
distances within their lifetimes—rel-
atively speal-ring. of course.

For example. an astronaut could
embark on an interstellar voyage at
near light speed. mat-ring a round
trip that talres him ll] years to com-
plete. However, on his return. he
would discover that nearly E-ll years
have passed for those people he left
behind on Earth.

A bit of technology you might use
to permit interstellar travel in a
slower-than-light campaign is cryon-
ics. Cryonic technology places star-
farers in hibernation—their bodily
functions slowed to a whisper above
death—until someone or something
wal-res them at their destination.
Some crewmembers might rotate on
a watch schedule. remaining awake
for a year or two at a time before re-
turning to cold sleep for the duration
of the voyage.

Finally. you can employ a tradi-
tional science fiction concept: the
generation ship. a vessel so large
that it's basically a traveling world.
Almost all of the crew members
aboard e generation ship live their
entire lives without seeing their des-
tination. Ey the time the ship reaches
the end of its journey. several gener-
ations have lived and died. lt's pos-
sible that such a ship could travel
thousands of years in order to com-
plete its voyage.

Plegardless of how you explain it.
slower-than-light travel isn't con-
ducive to a star-hopping campaign.
Consider sublight travel for a cam-
paign in which you want the heroes
to stay in one star system for long
periods of time-—-a colonisation sce-
nario. for example. Optionally. the
heroes might crew a fast-moving
starship that doesn't return to a plan-
et for hundreds of years of local
time—while only a few months pass
for the heroes. This way. the heroes
could rnol-re planettall at new sys-
tems several times during their life-
times. while the rest of the galaxy
ages by a millennium.

Faster-Than-Light
Travel
ll the prospects tor interstellar travel
under the confines of Einstein's theo-
ry depress you. then you can simply
imagine that your universe does
enjoy FTL travel. Heroes can hop into
a ship and make the journey of a life-
time in a matter of weeks or even
days. If you want FTL travel in your
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game. you have several choices for
defining how it works. Here are a
few:

Ir Ships accelerate past the speed
of light but remain in the physical
universe.

Ir Ships jump. teleport. fold space.
or enter another dimension to effec-
tively exceed the speed of light.

Ir Ships don't carry FTL drives:
they use some manufactured or nat-
ural condition ta stargate. wormhole.
or blaclr holel to throw them across
the stars.

Ir Planetary bases or facilities uti-
lise teleportation for travel. There
are no FTL starships—instead. ob-
jects and people are sent to other
stars by transportation platforms.
time arches. or similar devices.

There are several ways that you can
structure the mechanism of FTL trav-
el within each of the above-stated
scenarios. For instance. ships in your
campaign could achieve light speed
white remaining in the physical uni-
verse if they were rendered com-
pletely inertialess. Even a simple
fusion drive can reach interstellar
speeds if it's pushing a mass of ah-
solutely zero.

Ur. your campaign could include a
drive that encapsulates ships in a
warping lield. an event that allows
them to exceed the speed of light.
The net result is that the ship roars
through real space. physically tra-
versing the distance ot its journey
but breaking Einsteins laws in the
process.

While the pseudascience varies
from story to story. every FTL method
has three characteristics: expense.
speed. and convenience.

Expense refers to the ease with
which society can build faster—than-
light ships or facilities: it determines
the overall abundance of FTL travel.
For example. only rich nations and
corporations could afford to main-
tain an FTL drive that requires rare
e1ements—lhe average individual
simply can't afford to own or maybe
even travel on an FTL ship.

Expense doesn't always involve
materials. it can also represent the
requirements for specially trained
personnel- For example. a ship may
require the services of cl world-class
litlindwallrer to trigger its drive or
navigate it through interstellar
space.

Speed is an important characteris-
tic of an Pl'L drive. Even at incredi-

bly high velocities. travel will take
some time. and many voyages re-
main impractical if not impossible.
For instance. assuming that a ship is
capable of accelerating to lllt] times
the speed of light. a trip to the center
of our Milky Way galaxy—3ll.UUU
light-years away-—would still take
HUD years. To make matters worse.
the closest galaxy to the Milky Way
is about five times farther away than
the galactic center. Thus. an FTL
drive needs to smash the light-speed
barrier beyond recognition in order
to have any usefulness for inter-
galactic travel.

Convenience represents the ease
with which members of a starfaring
species can utilize FTL technology.
Even if cheap. fast F'TL travel is
available in your campaign setting.
travelers may not necessarily use it
regularly: The technology involved
may have a high failure rate; the
stresses and rigors of FTL travel may
kill. drive people insane. or create
long-lasting health problems: or the
passage of the ship may somehow
damage or wear out the space
around the vessel. thus limiting the
number of FTL vessels that can ar-
rive at or depart from a particular
system or planet in a given span of
time.

Travel and
Prngress Level
If you don't have any specific notions
of how interstellar travel originated
in your campaign or what its capa-
bilities are. use the following base-
line categories to help identify Lhe
technological level of a particular
culture or society.

The lnformation Age (PL 5}: Based
as it is on chemical rockets. inter-
planetary travel during this age is
expensive. slow, and inconvenient.
Only the largest private concerns or
wealthy nations can afford to send
people into space. interstellar travel
aboard generation ships may be re-
motely possible with a Herculean.
worldwide effort.

The Fusion Age fPL 5): interplane-
tary travel is affordable. moderately
fast. and generally convenient. Many
private businesses and organisa-
tions can afford interplanetary trans-
port and facilities. and all but the
smallest nations have offworld con-
cerns. Slower-than-light interstellar
travel. by means of generation ships
or ships that travel at a significant
fraction of light speed. is possible for

large and wealthy organisations that
can afford to wait years or decades
for results.

The Gravity Age (PL 'l'.t: lnsystern
travel is commonplace. fast. and con-
venient.’ a person can cross from one
side of a star system to the other in
hours or days. Many individuals can
afford interplanetary vessels. Faster-
than-light interstellar travel is ex-
pensive. but generally accessible
and comfortable. FTL ships are
owned and operated primarily by
national and planetary govern-
ments. large corporations. and a few
wealthy individuals.

The Energy Age t'P[. Bl: interstellar
travel continues to improve. becom-
ing eosily affordable for anyone with
a reasonable income or credit rating.
Some vessels can travel hundreds of
light-years in a matter of weeks.

Communication
In a modern campaign. your heroes
can pull out a cellular phone or
shortwave radio and talir to anybody
in the world. with faxes. modems.
and even videophones. there's no
limit to a characters ability to call
for help. check facts. or keep in touch
with his superiors. However. the
issue of communications becomes
crucial in any star-spanning
campaign.

The basic problem is the some
one that was addressed in the dis-
cussion of faster-than-light travel: A
radio wave travels at the speed of
light. and sometimes that's just not
fast enough. Of course. this speed is
fine for connections between two lo-
cations an the surface of o p1anet.or
a surface location and a station in
orbit: virtually instantaneous com-
munication is possible in such cases.

Across interplanetary distances.
the light-speed restriction is a nui-
sance. but a tolerable one. Earth is
about El light-minutes from the Sun.
meaning that a starship near the
Sun could tall-: to cm Earth-based sto-
tion with an S-minute time lag. How-
ever. ships or stations in the outer
reaches at ct system—scry. the vicini-
ty of Neptune or Pluto—experience a
time lag of hours from the time they
send a message to the time it reach-
es its destination.

In extreme cases involving inter-
stellar distances. a communication
signal traveling at the speed of light
could take decades. or even centu-
ries. to reach its destination.



The gaad news is that in a cam-
paign ieaturing taster-than-light
travel. yau can decide that technele-
gy exists that alsa allews cammuni-
catian signals ta exceed the speed at
light. Peaple whe need ta cantact ene
anether can send messages. instead
at using cauriers abaard ships ta
cenvey intarmatian.

it camm signals can enly meve as
last as the typical FTL ship. then
starships meving tram ane system ta
the next will mast likely be used ta
carry cammunicatians between
warlds. Lang-distance caa1mr.|.nica-
tien in the campaign will resemble
the way it warked an Earth in the
early lfliiflst Ehips crass the aceans ai
space in a given span at time. and
all message trattic meves at the
same pace.

't'au ceuld design a campaign that
ieatures FTL cammuniaatian but
slawer-than-light travel. l.n such a
setting. it's fairly easy ta stay in
teuch. but electranic iniannatian is
the enly thing that can pass between
star systems in anything resembling
a timely iashian. It ceuld take years
ier a rescue missian ta reach an en-
dangered calany. despite the tact
that the rest at the galaxy knaws at
the trauble minutes alter it appears.

ll cantact between star systems
isn't impertant tar the purpases at
yaur campaign setting. yau can
simply stick with a realistic madel in
which travel is slawer than light and
cemmunicatian is limited ta light
speed. This represents the universe
as we knew it today: Planetary papa-
latians will be eiiectively isalated.
carrying aut their business witheut
hearing tram their neighbars else-
where in the galaxy.

Fnenusmcv
n|= LIFE
The next step in develaping yaur
awn campaign setting is papulating
it. Naturally. the lreguency at lite
isn't a cansideratian tar present-day
technathriller er near-luture Earth BF
settings. but the general papulatian
at the universe is a majer issue in a
startaring game.

Lite-bearing planets may accur
etien in yaur campaign. ar they may
he extremely scarce. Tau get ta de-
cide. Haw many alien species and
habitable warlds da yau want? ll yau
want a lat at them. use a fairly gen-
eraus set ai assumptians abeut plan-

etary tcrmatian. hahitability sanes.
and warld chemistry. ll. an the aLher
hand. yau want extraterrestrial lile
ta he nanexistent {ctr at least undis-
caveredl and yau decide that human-
ity can anly survive an planets that
can he terratarmecl. use mare strin-
gent parameters in yaur campaign.

‘We're Alene
ln this type at campaign setting. ex-
traterrestrial lite is virtually nanexis-
tent. The sheer imprahability at
iinding ather planets that cantain
the necessary elements tar the natur-
at develapment at liie makes human-
ity's caic-nisatian attempts the iacus
at such settings.

Liteless warlds. even thaugh they
den‘t serve as seurces at alien antag-
anists. can still be interesting adven-
ture sites. bases. ar aurpasts. Ft
lileless warld may have mineral ar
energy reseurces waiting ta be ex-
platted.

ll Earthlilre warlds are rare amang
the stars. any planet with a reasen-
able temperature and same kind at
atmasphere can be a candidate tar
terraiarming. Using tailared micraar-
ganisms. rabatic tactaries. ar aster-
aid strikes. calanists might be able la
alter a planet's atmasphere in a mat-
ter ai decades.

‘We're |\l|:|t Alnne
This type at campaign assumes that
extraterrestrial life is abundant. He-
raes regularly interact with members
at ather species. bath as lellaw ad-
venturers and as supperting cast
members. An alien-heavy campaign
pravides players and Gamemasters
with a variety at raieplaying passi-
bilities. Diplamatic missians. ]aur-
neys at explaratian, interstellar
trade. and galactic war became pas-
sible with the intraductian at ather
species ta yaur universe.

Betare yau create a harde at ex-
traterrestrial lite. think ahaut what
rele tliese aliens will play in yaur
setting. De yeu want players ta be
able in create alien heraes. allawing
them ta explare yaur campaign set-
ting tram a nanhuman paint at view?
De yau want ta invelve the heraes in
staries that demand the presence at
aliens as part at the setting? Ctr dc
yeu just want ta have a sense at the
exatic and unusual surraunding the
heraes as they pureue their careers?

Many tine science lictian staries
dan't invalve aliens as central char-
acters: humans are certainly diverse

and interesting eneugh ta sustain
mast BF settings all by themselves.
But even it yau restrict aliens ta a
secandary rale. that rale can be vital-
ly impertant. Far instance. ii yau're
running a near-tuture er harrar cam-
paign. yau can use aliens- —ar the
hint at aliens—-ta add mystery and
excitement ta the campaign.

Campaign
Evnlutinn
A campaign is a dynamic entity that
cantinually graws and changes. Dur-
ing the game. yaur players will make
chaices that alter the lace at the
campaign. lt's up ta yau ta respand ta
these chaices in a way that is bath
believable and censistent with the
universe yeu've created.

A vibrant campaign evelves dur-
ing the caurse ai play. What hap-
pens. tar example. when the heraes
succeed in putting dawn the rebel-
liarr? Da they take a rate in the new
gavernment? De they meve inte the
private secter and start an interstel-
lar trading campany? De they wan-
der all ta explare the next star
system? Haw yau answer questians
such as these will help ta determine
what directian yaur campaign takes
as it evalves.

‘Ii'l|'I'|s|t's the
Adventure?
The iinal basic issue ta be tackled in
the pracess ai campaign design is
determining what saris at adven-
tures yau want yaur setting ta ac-
cammadate. What quests will yaur
heraes undertake? Are they expler-
ing uncharted planets. lighting a
ruthless alien enemy. undertaking
missiens at espionage and sahetage
against rival carparatians. ar taming
an unsettled warld? Think ab-aut
what kinds at adventures yau like la
run. what kinds at adventures yaur
players like ta play. and then cansid-
er what sert at universe er setting al-
lews yau ta create these adventures.

fin exatic setting by itself isn't au-
tamatically a seurce at geed adven-
tures-—the setting needs ta feature a
steryline ar a threat that serves asa
way ta mativate lhe herees. See
Chapter I 5: Adventure Design far de-
tails an haw ta accemplish this gaal.
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BEGINNING
lilsstem
it ceuld rake thausands at wards te
describe a single city in detail. let
alene an entire star system-but
den’t despair. Fleshing eut a geed
setting tar yeur campaign isn’t nec-
esse rily a tull-time jab. Fer starters.
yeu can get by with a strategic map.
e lecal map. and iive te ten deteiled
lecetiens in each area. Deveiep ether
areas as the campaign pregresses.

Etrategil: Map
it strategic map is a camprehensive
guide ta the areas .in yeur campaign
warld. it centains intarmatian an
space secters. planetary systems. in-
dividual planets. and just abeut any
ether sign i licant lacatian.

When creating a strategic map.
think tirst abeut the places yeu want
the herees ta explare. De yeu antici-
pate yeur campaign shitting its tecus
at scape ever time? Place seine
blank areas er trentier systems en
the strategic map. This allews yeu te
expand the campaign later.

The secari-ti issue ta censider is
the patitics at the area. Where are
the villains at the campaign. and
why de they exist? What high-level
tetces might eventually impact the
herees in their awn lecal campaign
area? Fer example. it the herees‘
heme area is part at a system that's
rebelling against galactic tyranny.
many et their adventures ceuld in-
velve dealing with attacks by enemy
lerces. hunting dawn enemy spies
and intiltretare. er searching ier a
weapen er a term at technelegy that

ceuld make it easier tar the rebellien
te succeed.

Eltee uf Interest
Te start the pracess at detailing yeur
strategic map. it‘s a geed idea re
identity anywhere tram five te ten in-
teresting sites lnatiens. systems. er
empires] and create thumbnail
sketches at each. Tau den't need ta
describe each et these sites’ leaders
as a supperting character. but it
might be usetul te create e suppert-
ing character wire represents each
large natien er pewer and is respen-
sihle ier dealing with herees in an
etticial capacity—perhaps a mid -
level tunctienary such as a scent.
agent. er administrater.

Luca! Map
P-. lecal map shaws a relatively small
area tcempared ta what a strategic
map depicts] in which yau expect the
herees te remain tar at least the lirst
tew adventures at a campaign. lt
ceuld take several terms: a street-by
street map at a city. statien. er aut-
pest: a ceunty-sired map marking
tewns, natural landmarks, creature
lairs, and t‘L1i115j£1 map ei a natien er
an entire planet. neting the area's
mast preminent cities and physical
teatures; er a map at a stat system
shewlng where the planets are.

Usually. the herees can reach any
spat in the lecal campaign area with
a minimum at preparati-en. Same at
the herees may knew the area well
and have a geed idea at the pelitical
and geegraphicat landscape-

The sine at the lecal area can vary
accerding ta the circumstances at
yeur setting. lt yeur players’ herees

have apartments an i;it.1l|l!ttJ[J-[l_. lit;-= I
tie their drinking at iia1'ry's t.lT|_:li_- an
the |_Illl]1'tEll'~"lEJt'$.U11-l'.ili1i-:I‘tE'.tI|-i‘ti-Tl
their time aliasing pir't1tre:= trriti s1iiL.t__;-
glers amang tl1e means at hipitei".
that's tine-—ar-2 lea-:_i as the te-clirtairi:
gy in yeur campaign sirp-pints sirrzh rt
large territery. Far example, tti-;-i l:"=--:"-:|§
area at a carnpaigri that uses tT'r."t';
ventienal chemittrrl §ilI'.1It}tllE-l-t'.1Tl is
preb-ably quite smaller that". the il.".I="tIl
area at a campaign that irtilires Flt.
travel. Hat every part ill tire at-"1--:11
needs te be equivalent in sis-3: =::-|
scale—a la-crrl area might -":|t.~:ir-ri;-".1 -_'-t
[I IE-w l't]_|I‘1t'_‘1]'Et[l 5_1t_l'.ltl['t*:lTlliF:':'-= t;-f t.it-"':t'r-
ettrry suriace. plus the ir.ts-tier at -1
high-arbit spatzepait ll‘ttL‘1'.|S'ilt1tIi:5-iT_'i
tniles away.

§ite5 nf Interest
[Zines yau decide vi-'1"|:_r1 yr;-tit tt'>t'.'i|l
area censists at. yeti sliiuilil rrr'~'-t1t-.:-
live in ten sites ei1titer'.-i-strriiri]i|rr|.1-'
them within that at-.-rt. ft H-it': at ‘.r'1t-'-:-
est can be St1it1]I_+tl‘.tt‘r'§.lf1F£l1i1Fi'f'=Jr?ill"
luir at a cittrraercus c1'aat|_1:~.;. er
srjinietiiitig r_r:-'. r_'t_.il|I|i.|l-..'.'rt |.:=: -'.tlt ~.tllIj-I'll
city, a crin1ela~r~:i’sli~r~:trlqiii:r1~-:rs.r.-t =1
lliustling spacepert. .-"it II! ir:;nirii".|iii.
pit;-i.'it_ie at l.'T;ltflt=.t tr-nt. p'£rJ;:i_-.= tt|~;- li~..=::.'I|5-=-i-
can use as their l.iase ~";=}ir-iti=:~1.'1|r':. iii
ceuple at areas where they -can it-r ii-
gather intarrriaraaii er sat:-i-rilir.e. and
i;1tr3-1.i.'1r;ir:r_1tir;ir|stt'|rr1 aiirrlit tiller :;'ti-"_:L-
lenges te lhc-in.

Each site tit tILtF‘tF-ti-it yriit r..':t |t||-- t-:-I
the 1111+:-.'_11r11rr_=:-ijr shrritltl atititriiri -.1 51.1].-
Ft-t1l'll!l[.]' -rtl'irirt:t:tr-:-r tit twa. ‘little i:-1 :.!
geed way ttr i_'I-it"-i_,]it't ;-;t-"-t.'.l-;rrt(_; y-"_~'|1
campaign setting with iiit~..-rrtrsiiiut
|_:|t,:r:-ttrtttitlilrcrs.
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STAR 5ElITlIlR5
The mast ainbitiaus task yeu lace
when creating a startaring cam-
paign is the design at a piece at the
galaxy ta call yaur awn. Ft galaxy is
a titanic place. centaining billiaris at
stars. it humanity ever develeps FTL
travel. it weuld take centuries er mil-
lennia te survey just the spiral arm
at the Milky Way in which Earth is le-
catr-iri. let alene the entire galaxy.

l"ilelt.|rally, net every campaign
needs tr star mtip. it yeur campaign
is built areund medern-day espi-
anage. an alternate histery er a iti-
lure Earth tliat deesn't invelve space
travel. er even a near-ttiture space
apera. making a star" map ier it is un-
necessary. Hewever. a geed map at a
well-designed secter is an indis-
pensable teal iei creating a startar-
ing caiirpaign.

The tetlriwing seclietr centains
rtrles ier desigtiirig yeur awn stellar
areas—beginnirig with secters and
gradually narrewing the tecus ta in-
dividual planets and civilixutiens.

Scale
De yeti wrrril humanity's place in the
universe ta cansist at a tew clesen
stars witliiri ll] er I-ll] light-years at
Earth? De yriu want a true galactic
empire spanning tlteusarids at ligl1t-
years’? Ctr" is seriiutliing in between
these extremes mare apprepriate?

Trirrtt; G53’: S'r'.=.|irrtrrri-rt: Chi-itvitc-ii
Sc.-'tt.t;' describes the basic chaices
available re yeti. The labels in the
"Eire" celuniii are simple descriptive
terms with ne speciiic meaning in
the cenlext at the game rules; what's
mast impertant are the riurnbers in
the ether three celuriiris.

Far" iristance, a secter the size at a
cluster |Trcasi.ires aretirid ltll] light-
years tram edge ta edge and cart-
lairis rettghly 5.[l[llI| stars. Te depict
this secter en a nermal-sized piece at
hex-grid paper. a iriap scale at 5
light-years per heir is recemniended-
Cit ceurse, that piece ei paper wen't
cantain speciiic lecatietis ier each ei
these .5.Ut]t] stars. liven a lherauglily
develeped secter prebably has enly
-'-ll] u15|] star systems described in de-
teil. se wliut yr_iu’rc really deing
when yeti set a scale is deterniinirig
the ntirnber at unknawn. uriexplared.
at‘ insigflilicflttt star systems be-
tween the sites at interest in yetir
ll:]ll.I.IIl.l':'t-

Dervelnping a
5el:t|:|r
The easiest way ta createa secter" is
ta ceme up with iivr-i er ten star sys-
tems tltat yeu want ta shewcase.
their mark each as a dat an the map
in the relative lecatien yeu thiirk is
best. ilrlthaugh stars may have
deirens at planets and hundreds at
etitpests in their vicinity. yeu den't
need ta weriy abeut detailing them
at the secter level. Star systems are
described in rletail in the next step at
this precess.

Pi piece at paper printed with a
haxaganal grid is all yen rteed te de-
pict the key lecatiens in the secter
yeu’re designing. l'i'eu can use a
piece at graph paper with a square
grid it yeti preier that style at map.)
Flemernber. it's net yattr jab ta identi-
ly every star in yeurcanipaign terri-
tery; even a pravince-sized secter
tsee Table Gblll can cerrtain driiiens at
stars that have ne iriipertance in the
stery yeu war1ttetell.a|rd as such
they den't need te be placed an yettr
map. ll yaur map ericernpasses an
entire at in at the galaxy. yeu'll have
te assume thr_1t there are rlrerisands
at unrnaiired stars iri each and every
square an yeur map.

Stars sheuldn'tecct1r at equally
spaced distances acrass yaur map;
that weuld be baring and tinrealistirr.
Clamp rt tew stars tegether in ene er
mere areas at the map, and leave
large tracts between these clurrips
where tew stars exist. These etnpty
stretches are semetimes called ritts.
Hilts may represent areas at the ces-
mas in which all signilicant astra-
nernical be-dies were incinerated by
rriicierit sttpernevas; they can be
areas at rnystcry tar heraes ta err-
plere. er perhaps they can serve as
berders between dittererit stellar eni-
pires in the secter.

While stars are the mast eiiviaus
sites at interest in a secter, space
alse includes vast clattds at dust and

gas. called nebulae. A typical nebula
stretches ter deeens at tight-years
ti rid centains enly a tew mere parti-
cles per cubic meter than the hard
vacuum at interplanetary space.

hlebulas ceme in twe varieties:
dark and bright. A dark nebula is
made up at celd. drilling gas and
dust- Bright riebulas pessess bril-
liant stars that burti inside the cteud
and give all iltumiriatian. lieth dark
and lrright iiebulrrs are impertant be-
cattse el their reles as stellar nurs-
eries. the birthplaces at new stars.

In additien te the physical phe-
nenierra at a secter. yeu alse need te
describe the inhabitants el that area.
Which at the dat-tens er hundreds et
stars nterked an yetir map are hemes
ta lite-bearing werlds? Haw are
these systems erganised? De they
have interstellar gavernriients er em-
pires. er are they a disieinted cellec-
tien at independent planets?

in campaigns in which FTL travel
is inipessible. expensive. er unreli-
able. interstellar gavernments are
unlikely at best; each star system
weuld exist as an isalated state.
Faster-than-light travel and cemme-
nicatieti riiake it pessible ier star
systems separated by the gull el irr-
terstellar space ta be cantrelled by a
central gevernnient.

Mapping in
Three llimensinne
Unlike e map at a planetary suriace.
a secter map rriust represent three-
ttimensienal space. tlendering such
an area an a twa-diniensienal sheet
et paper presents cr tew challenges.
Hewever. there are a tew tricks tar
shewing which stars are "abave" er
"belaw" the level surtace at yettr
irrapsheet.

First. assume that a harisental
plane bisects yeur sectar—this is the
lwa—clin1ensienal area defined by the
rnepslieet. Ctrie er mere at the stats
yau place en the map shenld be le-
ceted an this plane. se that it serves



as a base relerence point. ll one ot
the star systems in your sector is
more important than the others. or it
one system happens to be centrally
located within the sector, it would
nralre sense to locate the horizontal
plane so that it runs directly through
that star. Next to any star that this
plane does not pass through. you'll
iot down intarmatian that shows its
location in the third dimension—its
distance above or below the plane.

The sample sector map on this
page {representing a portion oi a
cluster-sized sectori demonstrates an
ettective way to map three-dimen-
sional spaces. Un this map. most
stars have designations such as
" ."- l" and " v 2." The " -"- " signifies a
stellar body that's located above the
horizontal plane that runs through
the star that happens to tall at the
center at the map. Tire " " signifies
a stellar body that's located below
the horizontal plane. The number
neirt to the symbol denotes the actu-
al distance. in he:-zes. that a stellar
body hangs labove or belowl the hart
izontal plane. Thus, Rajah l_“'i"-1"} is 4
her-res tor El] light-years. according to
the map's scalel below the horizontal
plane. {The only star without an up

or down relerence is Goldmine.
located on the lane oi this map.lP

To get a rough lsornetimes very
rough) estimate ol the distance be-
tween two stellar bodies. simply add
the horizontal distance to the overall
vertical distance and take two-thirds
oi that total- For instance. the hori-
zontal distance between Hogans
Goat II“ ‘JEl"l and Sheboygan l" 12"}
is ll he:-res. The overall vertical dis-
tance is 9+-12, or 21. So, the distance
between the two stars is two-thirds
ot ll+2l=32—appro1-rimately 22
heires, or about l It light-years.

ll both stellar bodies lie on the
same side ot the horizontal plane
tor example, Blackmasl Ii" ¥5"l and
Fort Sam Houston l“ v 4"l—calculate
the overall vertical distance by sub-
tracting the smaller number from the
larger. Thus, the vertical distance he-
tween Elaclcrnast and Fort Sam
Houston is 2 l5—4=2l rather than ll].

This system merely approximates
three-dimensional distances. For a
truly accurate calculation, use the
Pythagorean theorem tia"‘+l::*i=c‘_‘l' lt-tr Binaries. trirraries. and other exot-
each airis. Additionally, you can use

Each ol the countless points at light
in the sky is a stat system. and each
system is an island ol matter. energy.
and possibly lile in the great clarl-t
void ol interstellar space. It you run
an interstellar campaign. you may
need to describe a do:-sen at more star
systems; il you run an interplanetary
campaign. you'll need to slretch out
just one.

The size and age oi o star dictate
how lil-rely it is to have plane1s,tl1e
hahitability ot those planets. and the
resources or phenomena associated
with that system.

Number nf Stars
Ft great number oi star systems are
actually binary systems tvvo stars.
each orbiting around the other. liirra
ry systems and even more complex
multiple~star systems comprise more
than halt at the star systems in the
universe.

ic arrangements are certainly inter-
camprrter software to plot your sector esting, but in reality these systems
in detail. or construct a model at a pose sigrtilicant barriers to human
sector and suspend the stars by wire. colonization. Planets farmed in a bi-
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nary or multiple-star system often
possess climates and temperatures
antithetical to hu.tnan life.

ln general. aliens with extremely
unusual biochemistries—those ca-
pable of surviving in conditions of
extreme heat or unendurable cold—
stand the greatest chance of being
able to colonize such worlds. Hu-
mans living in these systems must
remain in shielded stations or other
artificial environments. such as hol-
lowed-out asteroids or domed cities.
Of course. this is science fiction. so
you can throw a scattering ol
human-tolerable worlds among your
multiple-star systems if it suits you.

To determine the number ol stars
in a particular system. roll d2ll and
refer to Trust: G58: Stuns tn ll SYSTEM.
You can always reroll tor choose the
number of stars yourselfl it the result
clashes with your concept of the star
system.

Spectral [lass
'l'he most important characteristic of
a star is its mass. l-it star's mass de-
termines the temperature at which it
burns. the likelihood ol planets in its
system. the hahitability of those
planets. and the lifespan of the en-
tire system. lrfery large stars burn
much hotter than Earth's medium-
sized Eol and exhaust their nuclear
fuel much faster. Small stars burn
cooler and conserve their fuel.

The temperature at which a star
burns determines its color. or spec-
tral class. lvlost stars belong to one of
the classifications along the rnain
sequence: CI. B. fir. F. G. K. fill. Class D
stars are the hottest and brightest.
while Class lvl stars are the coolest
and dimmest. However. certain
events in the life of a star may cause
it to deviate from the main sequence.
For example. a star that exhausts its

primary fuel lhydrogenl may start
burning helium. This causes it to
swell drastically in volunre and burn
brighter than its temperature would
normally indicate. Scientists call
these stars red giants.

Planets that are habitable. as hu-
mans define the term. rarely exist ex-
cept in Class F. G. and if systems.
The hotter stars tfll. E. and Al are too
large. hot. and active to support
Earthlike worlds unless such a world
is extremely distant from its parent
star. In addition. Ct. El. and fl stars
burn for only ten or twenty million
years—and it took hundreds of times
longerthan that for multicellulor life
to develop on Earth. Uf course. ex-
plorers and colonists may be able to
settle on such worlds when they do
exist. unconcerned with the failure of
native life to develop or the star’s
late millions of years in the future.

Du the other end of the scale,
Class M stars lred dwarfs] put out
only a fraction of the solar energy
necessary to support life at an orbit
anywhere near Earth's. so an Earth-
lilre world would have to orbit much
closer to the star. Also. many red
dwarfs are so-called “flare stars."
subject to violent instabilities that
could make close-orbiting planets
dangerous places to visit.

The stellar components of a bino-
ry or multiple-star system don't al-
ways match in spectral class. For
example. the Centauri star system.
Sal's nearest neighbor. consists of
three stars: Alpha Centauri rt. Frlpha
Centauri E. and Proxima Centauri.
The lirst two bodies are class G stars
fairly comparable to Sol. Proxima.
however. is a red dwarf that orbits its
companion stars at an immense dis-
tance. When the stars in a multiple
system are of different sizes. the
largest one is dominant and is re-
ferred to as the primary lsee "f'rrE|L13
GEE: I'vlrr1.t"tr=|.tr-Stvitt Srsrtzmst.

t\iun-Main §ElI|I.lEI‘llIE
Eome of the most unusual stars are
non-main sequence ba-dies. In otlter
words. they don't lit the typical mod-
els ol mass and temperature.

Hfaclr holes [also known as collap-
sarsl are the remnants of very large
stars that have exhausted their hy-
drogen fuel and exploded in a super-
nova. This explosion makes it
unlikely that any significant plane-
tary system survives around the star.
in addition. black holes have such
incredibly strong gravity that they

distort time and space. further reduc-
ing the chances of any surviving
planetary matter. Because a black
hole drags nearby matter toward
and into its mow. such objects are
often surrounded by swirling clouds
of cosmic debris known as accretion
disks.

Bodies as massive as good-sized
asteroids or planetesimols may be
slowly spiraling to their doom in a
black hole's orbit. but heroes still
might visit the vicinity for some rea-
son or another. A long stay. however.
is very unhealthy. since black holes
give off vast amounts ol deadly radi-
ation. lt has been theorized that a
vessel with sullicient shielding
could pass through a black hole and
end up in an entirely different part cl
the universe. or another universe.

Neutron stars form when large
stars exhaust their fuel. but don't col-
lapse completely. fill the remaining
matter compresses into a tiny body
only a few kilometers across. The
rnaterials density crushes its atoms.
resulting in an object composed en-
tirely of neutrons. Ft neutron star rncy
be surrounded by the blasted rem-
nants of a planetary system. How-
ever. worlds of this sort would be
cold. lifeless. virtually lightless. and
bonrbarded by scathing amounts of
hard radiation. Pulsars are rotating
neutron stars that also cast out a
massive volume of radiation.

White dwarfs are stars that don't
have sufficient mass to collapse into
neutron stars. Such a body is small.
dense. and ringed by the wreckage
of its planetary system. A white
dwarf system would be cold and
darl-r. since the star doesn't put out
much tight or other energy.

Block dwarfs are small stars that
simply burn out after exhausting
their fuel. When this exhaustion oc-
curs ta rare event. since any small
star will burn dozens or hundreds of
times longer than our own Sunl. all
that's left is a cooling cinder. Fr cold
and dark planetary system may cir-
cle the remnants of the dead star.

Brown dwarfs are unlilte the other
non-mairr sequence bodies—-they're
stars that never quite formed. rather
than stars that ignited and later
burned out or exploded. ln order for a
boll of gas to become a star. it must
have a sufficiently great mass in
order to generate the temperatures
necessary to ignite and sustain the
fusion reaction that makes a star
blaze. If o body never ignites. it be-



comes iii srtiolderirig lJIf_II1."Jl'i r_lwarf.
giving olf heat and possibly Ll little
light. Brown dwarfs rite ltttrrl ta -;l-;i-
lect. since they're dim -:ir1d small- It
lrnveler would have to pass within ii
tew million kiluntett-its of tine in
order to notice it.

lied supergiarits are spectacular,
but short-lived. stars- Wlieii ti strrr of
average size such as Sol exhausts its
store of hydrogen. it begins to burr".
the helium and other heavier ele-
titetrts mattulactured during its eons

ol lrydrogert l'_tsi-an. This causes the
stat trictitiltiittlsv.'eif1r_:-tll1et'neI1-
rfotts girth. Pt rritls|.iti=ergjjrt]ttswf1l-
lows airy inner planets it may have
pessesserl and i|=i|der..=; the rest ol the
system uninlutbitalilyltol.tl1-1:11 lasts
thereafter for only a tew million
years before exhausting its fuel and
l_]IIL-E1-El-1'flll1-[.] -ti strjtt"-in-avtt. will: tr result-
ing cataclysmic explosion that anni-
liilates anything within a radius of
:-it-.-vertil liglit-yr-rttts.

lIll.=.!\rEll:lpir|g El
Star System
The two tables on this page tI-fI.'J1i.'ttlE-
the rirosl basic details about a star
system: the type of startsi in the sys-
tem. the number of planets in tin.-
system. and a general statement
concerning trow for away those plati-
ets orbit from their parent star. ll
planets exist in a system. you'll wazit
to record their locations relative to
eoch other and their parent star.

Pit the end ol this hoolt you'll linil
a E‘.-ystem Flecord l-'ortii. designed to
summarise the critical information
about a star system at a gltrn-ire.
Piecord the name and spectral class
of the system's parent star at the top
of the form. The form includes a
ries ol rings; each of these indicates
an orbit that a planet might occupy
around the star.

lri addition to alfecting the num-
ber of planets present. the spectral
class of the star also inlliieiices
where planets are likely to lorni.
'|'lts|.s Glril: Elrtttir Trntcxs reflects this
fact. Pill the possible orbit tracks
where a planet could he locati-iii are
depicted on the System Hecord Form-
along with enough hlarik lines to
record information aboitt each plan-
et as its location is deterniined.

When creating a new star system.
it's easiest to begin with the itiner-
most planets and work outward.
Each of the marked orbit rings on the
System flecord Form may or niay not
have a planet tor some other badyi at
that distance from the star- llis you
work outward. there's a 5U“-rt chance
that each particular orbit ring can-
tains one of the planets ii". your sys-
tem- Keep working outward until you
assign each planet an orbit. nctil
you tun out of orbit tracks. or until
the comet belt comes up as a plant-rt
type. lgriore airy leftover planets.

Q Example: Dave is creating a
single-star system centercrl on ll
class G star. Table G513 tells liitn llllll
the star lies rflE---E planets. He rolls
|:ll2 and gets the lrigltcst possible
sult—lE. This nreans that tl".cr~.: are at
least ll] planets ll’.-l - till. rind he rolls
dli-I again. l-its roll ol I3 gives lii:ii l
more planet {S I-l=ll. for a total of its
many as ll plt.int-~ts in this systein

ftelerring to Table G55 aga1Ir.l1e
sees that this star will have it 'l'ype ll
orbit crrrcingetriertt. He pr'ot_'et=‘-Ids to
T.-t.=::.x GE l; Eli-:|i|t' Tim-axe: and first
checks to see it a planet exists on
lling l. which is DB Ftlcl itoni the star.
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Fitter deciding that "heads" means
"yes." he tasses a cein. It cemes up
heads. se ene at Dave's l l planets is
lecated en Hing l. On the lirst blarrl-r
line under "Orbit." he writes the er-
bital distance ttllll.

He meves te Fling 2 terbital dis-
tance tlttl. He tlips the cein again.
and this time it cemes up tails—ne
planet. The cein indicates a planet
ter Fling 3. se Dave writes "ll?" en the
secend blanlr line under "Orbit." He
has new placed twe planets eut ei a
maximum at lt.

Fts it turns eut. Dave places enly
live planets belere he generates a
camel belt at Fling ltl terhital dis-
tance l5.l]l. That represents the euter
limit at the star system. se he disre-
gards the tact that he had mare plan-
ets he ceuld have placed. New he
meves en te the neirt step in system
generatien. which is. ..

PLANET5
While stars inspire awe. they're enly
el passing interest te the typical
greup ei explerers. Mast herees ept
te er-tplere the challenging and seme-
times bizarre envirenments ettered
by planets. In a startaring campaign.
yau may need te build up-a partlelie
ei a desen er mere well-develeped
planets and thumbnail sketches e.i
dc-1-tens et less interesting warlds.
These planets term the bacirgreund
ter yeur herees‘ adventures.

in the system generatien prece-
dure being eutlined here. a planet’s
distance irem its parent star isthe
majer iacter in determining what
type at bady it is.

The size and temperature et the
parent star gaverns the range at the
star's liahitalsility sane. This is the
eppre:-tiniate distance at which a
planet receives the selar energy nec-
essary ier liletiri whatever ierml.

The habitability nene ei a het star
is much iarther away tram the star
than the habitability sane at a ceel
star. ll the Earth's parent star were a
blue giant instead ell a relatively
small yellew star. and its erhit was
at the same distance. the enerrneus
energy eutput at the star weuld turn
the planet inte an irradiated waste-
land resembling Mercury er l|lEI1LtS.
Gin the ether hand. it Earth erbited a
red dwari at the same distance, the
dearth at energy tram the parent star
weuld make the planet a lrigid ball.
much like Uranus er l-‘lute.

Using the Tables
The three tables en the lacing page
enable yeu te determine the basic
characteristics et a single planetary
system tcensistiag at a planet and its
meens. it anyl. Pieter lirst te the
"Planet Type“ celumn en T.-'-.sLt: G51:
tIItssn' T|t.tctts. Each entry in that cel-
urnn lists a die te rell. Make the rell.
adjust the result by the number
given. and censult the "Die Ftesult“
celumn en TABLE GEE: Pt..ltt~ttTt“s. The
pracess is summarised in the netes
accempanying the tables. and de-
scribed in detail belew.

it Example: In the system Dave is
develeping. the lirst planet is en
Hing l. Ftccerding te the right-hand
celumn at Tests GE-1: Clrtstr Tsrtctts.
Dave shauld use dE—tl te determine
the planet type. The die rell is ti.
yielding a result ei l. Dave checks
Tris LE G52: P|..u~|r."rs and sees that the
lirst planet in his system is a hat
super-Terran.

ln additian. the table indicates
that this planet has dE-3 means.
Dave rells a ti this time. yielding a
result at 3 means. Fitter neting that
this planet's mean meditier is —t. he
gees te TiI.ii|.t-I G53: Meetts. He rells
Edti three tirnes. getting results el E.
B. and 5. Subtracting ltrern each die
rell preduces tinal results at T. T. and
=1. Twe ei the means are ring systems.
and the remaining meen is small.
This mean is tee diminutive te keep
much in the way ei an atmesphere.
se Dave determines that it's simply
an airless. het. irradiated reclr.

Types nf Planets
Planets display a wide variety at er-
bital characteristics. elemental cem-
pesitien. appearance. and evelutien.
The intermatien that iellews details
the bedies and phenemena that
hereic spacetarers might enceunter
as they eirplere a star system- 't'eu
can adapt the general principles be-
hind these planetary types. er ignere
them in taver et yeur ewn design.

Hing Egsterns
Fr ring system is the wreclrage el a
satellite that was destreyed by the
tidal irtttuerice at a nearby larger
bedy. The rings are primarily made
up at very small particles ei matter
igas and dustl. pessihly held in a ce-
herent shape by the gravity el larger
astereidlitre bedies interspersed
threugheut the gas and dust-

Sub-Terran Planets
Heel-ry er steny bedies significantly
smaller than Earth. sub-Terran
werlds may suppart lite. In the Sal
system. Mercury and Plate quality as
sub-Terran bedies. as de mest el the
means erbiting the varieus planets.

A het sub-Terran planet is a small.
dense werld clese te its parent star.
Such bedies tend te be rich in heavy
minerals-—lhe selar wind carries ell
marry lighter elements—but have
little er ne atmesphere. Many het
sub~Terrt:rn planets are tide-leclred—
the star's gravity has stewed the
planets retatien te a standstill. se
that ene side hal-res in centinual day-
light while the ether lreeses in un-
ending night.

Celd sub-Terran planets are etten
mineral-peer; they term en the euter
iringes at a system. where heavy ele-
ments are scarce- Since these bedies
are small and net very dense. their
gravitatienal pull can enly capture a
thin atmesphere. Many at the larger
meens el euter gas giants quality as
celd sub-'l'erran planets-

Eiuper-Terran Planets
Super-Terran planets are metallic ar
re-clry bedies signiticantly larger
than Earth. They easily retain atmes-
pheres due te their streng gravity.
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Planet
Type
l:IE—3
dill-I

tl-I‘-I
|:l-4 +3
l:l4-t-4
dl:'i+-ll

E|:1I:'i+E
EIIE+5
Etlil-+I['l
Etl-til-+‘l[Il
ltlB+'ll]
I:IB+Il]
|:lE +l-E
lilli +'l E
l:IH+l E
tlB+li!

Ring: An arbital tratli nn the Eystem lile|:nr|:l Fnrm.
I1 F’. I-U’. I-5. etc-: The distance nf that ring frnm the prl

mary star, In astrnnnmlcal unlts [AU]. Fur esansple, Hing 5
ln a system nrlth a Type III nrtllt tra|:li. ls lncated at =l].T ALI

Planet Type: lilnll the tlle ln|tll|:ate1:l and refer tn TABLE
GEE: PLAntErs ihelnwl ta cletennlne the planet's type.

TABLE EGE
[lie

Result
I] nr less

I
E-El

"~tIt'ttJ't~li
B--El

ll]-11
IE--I4

I5
IE
I?

IH+

Type
Hing system
'!iI.lper-Terran, h|:It
'5ul:|-Terran, hnt
Terran, hut
Terran, temperate

PL.AtuET5

5ul:|=-Terran, temperate
Euper-Terran, tel-nperate
Asternicl hell:
lias giant, large
Has ylant, small
Super-Terran, :nl|:l
Terran, Enld l:lI'4l -
!iut:|-Terran, celd cEl -

tltlnnns ttrlndifier
ttttnne
|:lE-I-I
dd-El
dli-4
I15-E
dli-3
dB-El
Mane
i!|:lIE
|:lIE
rlli

ttrlnnn

t\ttA.

NIH

Uliitl
llumet hett ttttnne MA

Type defines the planetary hntly-
Means indicates the number lilf mnnns the hncly pnssess

es. A result less than I Indicates an absence nf manna
arnun-Ii this planet. Fur each mann that elrlsts, rull nn|:e
an TABLE E53: tttlanrus [helnw].

Mann Mndifier lists a matlifler that applles tn the Etlli
rnll made nn TABLE E53: tttlaunus.

TABLE G63: Manes
Edfi Type
E-3 Tiny A mnrln has the same
4-5 Email temperature as its
if Hing system parent planet. [Ennslder

El-H Euh-Terran gas ylantri tn he |:nl|:l—
1D-ll Terran hut see the test at

Euper Terran right fnr an e:|u:eptlnn-]
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Asternid Belts
Icy. steny. er metallic reclrs may cir-
cle a star. Unlike n ring system. an
asteraid belt is made up entirely at
baulder-. meuntain-. and mean-sized
bedies. The cancentralien at these
ebjects is relatively dense cempared
ta the emptiness at space. but the
distance between adjacent astereids
is still cansiderable; even a large
spaceship ceuld easily navigate
threugh rnest astereid belts witheut
ceming clese ta a cellisien.

The largest astereids are enly a
ceuple at hundred l-rilemeters in di-
ameter—lar tea small ta retain at-
maspheres er ta have any significant
gravilatienal fields- These bedies
are eirceilent saurces ai nickel. iran.
carbenaceeus campaunds. water.
and ather minerals that are scarce in
the auter reaches at a system.

Mast individual astereids weave
camplicated arbital paths within the
canlines at a belt; semetimes. the in-
tluence at a nearby planet may pull
them away lrem their cempanians-
Far instance. seme at lupiter's euter
means are prabably captured aster-
aids.

Sarne astereids have highly ellip-
tical erbits that may result in calli-
sians with inner planets tram time ta
time- The sa-called "dinesaur lriller“
impact E55 millian years age an Earth
may have been caused by an aster-
eid at this type.

Enmet Belts
Present areund almest every star.
camets are cempased at recl-r and
water, er atnmania ice. and they're
rarely mere than a tew da:-ten miles

in diameter. A camets tail iarms
when material evaparates lram the
camet as it passes clese ta its parent
star. Camels have distant and es-
treinely elliptical arbits. semetimes
tal-ring thausands at years ta travel
ene cemplete circuit baclr ta the in-
ner regians at a system-

Mnnns
Planetary satellites vary widely in
size and cempesitien. Tiny means
are BE] ta Elli] lrilemeters in diameter.
usually asymmetrical and tar tea
small te retain any kind at atmes-
phere. Small means range up ta 2.lll]E|
lrilameters in diameter and may
have trace atrnaspheres. Sub-Terran
maans are large eneugh ta he plan-
ets in their awn right: in Earth's selar
system. the iaur large means at
Iupiter tGanymede. Ia. Eurepa. and
Callistal. Saturn’s satellite Titan. and
aur awn Luna tall inte the sub-Terran
categary. Terran and super-Terran
means are carrespandingly larger-

lt a mean is large eneugh ta pas-
sess an atmesphere. it may suppart
liie—it the maen's parent planet isn‘l
taa clese ta its star. A large mean
with a heavy atmesphere tTitan. tar
erramplel may have an intalerably
hat ar celd climate.

In erder ier an Earthlilre werld ta
e:-rist in arbit areund a gas giant. the
gas giant must arbit sarrtewhere in
the star's habitability sane. tn addi-
tian. the Earthlilre mean weuld prab-
ably need ta arbit the gas giant at a
substantial distance ta minimise the
planet's destructive tidal eiiects.

[lrhital
Characteristics
itat all star systems leak alike. The
lirst planet areund ane star might be
a melten inierna anly a tew millian
l-rilemeters tram its sun. while the
lirst planet areund anether star
might be a tresen ball el ice circling
billiens el lrilarneters away. Detining
a realistic set at arbital characteris-
tics can invelve the use at a let at
hard science. De the planets in a sys-
tem iallaw an elliptical er a circular
arbit? Whafs the length at the year
and the atrial tilt ier each planet?
Haw last da the planets ratate? Gen-
erally. yau can use yaur imaginatian
ta create the details at a system anti
its particular planets. Hewever.
knawledge at same basic astranami-
cal cancepts can add depth and real-
ism ta yaur campaign—gualities
that mast raleplayers value greatly.

Length nf Year
Pi planet lacated clese ta its star trav-
els taster in its arbit and makes ane
circuit areund the star mere quickly
than a planet lacated larther away.
ln aur selar system. the length at a
planet‘s year varies tram abeut Eltl
days ier Mercury ta almest 2.‘-it] years
ier Pluta. In ane Earth year. aur plan-
et travels abaut El=l[| millian lrilame-
ters in its jaurney areund the Sun.
while llenus travels mare than l bil-
lian kilemeters in the same length at
time.

Frem a gaming standpaint. the
auter planets in a system den't meve
any appreciable distance in the
caurse at a typical adventure—even



ane that takes weeks er manths te
cemplete. Hewever. inner planets
can meve a significant distance in
sven a relatively small periad af
tirne. It it's impertant ta knew hew iar
away twa inner planets are fram ane
anether at a given time. see "Plane-
tary ttlignment" an page l5E in
Chapter -ll: Spaceships far advice an
ltaw ta make this determinatian.

Eccentricity
The arbits af same bedies in a star
system may be etractly er almest etr-
actly circular: mast af the planets in
aur system have this characteristic.
and are said ta have arbits at law ec-
centricity. Utlter arbits—such as
these af many camets—are greatly
elangated ellipses. F. werld with a
highly eccentric arbit weuld be much
claser ta its sun during particular
times at the year and farther away
during athers. The temperature and
the length at the seasans an such a
wartd weuld vary markedly during
the caurse at a year.

Inclinatinn
The arbits at mast satel_lftes—i-nclud-
ing means revalving areund planets.
as welt as planets revalving areund
stars—lie aleng er very clese ta the
plane that passes threugh the equa-
tcr at the b-ady they're arbiting. Sci-
entists call this the ecliptic plane. [f
yau viewed a typical star system
tram the side. yau'd see the planets
were aligned herisantally. with na
real difference in "elsvatian" ab-ave
cr belaw the rest af the system.

Hewever. same bedies may break
this rate. Far etrample. Pluta's er]:-it
slants elf the ecliptic plane. sa that it
semetimes hangs "abeve" the ather
planets and semetimes "l:-slaw"
them. Camels and astereids alien
have inclined arbits. tee.

Axial Tilt
While arbital incliaatien deals with
the revalutfan at a planet in relatian
te the ecliptic plans. atrial till deals
with a planet's retatfart in relatian ta
the ecliptic plane. I-f a planet's eclip-
tic plane is etractly aligned with the
ecliptic plane at its star. then the
planet has an atrial tilt at El“. Haw-
sver. the twa ecliptic planes den't
necessarily line up: in aur selar sys-
tem. Mercury is the enly planet with
an atrial tilt af ti“. The plane af the
Earth's equater land theretere. the
line af its atrisl is tilted abeut 23"
frem the plane at its arbit.

The atrial tilt at a planet gaverns
the seas-anal vcrriatian at its weather.
The Earth's narth pale is inclined
away frem the sun during winter in
the nerthern hemisphere. and as a
result that half at the planet receives
less light and less heat than it daes
in the summer. ll. planet with an ett-
treme atrial tilt will have severe dit-
terences in seascns—e:-rtremely hat
surnrners and etrtremely celd win-
ters—while ene with a mild atrial tilt
will have little variatian tram ane
seasen ta aztether.

Length pf [lay
its a result at their tarrnatian. mast
bedies in space spin an an at-ris. The
velacity cf this spin dictates the
length at a planet's day. Witheut ra-
tatian. ane side at a planet weuld
eventually superheat frem an end-
less stream af daylight. while the
ather side weuld freeze in eternal
darkness.

Helative ta Earth's 2-i-haur periad
af ratatian. a planet's day might be
etttremely shart tlupiter ratates ence
every ll haursl at et-rtremeiy leng
Wenus ratates ence every 2-til daysl-

When a planet ar mean arbits tea
clese ta its parent star er planet. it
eventually becames tide-lacked. The
satellite's ratatian is halted by the
pull af the larger body's gravity. and
it circles with the sarne face always
turned taward its primary. Earth's
awn Mean is an etrample af a tide-
lacked satellite.

Planetary
Envirnnments
New that all the bedies in yaur sys-
tem have been identified. it's time ta
get dawn ta details abeut what it's
like an ar near the surface af each af
the system's planets.

Fl. full discussian at planetary en-
viranmenis ranges threugh a let af
tapics. but at the heart af the issue is
ane fundamental guestian: ls the
planet in questian suitable as a
hams tar life? Specifically. can he-
raes walk abeut unpratected. can
they survive and be cemtartable
while wearing enly respiratars. ar de
they have ta he decked aut in fully
sealed pretective suits? Can lite as
we knew it evalve an the werld? lf
net. is it capable af supperting same
kind at weird biachemistry?

lust because a planet is at an ap-
prapriate sine and arbits at a faver-

able dista-ace iram its star deesn't
mean that it autamaticatly spawns
life. The gealagical chemistry at a
werld is crucial in determining the
quality at its atmesphere. the ettect
af that atmesphere an temperature
and habitability. and the presence at
tree water and free atrygen.

Planetalagy is an invelved iield ei
study. and it's net necessary ta etr-
plain the reactians necessary fer the
develc-pment af an Earthlike enviran-
ment. Far game purpases. the end re-
sult is what matters.

The everatl habitability at planets
and ather stellar bedies is summa-
rised in the five planetary classes
described belaw. Ey using these cat-
egeries in canjunctlen with the
GHHPH system [described in Chap-
ter 3: Gems-masters in t"-ictfanl. yau
can draw a fairly cemplete picture af
a planet's tetal envirenment-

Tnsrs GE-t: Pntnsrssr Elt~IttlFttItl'-it-ti£t~l'l"‘.5
pravides a system tar randam-ly de-
termining the general physical char-
acteristics af a planet. it yeu prefer.
yau can read threugh the descrip-
tiens that iellaw and make yeur awn
decisian ab-eut what kind at enviran-
ment a certain planet represents.

Class I
Planets and means with Class l en-
viranrnents require characters ta
take few. it any. pretective measures
in erder ta survive: the raw materials
needed ta suppart lite etrist in abun-
dant supply. Same cenditiens might
madify the envirenment ta an etrtent
tarctic celd at the pales. an atmes-
phere denser than Earth nermal. and
sa farthl have little effect an the aver-
all habitability at these warlds. Far
instance. it's pessible far a Class l
werld ta have a tatric atmasp here-—
but the tatric element weuld be mere-
ly a mild irritant. er weuld anly he
present at certain altitudes er in par-
ticular areas.

Ut the planet types listed an Table
GE-ft. the three temperate warlds are
the mast l-ikely fa be Class l enviran-
menis. Ft. hat werld {ii it isn't tea hetl
can he a Class l lacale. as ceuld a
celd planet-

illass E
Unpretected humans ettpased ta a
Class 2 envirenment will die aver
the ceurse af days. heurs. er even
minutes. Hewever. special equip-
ment atiers pratectian against the
harmful effects at a Class 2 enviran-
ment. Epecial insulated er retrigerat-

ltltlllllHltttltltltldlttllP3
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PLANET5
The environment class and GRAPH
ratings of a planet provide only the
most basic information about the
world; they represent the extent of
the facts scientists can garner from
long-distance observation. When o
survey team enters arbit for a closer
loolr. the explorers can unearth more
details about the physical structure
ond chemical cycles of the planet.
This level of analysis. called planet-
ology. uses many sciences—i_nclud-
ing chemistry. oceanography. and
clirnatology—to determine the life-
bearing potential of a planet.

Physical
Chemistry
This science concerns itself with the
elemental composition of planetary
bodies. Although each planet has a
unique chemical makeup. worlds
with similar environmental charac-
teristics contain similar elements.

lnferna and Super
Tnrricl ‘Worlds
Fl planet with an H5 or H4 designa-
tion is generally roclry or metallic. lts
close proximity to its star prohibits
the presence of an atmosphere—un-
less the planet is very large or pos-
sesses unusually heavy elements
tcorbon dioxide. neon. or sulfur diox-
ide. for examplel. Lighter goses are
very likely to have been blown away
from the planet during its primary
star's formation.

Ir it toxic f-H3} atmosphere on an
inferno or super torrid world is made
of metallic vapor such as iron car-
bonyl. or possibly some form of sul-
fur compound.

Ir A corrosive {Full or super corro-
sive lflfil atmosphere on an inferno or
super torrid world may he made of
sulfuric acid or carhonic acid.

Ir H dense tP4l atmosphere may
include water vapor. carbon dioxide.
or neon.

Ir it crushing lP'5l atmosphere on
an inferno or super torrid world indi-
cates a iiennslilre environment. with
o mantle of carbon dioxide.

Life may exist on an inierna world.
though such life wouldn't be carbon-
hased. it super torrid- world could
have carbon-med lifetorms. but t.he

natives wouldn't necessarily be oxy-
gen breathers. and they would have
to be able to tolerate temperatures
higher than the bailing point of
water.

'l'|:|rril:l.. Temperate,
and Frlglcl ‘Worlds
For worlds of these types ll'l3. H2. Hll.
all of which are more or less Earth-
like in composition. the details of
oceanic and atmospheric makeup
are quite variable.

Ir Fl. toxic tfiill atmosphere on
worlds of these types may include
heavy concentrations of chlorine or
fluorine. carbon dioxide. or hydrogen
cyanide.

F A corrosive ifiutl or super corro-
sive lflfil atmosphere may include
strong concentrations of sulfuric. car-
bonic. nitric. or hydrochloric acid.

Ir Fin inert {fill atmosphere may
contain a large amount of neon or
argon. or free nitrogen. Methane or
ammonia may dominate on colder
worlds.

Torrid. temperate. and frigid temper-
ature bands are favorable for the de-
velopment of life. Both carbon-based
lifeforms and. on cool planets. life-
lorms that breathe sulfur compounds
may exist on worlds with these envi-
ronmental characteristics.

Absolute Iera ‘ltltnrltls
Often referred to as “dirty snow-
balls." these are made of ice mixed
with o variety of other substances
such as ammonia. methane. or car-
bonaceous rocky compounds. Pluto
is o good example of an absolute
zero world.

Some absolute zero worlds may
support hydrogen-breathing life in
hydrocarbon seas. However. life is
unlikely to exist at temperatures that
approach absolute sero.

Gas Giants
Typically useful as sources of hydro-
gen. gas giants may possess heavier
gases. such as nitrogen or oxygen.
that "sink" to o lower level within the
planet's gaseous envelope. stratify-
ing lilre a parfait. Explorers might
find indigenous life an a small gas
giant with a structure of this sort.

lllceanagraphy
The science of oceanography is the
study of the composition of oceanic
bodies and their interaction with the

world on which they exist. The pres-
ence at a liquid ocean requires an at-
mosphere: liquids boil off in a
vacuum. Many planets with atmos-
pheres possess such free-standing
liquid bodies. Ctn o world that's nei-
ther extremely bot or extremely cold.
oceans moderate the planet's tem-
perature a.nd climate. acting as a
massive heat reservoir. Depending
on a planet's temperature. an ocean
may or may not be composed of
water: o planet lilre lttlercury might
have oceans oi liquid lead. tin. or
iron campounds.

Ir Fin inferno tH5l or super torrid‘
'll'i4l planet may have oceans or seas
of molten sulfur. tin. rock. or iron
compounds.

Ir A torrid lH3l or temperate '[H2l
planet may have seas of water. or ni-
tric. sulfuric. or hydrochloric acid.

Ir A frigid if-Ill planet may have
seas of water or a water-arnmania
mixture. Extensive portions of the
ocean's surface may be frosen.

Ir Pin absolute zero {Hill planet
may have frozen seas of ammonia.
hydrocarbons. or water.

T.=.s1.|-: GE-5: Oct-trots determines the ex-
tent of a planet's oceans according to
the environment class of the planet.
Hall dEt and cross-reference the result
with the planet's environment class.

Sparse oceans are small. land-
locked seas or frosen ice caps. cover-
ing obout one-quarter of the planet.
These bodies are small and shallow.
vulnerable to climatic shifts. and
offer little insulation against plane-
tary temperature shifts.

Moderate oceans are large. land-
locked seas or extensive ice cops
that cover roughly half the planet.
Moderate oceans are extensive
enough to alter the planet's climate
pattern and can withstand major cli-
matic shifts.

Fubundant oceans cover most oi
the planet's surface. dividing the
continents f.rorn each other. Earth is
an example of a planet with abun-
dant oceans.

Complete oceans cover the planet.
with only a few islands rising above
the waves. Convection from the
equatorial to the polar regions will
exert a strong equalizing influence
on the planet's climate.

Many scientists consider a thalas-
sogen. an ocean-forming compound.
to be a requirement for any kind of
life. Water appears to be the most
prolific thalassogen. but ammonia

illllllllHltlllHf]llrllllllP3
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could also have the necessary quali-
ties to engender lite. Either possible
tholassogens are molten sulfur. sul-
luric acid, hydrogen fluoride. and
iron carbonyl. Eli course. worlds with
large amounts of these elements
aren't suitable for unassisted human
habitation.

Climatology
This science is the study of a planet's
c1i|nate—all the variations ot tem-
perature. precipitation. wind veloci-
ty. and general habitability that
might occur on a planet's suriace. it
planet's climate is a measure of the
violence or extremity ol its weather
patterns-

Earn:-rlirnes. generally uninhabit-
able worlds contain areas in which
the climate differs greatly lrorn the
planetary norm- For example. a plan-
et with a crushing or toxic atmos-
phere might have a small, habitable
area on its motintain peaks. while a
fro".-ten world might have a narrow
band of habitable territory at the
equator.

Tiititt; G55: CLtMit't't: determines the
severity of a planet's climate accord-
ing to the environment class of the
planet. Hall dll and cross-reference
the result with the plar1et's environ-
ment class- tClass -t worlds are not
considered because a planet with no
atmosphere can't have a climate:
Class h planets are disregarded be-
cause the environment is so brutal
that climate is irrelevant.l

I» Note: Add l to the die roll if the
planet has sparse oceans or no
oceans. and add an additional 3 if
the planet is a gas giant. If you've
decided that the planet has an ex-
treme axial tilt ora last rotation rate.
odd l ior each at those conditions
that applies. ll the planet has a mild
axial tilt or a slow rotation rate, sub-
tract l for each of those conditions.

Fl calm climate is placid by Earth
standards. with little variation.
Storms are infrequent. winds are
gentle. rind the seasons aren't very
pronounced. Ft planet with a calm
climate has fairly uniform and pre-
dictable temperatures. ll Earth had a
less severe axial till or a slower rota-
tion rate. its climate might tall into
this category.

Fin act ive climate is similar to
what we experience on Earth: dis-
tinct seasons, intense winds ancl
storms. and a surface temperature
that fluctuates by as much as lEl[l" C

irom the coldest time ol year to the
hottest.

ll turbulent climate is somewhat
more vigorotts than an active one.
with a wider range of temperatures
and more powerful storms and
winds. ll-"tars has a turbulent climate:
its dust srornts can last months or
years. and its polar caps virtually
disappear during summer. Humans
need special protection when visit-
ing or settling on a planet with this
kind oi climate.

A violent climate has an even
more drastic temperature range. con-
stant storms. and destructive winds.
The atmosphere of a Class ll gas
giant almost always falls into this
classification Even it a planet with
this type of climate is otherwise liab-
itable. its weather patterns may
mal-re colonisation virtually impos-
sible. Saturn ond tileptune are ex-
antples of worlds with violent
climates: scientists have noted wind
velocities in excess of l.5[lll l-rph in
their clouds.

Geology
How convoluted is a planet's sur-
lace? ls its crust broiren into tectonic
plates. or is it fused into one solid
mass? How many of its physical lea-
tures are the result of meteor im-
pacts and collisions with other
bodies? Questions of this sort are an-
swered as part of the study of a plan-
et's geology.

't"ou can sculpt the landscape of
your worlds as you desire. However.
not everyone has the time necessary
to map out a full geological blue-
print at every plai1et.'t’ou can use

'l'sii|.:-t GET: Lriurir'oinv.s to determine o
planet's general landscape. Ftoll dd
a11d cross-relerence the result with
the planet's environment class.

I’ Note: Disregard the issue ol
landforms ior a gas giant {which has
no landl. ll the planet has one or
more moons or if it's o sub-Terran
world. add l to the die roll for each of
those conditions that applies. lf the
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Generally. the environment class
and characteristics of each randomly
generated planet dictate what series.
or biochemical type. of life might
evolve there. The "Life" column on
'l'rui|.i: G54; P1.rir-icir-.sr Ertvrtiorntti-:n'|'s
lists one or two series of life that
might exist on a planet of a certain
type- To randomly determine the
chance of lite on a planet that's ca-
pable ot supporting life. refer to the
appropriate linetsl on Tiisis GEE; Lfl"t'I-
Forms and roll dd. If the result falls
within the range given in the "C-ldds"
column. then the planet does contain
lileforms belonging to the series in
t't_'tlE.*Eiltt'JI‘.-

lust as with other steps in this
pracess. you can skip the randoni de-
termination rind simply dictate that
lite exists on a planet if that's what
you wrint to happen.

Primordial Life
tleiare advanced civilizations can
develop on a planet. the lileforms on
the planet nrust evolve from their be-
gin niiigs as extremely simple organ-
isnts. For example. during rnost of
Earth's history, the planet was cov-
ered with nothing more advanced
than organic goo. ltlgrre and primi-
tive one-celleil microbes were the
only lileforms present. lt a party oi
space explorers happened to visit
during this period. they wouldn't
have anything more than the
potential for higher life-

lf you prelei random determina-
tion. rrssurrle a T5?-h chance ll—l5 on
rill] that lilo on a planet is too simple
to be anything more than scientifi-
cally interesting too typical group of
heroes. 'l'liey land. toke some read-
ings rriid perhaps some samples.
scrape the mud off their boots. and
lake all again -end of adventure!

Tau crrn, of course. ignore this die
roll and fill airy planet you like with
highly evolved life. Ctr you can set
up a story situation that transforms
the presence of primordial sludge
into an exciting adventure. For ex-
rrniple, the heroes could land on a
primordial world rrnly to discover
that an alien species is genetically
tinkering with the world's evolution.
Perhaps these aliens are merely cu-
iious, or perhaps they have more rre-
laiious designs. Either way. the
heroes would have to deal with the
possibly liorrilying results of the
alieris' ex perintentation before corr-
trnnting the interloping extraterres-
trials themselves.

Higher Life
ll a life-bearing world. has matured
past the primordial stage. almost
any type of life might exist. For ex-
ample. Earth's diverse biosphere in-
cludes everything from ash trees to
cebras- lf you looked at these two or-
gonisrns from afar. you'd see very
little to indicate that they shared the
some world. However. their relation-
ship is clear on the cellular level.
since all Eartli-based lite shares
some basic biochemical and genetic
properties.

Pi planet's biosphere could include
millions ot species. ‘|"ou probably
don't have time to delve that deeply
into the creation of so many lile-
forms-—bi|t you don't have to. lis-
sunie that o planet containing higher
lileforms has diversity equivalent to
that on Earth unless you specifically
decide otherwise. tn other wards. the
planet has photosynthesising plants
that range front algae to grasses and
trees. simple filter-feeding animals
anrrlogous to corals and sponges.
herbivores of various sires and
shapes. and carnivorous creatures-

"t"ou might consider making some
universal changes to this Earthlike
world—chonges that will help your
players see their heroes as explorers
on a strange planet. For example,
Earth plants are green because at
the chlorophyll they contain—but the
vegetation on a different planet
could run through the entire spec-
lrurn of colors. ll few purple and
striped plants go along way toward
defining an alien setting.

llinother universal change you
could employ is the elimination of
certain classes or orders of life. For
example. what if trees never evolved
on the planet? Ctr fish? Maybe the
world's largest plants are rambling
shrubs or tough. toll grasses. ii-loybe
mollusks and arthropods diversified
and evolved into a great number of
free-swiniming species.

ln addition. you can always intro-
duce new orders of lite. or drastically
expand the roles of existing ones.
Toke a look at some of the branches
that have died out in Earth's evolu-
tionary tree. Tritobites. armored fish.
and rlinosaurs are organisms that
had their day and died oft --but what
it they hadn't? New orders might in-
clude species of living brrlloons.
land-going echiiioderms. or anything
else you might think of.

ti you're thin l-ring about creating a
nu other of alien creatures for o sub-
stantially alien ecosystent. research
basic biology—there's a lot oi weird
stuff on Earth that might provide
some good departure points for pop-
ulating your alien world. flerriember.
you're interested in Earth analogues
here. creatures that fit into roles and
descriptions roughly equivalent to
animals that live on Earth.

Finally. you might describe a
planet on which life is possible in
some places but impossible in
others. Fl. good example would be
Earth in the Cambrian period [about
hilt] million years ago}. when all ani-
mal life swam in the ocean because
no land-dwelling animals had yet
developed- What if life on a particu-
lar planet existed only in valleys. on
mountaintops. or along narrow equa-
torial bands? Perhaps life on this
world enters long periods of hiberna-
tion due to climatic extremes- What-
ever you rlecide. the result is sure to
convey an alien "feel" to your world-

llrganizing Lifeforrns
Wlieri heroes explore a new planet.
you don't have to concern yourself
with every new Iilelorrn that crosses
their path. Describe those that fall
into one of five genera] categories:

Ir Figgressive carnivores or scav-
engers-

Ir Aggressive herbivores that ac-
tively defend themselves from per-
ceived threats.



Ir Plants and animals with pos-
sive defense mechanisms that may
prove dangerous.

l- Pests. vermin. or parasites that
may attack through blind instinct.

Ir Creatures of scientific interest
or with unusual properties.

Basically. if a creature isn't going to
attack the heroes and doesn't pos-
sess anything useful. you don't have
to spend hours tor even minutes] de-
tailing it. Alien rabbitoids or small
grosers function only as port of the
scenery. Cit course. don't let your
players know that these are unim-
portant creatures-—let them think
that anything on the planet might
prove dangerous or significant to
their heroes.

Intelligent Life
The guideline for the presence of in-
telligent life on any planet you're de-
scribing for your campaign is
simple: Put it there it you want. How-
ever. inteltigent life shouldn't exist
iust anywhere in your game setting.
When a science fiction writer fn-
cludes intelligent aliens in his story.
he does so deliberately. with a spe-
cific purpose in mind. You should do
the same. Unless you know why an
intelligent species exists and what
kind of interaction the heroes might
trove with it. don't put it into your
campaign.

It's important to note that intelli-
gence doesn't necessarily imply
technological advancement or civi-
tiration. Imagine a world where soli-
tary carnivores. such as tigers or
tr-ears. have risen to sentience. They
wouldn't need to develop tools. be-
cause their natural weapons tunc-
tion quite well against their prey-
titor would they need to develop so-
cial skills such as language or orga-
uisation. However. they could be
hrilliorrt hunters. trackers. or lighters
as individuals.

A small selection of alien lite-
forms appears in Chapter l?': Crea-
tu res Er Aliens. These creatures aren't
presented as universal "monsters"
for the heroes to fight—although you
can use them that way ifyou like.
They're intended to provide o model
for you to follow when you make up
aliens for your own campaign.

CREATING
lIw||-|zA.T|o|\|s
lilow that you've detailed you-r star
systems and the planets contained
within them. you can begin creating
the civilizations and cultures that
make up your universe. Like other
aspects of campaign design. you
should feel free to utilise the sugges-
tions and i-nformation contained
below. or modify them to reflect the
realities of your setting.

Begin the design of a civilisation.
culture. or society by considering the
following basic questions:

Ir Wlrat do the people eat? What
do they wear? What kind of shelter
do they use?

Ir ‘What is the physical geography
of their homeland?

P ‘ifflrat are the primary industries
or resources of the world. nation. or
outpost?

P How much contact do the peo-
ple of this society have with other
notions or worlds?

Ir Wliat is the primary form of gov-
“llernment.

P How much leisure time do peo-
ple have. and what do they do with
it? What do they consider art?

Ir Which characteristics are val-
ued by the members of the culture?
Which ones do they abhor?

F How strong are the forces of law
and order? Does the government en-
ioy popular support?
I Who are the enemies of the

state or world?
Ir 'ilil'hcrt is the role of the heroes in

their home state. world. or society?
How much wealth. authority. and so-
cial clout do they wield?

Don't be afraid to let your players do
some of this brainstorming! If a play-
er wants to run a mercenary from the
planet Ursog.ask him to sketch out
some historical and cultural aspects
of llrxog. You crnr always modify the
players ideas in order to fit the
world into your setting. but in many
cases the best worlds and cultures
arise from the ioint effort of two or
more creative people.

I-luman
Enrrllzatlon
Whether or not a planet has its own
native biosphere. humans may es-
tablish their own ha ses and outposts
there. C-in such a world. the heroes

are presented with an existing soci-
ety with which to fnteract—a colony,
a trading post. a spacepert. even a
major city. Heroes may undertake all
kinds of adventures in and among
humans or humanlilre aliens. rang-
ing trom corporate espionage to oul-
right warfare. Alternatively. a human
civilisation may serve as a haven in
the campaign universe. a place
where the heroes can rest and recu-
perate from adventures elsewhere.
When you design such a hurrian-cre-
ated or humarr-led society. you
should consider its Progress Level.
Civilisation Level. Law Level, cul-
ture. and economy.

Progress Level
Chapter 5': Goods Sr Services in the
Ployerir Handbook describes Prog-
ress Levels. which measure a re-
gion's or society's technological
development. A campaign using a
contemporary setting might be
based on Progress Level It or 5. while
the baseline for a science fiction
campaign will usually be PL E or
higher.

However. a science fiction setting
doesn't always require superior tech-
nology. An alternate history or future
Earth campaign might place the he-
roes in a world of postholocoust sav-
agery. Similarly. many people live in
societies where high technology ex-
ists. but is not widely available. in a
futuristic starfaring campaign. l.1tt-
spoited or undiscovered planets
might exist whose technological ad-
vancements lag behind the Progress
Levels at the capital worlds.

A colony. outpost. or civilisation
on onother planet is likely to have o
Progress Level of at least E. since the
humans on this world must have
used space flight to get there. Some-
times. a colony might regress to o
state of near savogery due to disas-
ter. worfare. or disease. but a Prog-
ress Levet lower than 3 would be
unusual

Some colonies may voluntarily es-
chew technology. preferring a sim-
pler way of life for religious or
philosophical reasons. Again. PL S or
-if would be about as low as modern
humans could tolerate. even in a
pastoral world.

It the planet in question is ex-
tremely hostile to human life fsay. a
Class 3 or a harsh Class 2 worldl. the
Progress Level couldn't fall lower
than ti. This would represent the min-
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imum level of technology necessary
to maintain human existence under
these conditions.

Civilization Level
Civilisation Level {CLII is a rough
measurement of the extent to which
o world has been settled. and o
gauge of its amount of resources.
This is the second characteristic of a
human civilisation that you should
consider during the design phase.

EL III: Ltninhalriterl
On a world at this CL. no settlements
or installations presently exist. The
mined remains of a temporary sur-
vey camp or on unmanned science
station would represent the extent of
bu-rnarr enterprise on the planet. lilo
special resources are available; any
skill check a hero might make to lo-
cate or discover such materials will
automatically fail.

CL I: Unique
Unly one small to moderate human
settlement or outpost exists on the
planet. A solitary mining past. a
manned science station. or a small
colony with a population of l.ltfltl or
less is in this category. Resources
are very limited; a +3 penalty ap-
plies to all skill checks involving a
search for specific equipment. parts.
materials. or specialists.

El. E: Scattered
A handful of small settlements or
outposts exist on the world. separat-
ed by vast unexplored or unsettled
stretches. A young but growing colo-
ny talls into this category. as well as
a world with widespread mining op-
erations and a number of mining
posts. Population is roughly llJ.'DtIl.
Resources are limited. so heraes
have a +2 penalty to locate unusual
materials.

|:|- 3: Eity
The planet contains one large settle-
ment or several good-sized one s. The
total population exceeds l|.lll.llllt1
Modest spacepert facilities may be
available. Resources may be ra-
tioned or expensive. but are usually
available. Some heavy industry is
possible. A +1 penalty applies to all
skill checks involving the location of
unusual materials.

EL 4: tltation
Several {rage cities or colonies. with
extensive infrastructure and inde-
pendent manulacturing. exist on the
planet. The world produces most of
what it needs. and may even export
refined or finished goods to other
planets. The population may be as
high as 1 to ll] million. and no penal-
ty applies to an attempt to locate re-
El-t'.'ll.J.I1E'EE.

I1 5: Eontinent
A number of large cities. or seyeral
notions. exist on the planet. which
has a total population of about llltll
million. Almost all significant indus-
tries are present. and the world is
self-sufficient. Unusual materials or
resources are easy to locate {-1 bo-
nusl. and several excellent spacepert
facilities exist on the planet.

CL E : World
Several continents are settled. with
hundreds of large cities. The total
population is roughly l billion. Ex-
tensive industrial capacity allows
major export trade. and a number of
excellent spaceports may be avail-
able. ‘ilery few resources or materials
out of reach: heroes receive a -2 bo-
nus when attempting to locate un-
usual or rare materials.

EL T: Improved World
Several continents possess dense
settlements. and minor colonies may
have been developed in arctic.
aquatic. or near-orbit locations to iri-
crease the planet's capacity. The
population is roughly ll] billion. and
any native civilizations or ecosys-
tems are largely overshadowed by a
human presence. A minimum Prog-
ress Level of 5 is necessary to main-
tain this Civilisation Level. Charac-
ters get a -3 bonus when attempting
to locate usual or rare materials.

CL B: tltlegapolitan
\\"lIll"ltI
All continents are densely settled.
and extensive submarine and orbital
habitats also exist. Worlds of this
leve'.= possess productive industry of
all kinds. Native ecosystems are vir-
tually nonexistent. Colossal space-
port facilities are the norm. and the
population may range as high as 25
or till billion. A minimum Progress
Level of El is necessary to maintain
this civilisation. Resources are plen-
tiful l—=l bonusl.

Lavv Level
No matter where or when your cam-
paign is set. the forces of low and
order have a role to play. Heroes nat-
urally find themselves dealing with
criminals and other imsavory ete-
meats. f-n addition. some heroes may
carry unregistered firearms. break
laws in pursuit of villains. and even
rebel against authority. A knowledge
of the relative levels of law and or-
der is essential when fleshing out o
world or system. Such information
adds o layer of color and detail to
the setting and may even impact on
the heroes' actions-

Low Level describes a civilisa-
tion's government in terms of its de-
gree of organisation and the extent
of the power it wields. Chis unique
characteristic of each level is a mod-
ifier {bonus or penaltyl that applies
when heroes attempt illegal acts.
Failure indicates that local law offi-
cials notice the attempt. Incarcera-
tion or corporal punishment isn't
automatic in such cases—but this
could be the consequence of a Criti-
cal Failure. Even then. you shouldn't
let o die roll change the course of the
story completely. Feel free to ignore
or modify any results you deem
detrimental to the plot. Heverse this
modifier. from a bonus to a penalty
or vice verso. i-{ the heroes try to
make use of a local law agency to
conduct an investigation or interfere
with a criminol's activities.

Different settlements. cities. and
nations around a world can have dif-
ferent Law Levels. As a general mle.
a large civilisation {CL 3 or higher]
must have a Low Level equal to or
greater than its Civilisation Level. or
else the society falls info anarchy.

|-|- rr= Anarchy
lilo law exists in a system or world
with this classification——except the
law of the jungle. This rating is gen-
erally very rare. since true anarchy
is almost completely foreign to the
human experience: even criminal or-
ganisations usually agree to abide
by some kind of law. The modifier for
this Law Level is —if.

LL I: Trihal
lilo universal rules of conduct exist at
this level. although local groups may
develop extensive codes of right and
wrong. The burden of securi-ng ius-
tice falls on the wronged individual.
who is usually free to take any ac-



Ittin tit-2 tliiiilts air-|ii'-:t}it'it|te. The tiit:tii-
liet ltir this Lttw Level is 2-.

LL E: Feudal
The law eitists I-ti seii't.- iittlivttiti-:ils
lit tltir-‘ti’-.-‘E-i‘. 'l'lite ltitttil |tirrl,st'1!:'-ji|'_t_
titiiit-2 ':i-ass, t'JI hit] sliat e:=tei'-rises au-
1l]I.'}]'ll‘;-'I."iI'|l3-‘lift rleletitl his at liei tiwii
iitisitiari, at 1.-.rl;t;-ti ti t:tini[;|ltii:11 nial-res
it wtiitli titiitingintralvetl-Wliile1l1e
ltictil laitl erijays tattililaiitiri ti-tiwei,
’tl1E' law Eiltteti-t_ls ti-rily tis ltit tis llls
retich. Cariutititin is tile at this level.
_'tistit;e tentls ta he either ntiiieitistetit
EIEIItl1'EI't‘.|E!, tietieiidltit] tiii wl-it:-'s pull-
iiig the striittis. The inc:-tiiliet is '2

LL 3: Civil:
':t]l‘|1Il]L1t']lllt'$ atittie iti ti hasit". stati-
tlartl at trtintlttt:t. eleiiieiittity civil
rights. and same police ti-ttititiizatian
heitantl the 1-Li-lg shuts persanal Beg-
hretiltei's.T11e1'eat:l1 at the ltiw is still
limited, IZII‘1'.'.l aiteiitlets wliti get atil at
tt:-wn can t_2tEiLttTIll‘f est-a pe j"-iistitze.
Ct:-rriiplitin presents a setiatis preli-
lern. The nia-tliliei is —l.

LL 4: State
Ft nuiiihei at caiiiiiiutiitles 5il‘.LIt't-I t?t_i11't—
man ltiws tint] etilai-semeiit -Ltgettcles.
Witliiti ttiwi-is anti Cities, the legal
tiiillitirities E=11jlfI1'f-‘L1t'Et;tEit‘Iit]t1lItl-5.-It1I'|§_Jt'-
at pewers tiiiti t'I'2!:'-1IIlt1llt_t-]'l:3l£II[I'l!"I1'lEl_'l
ttttliiiitititils- Cat't'iip*.iaii is :11-at']est_
hut lhe elite still eiiitii-ti" tlilleie-iii si:.tii-
tittttls lrti-iii the tttiti-tiiitin masses.
There is iiti nititliliei iai illetgtil tit-tiriit
ti-i l]'tlt?T'f_‘ltIl1Et11 with letial titttiitiiiiies.

LL 5: Natiullal
The United States at the |Hi~llIs ftilis
lnla this Etitegt:-tit. ':i:-ttrtitil ttji: it‘|itit_i:
tlettiils, till trtiniiiiiinitiei-t ;t|t:ti'ee ='_t-|"i the
ti-awers ati:talit:ti,tlte1it';ii:sriltlit-
‘-'l-Fttltts Etlirll llte t:t:t:iist:-rl, -Z]!11'l 2ii+=- tei-:
tttttlititit; til t't'llI]lI‘|t]lF-I. 5_rit-t-"i~.:iis~=-I"!
law i‘|it‘,|titii:-':II:llt_t|ts llf.III-Llil-? r.'t-|1ti|:i
t'tt'etts t‘ilt"t'1l'ttlitt1ltit71ii'|1';|.'.i'“tit1!i:iii1ir=-F.
l'“II!ll1l'tUlLl-{.1 tltiittitittitii-: iiit_li1.'ti1|t.t:ilt'_.i
[I ll1Tl1"r_ hitt ]T|.L1EiI eitetttti-.tl;g; -:'l|tttt]r-
the l1tt.li'i'it':l'_tt1l with 1-1'iII]|1I" f'[i|l'|r_.-. TI",-P
l-aw Level sitt_it_ilit-gs tt =-| iiiti~.;l:iLe~i.

LL E: Tutaiitarian
The fi11lll.t‘i1'|llt‘::=. n't-a';,' itse t.'1l'ITt15':'t5t_]t|I'1l
t:ii'il tigl1lsr_t5lliePf st:-ts ltl. ttittl tiit.-1;
can pltice 5l.LS‘§JlL'lt_JtJHlI1[ll‘.Fl[l1_iIIIl51.
uiitlei trtiiiliiititiits stii"i:eillttiit-e
Caiitts antl l'|'|.ll1'l'Ilt1"f ttittlitiiities tr-iiit
tittiei attests at setiit-lit-"=s. li'|'|ll'.tilF'- I'?1":|'-
tt.ttJlititi tzitisls. l"tii1".iestititl gitilt iiiitst
he t1ti5irtitit:l".et"l with the t,;|:'e~titest l'lII:"l'
itracit. Unsaiictiatietl 1.'teltt-iit:t_- ii~_1tlt'.-till
'1'-'l1l‘.'£ititsl1l=,'.'l'liFi t1'|t‘JEllll+?1 is 1-ii.

LL T: Tel:hr||:||:ra|:g
.1"it|t:i:_i||ltt_is lJ.t=E;': tj-1‘~{ltt'-?l'l'.:il‘-.-'-Ii siitvt:-il
laiit".-e. [3-r~Ti|:tagtintltt.a|1tl l'I'll1"itIlI'_‘Et]'ll1':Iil
i-'Jlll'lt'JLl'[-Ft]I15lI1'.lF:1"t'Illfl-I1IfJlI.T'l‘i-'llflg|‘t1F{.
Pt]-lltl-[I'-tI1[2}_][Ii?!¢1E}HI lTf|i';?‘».-'[;1T'fl1If_!I|I|'l{;"[_I1'§L|
3-iltitre EIllII1lSli‘tF!55 l::-if T1T|E'El1".5 at spies
tut eletrtitiiiit." 1"['tCtIt']llI-'.TIIl':1g. 'l'his is lliri-
liit__|lit-:-slLtiwl.t2vtii1tiltr:ti|ilt:-1tilti_;-
l'|‘.IT.l[l::'-. anti it :"t_-.-pi-tztseiits titi tiiiiitttiitttl
sLilJ§'ttgtit|t'_iii ul lltt-.- ititlii-'i=.li_ttil tti the
sttile. 'i:i[.1-‘I.-'-F9't'I\l[lEi.‘Itlt-I titt-:- liltt-ilit 1t:- rte-
tirtitirtitii trriiiiiiitils |lt|'t_ii_itili siti'ti!|r_1t_il
I;-t 1'15‘;-'iL'lttilr_it;it:t.il Itlt+t111'.-3. 'l'l|e- t|itttlllt-
F=t l:—L - ill.

LL B: |"\ln|1h urnan
The i:tlttJl.:-iltitits ttti.-, lit; tltisittiz iii li3.=
t'it'iltii't'"~. |tit'r:tit.ililt-2 til r"t:ttit-=, tiiitl tlit;-if
s'..it.»}.:t.i|:t th-3--5-llt_ittst_i|t.it1i,'t.iittlit;it'il1,t
wtlltt."-Lit tie:-ie-ti.-'titi-"..rii- J"-i lt-.~'.i=.' :1lit-.-ii sti-
"Tl[_!ll.I'L'1l. ]T|l!I_|l1l lt'l|l iiitti this -rtttizgaiti.
lite |l|.IIi'i.li|lJE'l is +-‘l.

Using Lew Level
lt's iitiit iiet'~:-sstiii; ta iiittlte ti sweep-
1l't1__J slt:lrJ~|i't1_-tit llitil igtitti t.'itll1'1_" t.t111-
-t=t-*rst"~ is set ti: ti speciiic? Ltiw Lei-tel.
In ltantier regit:-tis, the ltII1'-EE.'5 at law
tile-i1'l its ptiwt-rtltil t.itit.l usiitillif t-iitist
:"|t a :fl1.'Jr":!' lt':'t.-'F'l tlirtn iii, rttfirsi ht‘|1'|‘ti'i-
wailtls at iiittjtii t;-iiies. ‘t’ti|_t t't1t". ttpplii
the iiiatililiers ta ETE1-fIt'}|l]tl|E]'§fTF;":1F?i-1111

Human strength were"-usit'5a speed

wliicii ilie t1t1-t'-'1t-tIi:E- tit1+_':iiipt it: use t=i
:_1i.-‘C-'Etl the lti1't~t;-5 til |tiw_tir1t:t:litil-
leiige saeiies iii ii"-'l'ilf.'l'lll‘|I"!l‘lI__'!t='.'i1I'Httf%1
sltills HL1Cjlttl':§|t]1.-'HFilltl't_tlI:.'.

Culture
W1'ittt are the l|ti:itt.t|i ttilitiliitt'iri1s:'rl
this pltiiiet liite? 1u"i."|‘t'f titre tlit=.~i_t' lie|"t?'.
-‘.I]1t_l‘-'~"lI1tI1‘.'iIftZi'.l1f:!‘;-' lF‘|-"l['|'§._I tti t|it.il-tt:- tr-5
l§1|=- wailrl? l_lstirill'§.r, 1'-"i:-'.it:l|':i1ts til
traltiitit-.-.~: tiiitl test"-tti'r::li ti|_|t5it_+sts I.tl.l-
Iisttie l[!| t|1t;- IT_T1Jll_1';T|j-r, l[[Itt!t1t]-i]{.',II.1t1-{l
tit;-tins al "-'-'l'.IZ!ll1’_?‘-"Irt W-'.'_I1ltl llI‘t~..."f£'t1!11I..'
lI-'.1Itl.l:|‘-.-'1:'l llit— t'r.it|:si- til iJe=||ei'r|1|Ii|:s.
tl1tii|"1:ttliit":s tttitl l_i-€?i't[I‘i."iI'll tti-"ii; tlii!l.
]| 3.'t_iii"-Jig: t_le.~t_:it_it_s_l tli-.11 litiriitttis -.-:-ztist
all tt i-riiittltitii pl-ttiit;-t. i_.=t'~ii F-lll'_i'l1iITl Pati-
stilt;-I wlitirr-1|it-it -fIfIli|I||" lttiiii tiiirl wliif
|l1[¢11r-'lFtll llitit tritiilie-I itititztttiti.

Sanietimes. |iea[ilt.= ttiuiiti t't_ilti:iiti:-t
!-1}!--II-t‘tl1[?t]ll'f fit |'Jt[I'1.'|]i1tI.'[Ll will: tt
rttiw :-;tit'iti] tirt]r_ti'ttitti1itiii tit ti titittit:ti-
ltii f.'!i.tll't1I1F.'_1_I1 *.t.ts1_|ppt;ti'tt:t:e:'ttii:1l:ie-

. . r11 -t.lit:-i tii [irtit'ltt7t=_-. ltiis is ti t'lttsstr_' ti"-tr_il
tleti-"ian?! til st_‘ir_itit:r_i littltiti. with ti-lt;i:i1~,'
til titlirt-_-itt|_iie ptissihtltties. Use yaur
]l]'tIIII__]l[LI;'i|ll:IL1I], Litit t:itilt-e sLit'e'i tliti! the
sit1it':tit';-ti i}tai.| |ii't'.-st.-itl will stiiiit-l:r_iw
lhi'et.tteii the heities at rleiiittiittl tit"-
litiii t'ii|. llti.'.- ltt_‘.\tt.it-_=sl |:_iti:l lt'_i set il
stittittlil
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Ecnnnmg
Mast peeple tlan't irialte a living liuni
arlventiiring, eirpltiring, |;ii:'l1'iirtist|-
gating. l-ltilliet.ll1ev use their sltills
ta carve aiit ti llviiig tar thentselves
in tlttr niiititltint? 1.-vtirltl ttir gtiltrnivl.
Despite their eittitiardiritii v atlven-
tuies. even lteraes niiist haw ta the
ecunuiiiitr realities at the tiiiiverse.
'l'hus. it is iittpartant tar vi-iii ta llesh
aut {tit least in ptrrll the ecariairtic
svsteins at vtiiit setting. Despite
what vati nit-iv thinlrt, this pracess
rilrjres|t'1 t'ei'ii.iite an r'|dvrrrit:etl tlegree
in n"itrct'aectintJrrriit:s. fill vtiu need is a
lt'J'l_t-E5-E!‘ eutline thttt t:ansitlei's the tal-
lawing aspects at art ecananiic svs-
teni: triirrt-irit'i,r'. l-'t‘-.'f'£-1'L_tIUft1E-3'5. t'iiir'_t siipplt,-'
and tleiiitintl-

[urrentg
What daes vaur setting use as tr trie-
ditim at eitchange? Matte? is a uni-
verscrl substitute ltir btirteretl guarjs.
ll it-'tiii're ti shtierntil-tt—ir_ vtiii tlati't have
ta ctirrv the sliaes vaulve mtide witlt
vaii everv time van ga shapping, in
lltr;~ltti|_iet1ilwtjtltltttlj a swap: trait can
sell vaur sltaes tar cash. talte thr-rt
cash santeplace, ttnd ei-tcltange it tar
whritrivtir vi:-u need. tn erder tar cur-
t't‘rt!‘|t_"‘r' ta be ‘t-‘l-t‘Iltlt‘:, litilh the sellt-tr
and the biiver tniist agree that it has
vtrlue.

The simplest larirt at curreitcv is
riititerltils that are 't-"'LIll.lLll_'ll'E' iii aritl ul
thernse1ves.Galtl caiiis tire tririgilrile.
ustible wealth. Gemstanes. crvstals.
pewer pticlts. and even arntitunltian
r:tiii serve rrs l"it'isit.' rrtiiriiriridities at
e:-tchange. especially in areas where
stable currencv is hard ta tind.

lii iitast curiteiripararv ur rietir-lii-
titre campaigns, it's prabable that
sanie universally recagniited larni at
ct'isli_ rnavhe cu rrencv intide at ptiper
at plastic, is the lavaretl means at
eitchtinge. l"t'lare technalagicttllv ad-
vaacecl vvcirltls might use c|el::rilc:t1rc|s
at credit caiinters at saute ltinrl as a
replacement tar curre|1cv.r'lt persen
rraiiltl wire these caunters la his barilt
accau n1 nr "buv" a card at cr certain
value each time he gets paid. These
ritrrds cart be per'saria1i:tetl tti a single
riser- Pi ptirrinaid grivernntent might
insist an builcling rectirclers ar trans-
rriitteis inta a Cl-EtltCtZ1IEt£tt'lItlCtll1E

Far eirtrinple. an agrarian natien
ctr vvarrlitt eitptirts lead. llttt needs ta
irriprirt tnantilactitretl gaads such as
tractars and ctiniliines. ll yau ltnaw
that ttiast peeple an this planet sub-
sist titi riutaaititetltarr11ing,vau'velii
slaritlv gat ati intage tit wide-apen
lields bralteii liv rtibat silas and star-
ugt: lticilities. Un the ather hand, a
vvarltl that ei-rparts radiaticlive ares
niust feature eitterrsive rnines and
prrirressirig [tlt't|'|ts.

5u|:||Jlg and Demand
Cine rule that isn't lil-telv ta chtiiige iii
the future is the law at supplv and
detiiaitd- Plentthil riiirl accessible
g=r;:-tgttls tire ctieap; rare and l1ard-ta-
matte gaads aren't. Ell caurse, there's
tilsaa big ditierence between sub-
sisterice items ttnd ltlJt‘.L1[*f iteiris.
Starving peeple will generallv buv
tacit] lzieiare their purcltase a 'l"'i'.

Designing a tew trade rautes can
sltltt tfil its rjiillstiris, sti it can iiiritiiltir Lie helpful far 13 t:r_rn1pr]1gr| in which
all transactiens.

He5|:|ur|:e5
ll isit"t nacessarv ar desirable ta set
up a caritplete ecananiv tar an entire
setting. Hewever. an understandiiig
til ti writ ltl's general ecananiit: situa-
tian will alten give van a clearer pic-
ture al its cultural trtid technalagical
l":-t‘it:ltgrtii_irtrl-

ecanariiics plavs a signilicrtnt ra1e.lt
Pltiriet Pi. art indiistrial warld. pra-
t1ut:risrigrit:ultt.1rttl machinerv tar
Pltiriet B. their u ship t_'t.i1'italtettTtc-
tais train ill ta H tiritl return carrving
ta-t_ttl lrurri E tt:i FL, reaping tt small
pralit an batlt eticls at |l1eirip."r'au
ctiit. even create ti iretwrirl-r ar web at
trade rautes, adding depth and real-
ism ta vaitr iiitaginarv game setting.



Cities and Tuvvns
While there might be an entire warld
cut there fa ertplnre, even the mast vi-
sianary characters wan‘t interface
with an entire planet at ane time. Ea.
ta finish the jab af detailing a civi-
lizatinn far yaur heraes, yau may
need ta sketch aul same quick de-
scriptiens af the cities. tawns, ar in-
stallafians cf that planet.

ill city caritains lats at peaple liv-
ing class tegether. Try ta think up twa
ttr three supperting characters far
each particular city the heraes might
visit. Players generally think in
terms nf a lacatlan's usefulness. Far
instance, if ans tawn has a spacepert
and the nsitt fawn aver is a mining
camp, yeu've gat twa distinctive sites
the heraes will want ta eirplare when
they visit the planet.

lt’s ntit strictly necessary ta map
nut a city ar fawn in any detail, un-
less yau sntay drawing maps. What
yau want ta dc is answer live basic
questinns abeut the ca mmunity and
rscard thass answers, either an a
sketched map tir in same kind af
nateba-ak:

I‘ Where will the heraes sleep?
Ir Where will they sat and drink?
F Where can they buy equipment.

including weapens and amma?
I‘ Where are the bad guys?
P Where are the lacal law en-

far-cars?
I‘ Are there any special facilities

tir structures, and if sa. where?

ll yau dri chaase ta sketch cut a map.
a scale at El] ta lllll meters per heit far
c small fawn ar autpasf is fairly rea-
senable. Far ti gut-rd-sissd city, yau
may need ta map at Elli] ta tltlfl meters
per heir.

Stations and
lnstallatiuns
Dutpasts in hastile areas aren't like-
ly la be spread nut in isnlated build-
ings. Each structure will pessess a
degree at datensilziility and self-sulfi-
ciency. Tau usually dan‘t need ta
sketch nut every detail at a base ar
building rnstsr by meter: yau enly
need ta da this when yau’re planning
an setting a cembat-heavy adventure
in that tacility.

Here's a shart list at items yau may
want ta includs when mapping aut a
staflan af stints kind:

F Piccsss lairlack. main gafesl
Ir Pnwer gsnsratian and distribu-

tlan la pewer plant rnam far space
statiansl

Ir Life suppart facilities laitygen
and water sterage ta'I'tl-ts, heating
and caaling machinery}

it Defense systems lsmall arms
laclters, armaries, gun turrets ar mis-
sile haysl

Ir lilehicle sterage and mainte-
nance facilities

I‘ Living quarters and lavatarics
hr Cammtin areas tlaunges, dining

reams, canference rat:-ms}
F Faad prsparatian and sterage

facilities
Ir Cammunicatians and surveil-

lance lradia ream s, radar statien st
security pastsl

Ir Offices, labarataries, ar werk-
spaces

!’ Emergency facilities flifepcds.
escape hatches, firefighting gear}

P‘ Industrial machinery and can-
tral systems {an assembly line, anta-
matsd mining ar tsrrafarrnfng
devices}

F Entertainment facilities

Remember, an autpast is just an
empty shell witheut memerable sup-
perting characters. l_f the heraes are
using a mining statien as the heme
base far their srtplaratians, take
same time ta papulate the installa-
tic-n with cantacts ar rivals. Fin isnlat-
ed calany ar statian is a small lawn
in and at itself. sa treat it as such
during the design phase.

Alien
Civilizations
One at the pitfalls at many warlrs nf
science lictien is a tendency ta create
aliens with human mativatians and
human ematlans. This sert at alien
may be fins far sh-act-‘em-up space
apera. but if yeu're frying fa design
semething really new, yeu'll have ta
use yaur imaginatian.

Tau cauld use Pragress Level, Civ-
ilisatiah Level, and Law Level ta de-
scribe the basic characteristics cf an
alien citrilisatiari. Hewever. these
ferrns may nat he accurate far a tnily
unique alien sacisty. Aliens may
have entirely different natians af ar-
ganisatian, settlement. er gavern-
ment tram lhass passessed by the
humans in yaur campaign. lt's help-
ful fa cansidsr several basic qua s-
tinns abeut any alien papulatian yau
place an a planet".

I‘ What da they want f.rnm the he-
raes, ar frem humans in general?

Ir What den't. they want the heraes
ta find ant abeut ar take frem them?

Ir Haw are they arganised? Wlia
will interact with the heraes?

Ir What are their settlements ar
ships like?

Ir What are the ather features at
their technelegy?

II’ What da they lnnlr like? What
are their game statistics? When they
fight, what are they trying ta da—ktll.
capture, er drive aff the heraes?

Ir Why are these aliens in yaur
campaign?

Designing Mixed
Eivilizatinns
Humans and aliens affen share plan-
ets in classic science fictlan. ln fact.
humans might share a planet with tr
number at alien species. Pis a basic
guideline, the sum cf human and
alien Civillsatic-n Levels sheuldn't
eitceed lll, reflecting the fact that if
ane species has filled up a planet,
there isn't much ream far any-zine else
ta settle.

1' Example: Dave has created the
planet Daybreak, inhabited by a
large number af native tribes. He de-
cides that the alien Civilicatian Lev-
el is 5, since the aliens have settled
mast at a caritinent. The human min-
ing ctrlaniss lacats-::| an Daybreak
prabably sheuldn't have a Civilisa-
fian Level af mare than 5, since this
wauld start ta ssriausly crawd the
natives. Far ans side ta graw, the
ather must suffer. Of caurse, the hu-
mans cauld presently have enly a
small settlement. ln this case, bath
sides still have ream ta grew.

The Finishing
Tnuches
Regardless what kind af planet, city.
ar area yeu're describing, rsnisnibsr
ta be creative. Laalt far appartunities
ta waw yaur players with cities and
sites that are every bit as memerable
as the villains and the stary.

The rules and intarmatian can-
tainsd in this chapter fuuctltin as ct
guideline far the crsatian at an st-rail-
ing, thres—dimensianal campaign.
Utilize ar madify anything in this
chapter ta reflect the unique flavar at
yaur awn imaginatian. The gaal is ta
create a setting where bath yau and
yaur players have fun.
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ture. the idea shauld tie in ta the trig-
ger. but yau wen l huild a salid plet
areund ‘feur idea talthaugh yau can
tat dawn a tew netes cancerning pas-
sihle develeprnents aleng the svsvl.
Let the plet develap as the plavers'
heraes interact with the starv-

Background
Once yeu have an idea. ‘yau need ta
develap a bacl-:graund—-the events
that led up ta the apening scene.

A bactrgrc-und can he as simple er
canrpleir as vau teel necessary. It can
suggest the directtan at the adven-
ture er the way certain scenes play
eut. It alse pravides the stary's driv-
ing tarce and impetus. In this v.-av.
the haclrgreund leads ta the trigger.
just as the trigger leads ta the adven-
ture that iellews. ‘fen can't cantral
the stery decisiens at the players
tend yeu really si1auldn’t trv rat. but
van da have tetal central at the hack-
greurrd. The mere details vau build
inte the haclrgraund. the mare vau’ll
have te drcnv irenr as the adventure
untelds

iuppnrtlng East
En}; adventure van design needs re
hase a supperting cast at characters.
Fit least ene at these characters rnust
have a cannectien re the hack-
graurid: the ethers can appear in the
stery as the adventure pragresses.
‘tfilleins. allies. eppenents. experts.
innecent hvstanders. disinterested
third parties, even crazed creatures
terrifying the ceuntrvside can he
supperting cast characters, depend-
ing an the scape ei the adventure-

When yau create a villain er senre

ather character var! ihirrl-t 'vv';t] _r_i|rtv -7-:
pivetal rate in the Etlli“r'E1'tl:-iIli':--Llrfriltitlr
that character using the l1;ili.'ltf.t[|'t[-
ter generatian rules. Les:-; i111-pr:-rtrrrnl.
er ene-time-use characters isucir r-:;'.
hired muscle at pr-:'Jtessiar1at F.-I-I-[-
pens}, need tr} he iii.-“:5criirr_:-rir1rr|','1r|
terrns at thase statistics iii-rely ta
ceme inte plav.Far"ena11i1_rle_ l"-Lrr-I-i
nruscte needs strrlistic:-; i-;|-1-rjh tn:
durability ratings, cam hat curd -.;t-5--
ierrsive sl-rill scar'es.r1rtda1'nr:Js aunt
weapen irrl-arrnatiarc hr-i]_|er1:; just
need skill scares relate-cl ta their -nter:
at expertise. 'r"au can sum up rnanv
i-T=L1|J[I1a'1'tir‘ig cast rni_—:rrrl';-r'—:rs '.vitlr -::
single descriptive sentence and pa-.5.
sihlv a single sl-rill scare- Eli caurse.
ii the heraes decide ta irrterr-"1r.'t witti 1|
lesser character. van may have ta
nral-re up details an tire snat, hut
that's altars. Iust bLtliIfii1[I|D:1'».'-.-‘trill}'|..i.
da I-inavv abeut the cl1r.rracIi_rr and tn]
just ta rneet the current needs et the
starv-

Chapter E: Eirpperririg C.'r.r.t-"t r--:_:-:2
tains intarnratian at:-suit assigr"=;ng
garne strrtlstirzs ta rrrrrrr;-r -an-ii rr;rr§<n
supp-arlirrg -::a:-It rnerrrtz-i-=:':=... ‘['-2.1: -._:rrr|
use the templates in that cl“-aritir-1 1-".
quickly generate certain tr,-'r.>i=-=s ¢=|
prerrrade r:irrrrr_rr:ti'-rs ltIII use in 'l_.'l.I'll!
adventures-

Thls Trigger
1'-Tin idea, isaci-rgrr_nr:1ri,t1rrri slip!-r".-rt
ing cast ma]-re up rrrest at the t-n'.:1::_t- :.
tien up-an which an ~:|a"ver1tur"e 1.-1
built- The calf.-' tlrirrg ‘_|.I‘II.'It.]|it* rrrissirrr-.:
is the trigger— --the grerrriri tr1"-=~-:11-rir'=-_"_;
rnarnent that releases tl1ea-."tv-"+n-
tunes petential and gets Itrr; st-:11};

Lil-re ather asnects at a-'|vr-n1-ur-=
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design, the trigger can cansist at
pages at detailed intarmatian arjusl
a tew simple nates- lt depends an
vaur basic advertture idea and the
aperting scene vau envisien.

Ha ntatter haw simple ar campli-
cated a trigger is. it ntust accemplish
same impertant garrlsr set the ntaad
and tane at the adventure. get the
lteraes irtvalved irt actian right awav.
establish a setting in which the ac-
tian tat-res place. intraduce a suppart-
ing cast tttat pravides appasitiart ta
the heraes. and farce the plavers ta
mat-re a decisian ab-aut what their he-
raes will da-

Murzuzl and Tune
Based art the envirenment and the
atmesphere in which it takes place.
an the behaviar at the supperting
cast, and an the lvpa at challenge it
puts lzretare the heraes. the trigger
sets the maad and the tane at the ad-
venture- riirr adverrlure intended ta
scare vaur plavers shauld have an
atmaspltere that pratects a dart-r. de-
liberate maad, while an actian-ari-
arttacl rrrlvertture has rr brrir-tl-:, rrr-tnstap
rnaad.

The trigger shauld alsa establish
tl1c- lane at the adventure ta came- FL
trigger with a light tane. papulated
bv characters whe snap ail ane-lin-
ers, is verv diiierertt irant a ntvsteri-
aus tane with characters using
silence artd strange actians ta paint
a nightntarish r:-r surreal ieeling

The tane at the trigger can be dic-
tated bv the adventure itseli ar bv
the gcrtrc at the campaign selling-
The space apera. science tantasv.
grtnt realitv. pastapacaivptic. and
tr-tr:ttr1r:-thr iller gertrr-is have certain
cartventians and attitudes that make
them diilerertt tram ane artather.
Chapter t3: Carttpargrt llesigrt aut-
lines same at the ntare papular sci-
ence tictiart genres vau might want
in use tar vaur ca mpaign.

I-tegardless at genre. individual
adventures can sametintes break the
rnalrl ta tell cr speciiic starv. lust be
sure vau carrv the lane thraughaut.
bath itt vaur descriptians at settings
and actian- and in the wav vau have
thr-1sttrtpa-rtingr:r_rsl tall-r and act-

|"|El'[lE5 in Actinn
Haleplavrng garnes are at-taut dra-
rnatic tensiart: Sarnething er-{citing
shauld accur daring plav. Sure. there
are slaw times. periads where ptav-
ers can catch their breath. but vau
shauld never lase stgttt at ltte idea

that a raleplaving adventure is like a can keep ltint alive tang enaugh ta
mavie ar a navel. Everv event shauld
advance the starv in sartte rrtt-Inner.
whether it's the adventure ar the per-
sanal staries ai the heraes. Whert the
actian laalrs litre it's abaut ta grind ta
a halt. it's up ta the Gantetnaster ta
lreep it geing.

The best wav ta keep the actian
rnaving is ta prepare a gaad adven-
ture trigger. Yattr trigger sltauld liter-
allv burst with actian. Fterrtenther,
havvever. that actian daesn't neces-
sarilv invalve cantb-at. lt daes in-
valve canilict. thauglt. Withaut
canitict-—a camplicatian ar chal-
lenge at same sart -vau dan't have
actian- Use the trigger ta set up the
initial cantlict. the-rt help guide vaur
plavers as their heraes act and react
ta resalve the canllicl.

Flctiarr tn a cttallenge sce-rte can
he achieved ttv the heraes receiving
an encaded message lirned la sell-
destruct, at the arrival at ct rnarirriiv
war-tnded allv wtta has vital ir1iarma-
tiart tar the he-ra-es prcrviderl tit-ev

it-ear his tale-
r‘-ictiarr in a cantbat scene is prettv

straightiarward—the actian is the
carnitat itselt. Pt trigger designed ta
pravalre a cantbat scene ceuld start
with an ar|tbirsh_ :1 direct attack upatt
the heraes. ar rr brawl in a public
plrrr-:e- Pr threat at vialence is atten as
gaad as viaiettce ilseii. since it pra-
vides a distinct passihititv that cant-
bat wiii ensue. Bear in mind that the
carrtbat daesrt't have ta invalve the
he-raet-;. Tltev r:rn.1|d start attt as wil-
nesses ta an attack ar ta the threat at
vialertce ta anather character-

rtctiarr irr an errcatrrrter scene can
invelve the canducting at tense ne-
gatiatians. ar irttet-actirtg with the
denizens at an underwarld hangaut,
trving ta get intarmatian. Pure rale-
plaving. with dice ratts thrttwri in
everv sa altett la decide ather char-
acters' rrtaads and attitudes. cart be
httt at actian especialtv when the
stal-res are high.



Setting
C-"hvtous1v.everv part ol an adven-
ture takes place in a certain tocalicn.
The setting at your trigger scene
might help cenvey to your players
the sort at adventure their heroes are
getting into; a trigger that takes
place in the middle oi a riot on the
street suggests a ditlerent sort oi ad-
venture lrom one that is set in a sci-
entitic laboratory. Note. however.
that "suggests" is a kev word in that
last sentence—everv scene in your
adventure can have o ditterent set-
ting. and some ol these settings
might have nothing in cornrnon.

Euppnrting East
alts discussed earlier. a supporting
cast is an essential element ol any
adventure. The supporting cast in
your trigger might be composed at
minor characters that will never be
encountered again in the adventure.
You could use the trigger to intro-
duce the adventures major villain
iwho, ot course. rnal-res an escape so
he or she can reappear laterl. In
some kinds ol challenge scenes. the
supporting cast—vvhatever provides
apposition tor the heroes—rnight be
an inanimate object ta door that
must he unlocked] or a situation ta
chasm that must be crossed]. No trig-
ger is complete without some sort of
supporting cast. whatever torm it
takes.

What win They Du?
Finally. all triggers must provide the
plavers with choices: What will the
heroes do in response to the situa-
tion lltefre confronted with? Pin ad-
venture starts by presenting the
heroes with something to do.

in general. "something to do"
translates into storv decisions. How-
ever you structure your trigger. the
huildup should end with that most
important question: What are your
heroes going lo do? How the players
answer this question gets the game
plav under wav.

After this Trigger
What happens alter the trigger is en-
tirely up to you and your players. You
present the trigger scene. providing
a canllict and something tor the he-
roes to do: then you let the players
roleplay. How their heroes react and
the decisions thev malre shauld carrv
the adventure forward in true group
storytelling stvte.

PLANNED
Anvsmrunss
Ft planned adventure is the tradition
al approach to roleplaying. Design-
ing a planned adventure requires
you to develop ct tull outline at the
story vou envision- though you still
need to leave room tor the players to
perlorm. Hernernber. you set the
events in motion, and your players
determine the way events play out.

The lirst steps in designing a

planned adventure are covered in
the "Spontaneous Adventures" sec-
tion. You need a basic story idea. a
background. a supporting cast. and o
trigger to get the adventure rolling.
But that's not everything a planned
adventure contains. You also need to
develap a plotiirre that describes the
wav the adventure will untold.

Plntline
Fin adventure plotline has similari-
ties to the plotlino ol any novel, nio-
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that pushes the heroes to the nest
act. This can he anti‘ complication
that makes the heroes tand their
platters] want to see what happens
tieitt. You can put the heroes in jeop-
ardv. ending on a clitlhanger: or vou
can have the heroes learn a crucial
or ernotionallv moving piece at infor-
niatiori—a clue that gets theni on the
right track or sends thern liurllirig
into the neirt scene.

illilthougli an r_id ventti re cart cori-
tain as T‘l'ttIIt!'t‘|_|-" acts and scenes as vou
need to tell vaur st-rirv, the basic
structure at rr three--act adventure
looks like this:

ilict Qne
Scene Cine: Trigger
Scene Two: i:L.'tt'l'| pii-r".r1tir_iris
Scerie Ttireet Minor ltesoliit i on

and llrizriiiatic High ltiote
iitct Two

Scene Clrie: '['i igger
5-r_-ene Two: Conipiicattaris
Ecene Three: l"i'llrit'ir l:‘lII’:${_II-l'|_|.’[l[_‘I[‘|

and Dramatic High Note
its Three

Scene One: Triggi-_~r
Scene 'liivo: Curnplicatioris
Ecene Three: Major Fiesrituttrrri

and Cliniai-t

Elements nf Ecenes
To he srire that a scene ca-rttalrts all
the iiecessrrrv elements, iust think oi

it as an adventure in rniniature and
realize that each s:':erit== has all the
sanie elements that an adventure
has: action, niooi:i, setting, support-
ing cast. and rr r_rriri|.

The onlv one oi ttiese elements
that wasn't discussed earlier, in the
"Frdventure 'l'i|r;r__rrrrs" srrr'tiori_ the
goal. W'heri vat: ricsigri ti scene. vou
slirruld have in iiiirid ei-tar.-tlv wlirjit
voti 'v'|*t'JIt'll the lit-:-rt:-es ta ar--r'oni{i|isli
lit-ittire the scone ands. The goal oi a
challenge sceire is to solve a |;irul':--
letti, i."i|citI'r:i'-rerit an tIIl1E-ilt'It"lr‘!, or in
sriinrr rTItl'tt"T' tvrig itT."F_!'I'i'_It_'i|I'|'[E r_ir_1|'ra|-
lt-inge In o cornhat scene, the aorrt is
to wiri the llitrllli.-, i._~strtirii;r_. it_]]' atliei
wEsr=sti|vivr-thr-scenerela1ivelviri-
tact. lii an ericoriiiter sr-erie, the ririiil
|:t_i:i l'.Jt;' itrtirt: J-Hit]-llE'I'. it r:riri|r_l iiivtilve
grrtliirririg iritnrrriritii-.i"._ striking rt:
|Ji_rrgr.iin, tiialtiizg ri pririrlirrse, trirrlririg
Er guard, or just rritcrtrctrrig vvitli iinw
t7l‘itii'rIr.':tr:r!-:.

t‘l|'_'=W do 1,-'t_'iLt r'.iecit_le vi-'tiel't a stir-rite
IF:ti=Ti:?;rl'l'_11|l'r'-i'ir‘i'._tsl‘;.-P, it the sr:t—=nre has tr
clear goal. lltcii it unds when '.lie he
l'oiFr_'=‘. |'tE'liiet-‘e the -I:]t.ltti_'ll.l'l=tIl-‘i.'v‘i':'1|'t‘_-It,t_|i'l13ILi|
need to nrake rrllat.-Wrtitrrrs ttir1lir;-pr:is-
siiiilitv lltrtl the heroes might tail. or
that their plt':1rt=.is iriiglit tittilre sttiiv
iftecisioris that send tiiieni ott in ri i:tit-
lert-rrit riirertirin. in these cases, vou".l
need to lt_tSl'1ttI|]t. alternate eiidirrgs.

Alternates
Soinetinies the liero-es go oil in u di-
rectiort that doesn't lollow the outline
va-i.i've prepared. That's okav; span
taneitv riiakes roleplavirig gaines
lun, ei-r|::itirtg. and i.iriprer"lir'|rrl'rle-
However. trou con plan tor some pos-
sihle variations it vaur plavers strav.
Plan tor two or three alternate paths
that '|_|i"{'JL]CIEIIIt'rtJ‘-|E*|P|lLt[Ill"]tt.J15{;'1Ettj|Et|
hack to the main starv.

It the plavers go in a direction that
takes tl'ien‘i l'J."i-'||'IL1§-"lt|'ttII]'I1't|.Ftt.tIl.t]'I1]'l-t]l!|"tt"ll
idea. that's ol-zav. You niav need to
devise a tollow-up scene guicl-:lv—
hut that's not as r'iillir_'ult as i'. rnav
seem. as long as trou have a strong
sense at the stoirv vou're telling and
what sorts oi opporturiities tor actiuii
and challenges the storv presents

Scene Eluusters
Finallv. a lull-lenglli adventure rnav
need a scene hooster or two to help
your keep it rnaving. Here are o levv
tvpes at boosters vou rnav want to
plon on when designing a lull-length
adventure:

Floaters
Pi tloater isn't tied to a speciiic point
in the plot- Instead, i=.'s an event that
11,-‘art can insert whenever trou want.
The purpose ol a tloater is to make
things interesting, to provide a hit of
coinic relief. or to spring a talse clue
at two on the plavers when thev
think thev've solved the iiivsterv oi
the driv. Corisidor r1 tloriter as a slit:-rt
httrst of action, o small rain cloud
that dritts through the plot, wailing
tor vou to unleash the hrtet shower
within it.

l-lett‘;-'s a llariter lli-:_it trciti t.‘r_1ri -'_i|ag_i
into the sainple -fI['l.‘v't-_=It1t|T't-."'lI]g[]t:‘F..t]l.E-1
the lreroes race tr_r-ward Covalt ll-".
tliev surldenlv pick up a distress sig-
nal- The ship's sensors trirlicrrte that.
ei-tcept tor the heroes' ship, the cralt
heing operated hv the pursuing pi-
rates, and tl|r-_- source Lil the distress
colt. no other vessels are in the im-
mediate vicinity. The c-all comes tron".
a damaged trader wiirzise power
plant has hlown and whose iile sup
port svstenis are ottline. The pirates
get a chance to catr.-h up it llie heroes
stop to help. h-tit the heroes could
gain o lriend tor iile tor at least a
nierchant vvlio owes tlieiii a tavort-_ ll
tl‘lt-'.-l1C."l'Gi?!5 ignore the distress call.
the merchant makes note oi their
crait. Wheii he's hnallv rescued. his
goo] shitts to finding the heroes and
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making them pay for leaving him—
they now have a new enemy who
can pop up in future adventures. ei-
ther as c iloater again or as an inte-
gral part oi the story.

Links
It's always good to build in a few
links to the heroes. Early on in a
campaign. you can key l_i.nks to a
character's roleplaying attributes—
especially Motivation. perks. o:nd
flaws. Later. once you've gotten to
know the heroes. you can create
more personalised land therefore
more powerhril links to better tie
characters and story together.

Links aren't scenes. They're sub-
plots designed to fit into the existing
story or to work as a parallel con-
struction to the primary tale. Links
can add new elements to the overall
plot. or they can inspire improvisa-
tion and character development on
the part of the players.

it Motivation link appeals to a
hero's primary reason for adventu r-
ing. while a perk link or a ilaw link
provides opportunities ior heroes to
make use oi these elements. For ex-
ample. if a hero in the group is Dirt
Po-or. then you might add a link to
take advantage oi his iiaw—such as
a clue that waits in a formal restau-
rant. The Dirt Poor character will
have a hard time making it past the
posh restaurant's maitre d‘ to obtain
that clue.

In the sample adventure de-
scribed on page Ell. the Collector is
an obvious choice as the catalyst for
a link. This mysterious iigure can ex-
ploit the heroes' weaknesses in order
to acquire the relic. Using a charac-
ter's Code oi Honor or tniamy against
him. feeding an Obsession or Pho-
bia. cr taking advantage of a Primi-
tive or Spineless character are all
ways to use the Collector to manipu-
late link subplots.

Twists
Never tell the players or their heroes
the complete truth—at least not until
the final act oi the adventure . . . and
sometimes not even then. Save a few
surprises to throw at them. or plan a
tew twists to use ii they guess your
original plot too quickly. This isn't
cheating: it's a way to keep the inter-
active tale fresh for both you and the
players. lt's also a way to send the
plot in a new direction when things
begin to bog down.

Consider a twist as a lesser trig-

ger that you can use in the middle of
an act or whenever you need to get
the action moving again. Twists keep
everyone alert and excited. Some-
times you can't plan twists: instead.
you have to improvise them in re-
spanse to the action. iust remember
that twists make the unexpected
occur. or the expected fail to occur.

Interludes and
Transitions
Sometimes you need to collapse time
before moving to the next scene or
act. You can use interludes and tran-
sitions to accomplish this.

interludes usually occur oii-cam-
era. with the players and the Game-
master simply discussing what
occurs during this "downtime." Dur-
ing interludes. characters can con-
duct research. train. improve skills.
purchase equipment. rest. recover. or
do whatever else is appropriate and
allowable within the time irame.
Plan ior a few interludes in a full-
length adventure. [t’s usually b-est to
use them between acts. but whether
that works depends on the demands
and needs oi the story.

Transitions can occur during play
or between sessions—especially
when the Gamemaster detennines
that nothing significant tsuch as skill
improvement]! can occur during this
brief downtime. Sure. some transi-
tions can last for a long lime. but
that time is almost always spent get-
ting to the next scene or act. Think in
terms oi movies you’ve seen when
you plan out transitions; whenever a
scene ends. there's a iade out. and
then a fade in. During the fade. the
heroes have moved to the next loca-
tion and time has advanced.

Props
Props are items you can use to make
to bring the action to life. They in-
clude handouts. maps. illustrations
or photographs. music and sound ef-
fects, and any other items you may
need to add an extra dimension to
the adventure.

I-lanrluuts
Pi handout is an object ttypically a
piece oi paper or some other printed
material]! that you give to the players
for them to examine and keep. lt con-
tains some iniorrnation—-which can
be true. iolse. or some combination

oi the two. Fr representation oi a
newspaper page or clipping. a
scrawled note iound at a murder sits.
a business card. and o computer
screen full of data are examples oi
handouts. One of the best aspects of
handouts is that your players can
gain information without you having
to read it to them: thus. they can stay
in character.

Maps
Almost any adventure needs at least
one map to depict the area in which
the adventure unfolds and to keep
track oi the locations oi all the he-
roes and supporting cast members
as they move from place to place.
Finy single mop is either a Game-
master rnop or c player map.

Gainernaster maps are for your
use only: they contain encounter lo-
cations and other important notes
you require lc run the game. You
don't want the players to see this
kind of mop. You might need maps oi
the town. city. world. or other loca-
tion where the adventure takes
place. 't"ou also might want to have
diagrams oi ships or specific rooms
where action will take place.

You don*t have to map every pos-
sible location within the area oi your
adventure. For instance. if the story’s
only encounter scene takes place in
a hardware shop. then you don't
need to map the rest oi the city block.
You need maps for some challenge
scenes and most combat scenes.

Player maps are used to show
players what their heroes can see at
a given moment. or they may he spe-
cial kinds of handouts that the he-
roes generate—a computer diagram.
blueprints. etc. Some are complete.
and others are purposefully lett un-
iinished ior dromatic reason s. How-
ever. any map that the players can
hold. examine. and point to greatly
enhances the visual irnaginings of a
roleplaying session.

lllustratluns
Nothing conveys mood and emotion
like a good illustration or photo-
graph oi what the heroes see. ‘i’ou
don't have to be an artist to prepare
visual effects for your game session.
lust iind something close to what
you're imagining in a hook. maga-
zine, or newspaper. Then make a
copy and show it to the players at
the appropriate moment.
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A new initiate receives the blessing nf her rnentnr

Music
Playing music in the background
during a game session is a great
way to set the mood oi an adventure-
Soundtracks from movies can convey
horror. tension. or drama. Certain
performers and types of tnusic also
work in this fashion. but usurrlly to o
lesser extent. as few groups put out
one-thetne albums or Clls.

‘tfarious collections oi sound el-
lects are available that you might
want to use every now and again.
l-loving a scream, creaking door. or
other sound effect cited on your CD
player can really get the players into
the stery-- and probably make them
jump. tool

Dther Items
You can use just about anything as a
prop in an adventure: exotic pussies.
cool toys. weird objects. whatever-
fteep your eyes open: you just might
see something that represents an
alien artifact. o piece of evidence
lrcm a crime scene, or an ancient
relic. ll players can touch and exam-
ine these items. then they can better
imagine the scene their heroes
are in.

Don't go overboard with this kind
oi prop. Save it ior the really special
or unusual items. or for adventures
where such props will really make
the story cotne alive.

Ending an
Adventure
There are only two guidelines you
need to remember about the ctirnox
oi an adventure. First. an adventure
needs to end on a high note. frlake
the climax of the story tull oi oction
and give the heroes plenty to do. Pi
climax has to live up to the scenes
that come before it. Save the worst
dangers. the most poweriul villains.
and the greatest secrets for the cli-
max. Make the stakes high. and the

the climax land through most of the
rest of the adventure as weft}. li the
major villain is too tough for them.
let them figure that out and make
their own decisions.

Anvlzrvruns
Hoaus
Here are a few adventure hooks to
get your imagination going. Though
these story ideas encompass ditier-
ent time ironies and SF suligenres.
you can easily adapt any of them for
the type of campaign you want to
run- For example. if you change a
haunted house into a derelict space-
ship. and a deadly ghost into a mur-
derous alien, you alter a traditional

the heroes succeed or not.
d Sficpn-t:l.| givhe tlypl psroes pllientty to # ‘I :

tr- o onys ou ey ITICI esory
decisions and perform actions. but J
they also need to be the center of the In this modern-day to near-future
story. The supporting cast should technothrifler. terrorists take control
never show up the heroes, nor should of a high-speed cross-country pas-
other characters always rescue senger train. To make matters worse.
them. The adventure is about the he- the President is aboard this train. in
roes. so let them take center stage in the middle oi an old-icshloned tout
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and media event that's scheduled to
end on the coast; with a meeting of
world leaders. The heroes must find
a way to take out the terrorists. save
the President. and regain control oi
the train before it gets to the coast—
where the terrorists plan to detonate
a nuclear device in order to kill the
gathered leaders and a large section
of the population!

Backgrnuncl
A gang of terrorists supporting a fa-
natical cause has acquired a nuclear
weapon. They could have purchased
it from a chaotic. collapsing super-
power. or perhaps they stole it irom a
military tacility. They board the su-
pertrain early. replacing key staff
and setting the nuclear weapon in
one oi the cargo cars. ff anyone tam-
p-ers with the device. it will explode.
its soon as they're ready. the terror-
ists subdue or kill most of the Presi-
dent's security team and lock away
the rest oi the passengers. When the
adventure opens. the train is 13
hours away irom its destination.

The terrorists. armed with an arse-
nal oi conventional weapons. plan to
vacate the train about two hours be-
tore it reaches its destination. Then
they will board waiting vehicles and
put as much distance as they can be-
tween themselves and ground sero.

The heroes are aboard the train
when things get tough. They're ei-
ther passengers or undercover secu-
rity guards who went unnoticed by
the terrorists.

Euppnrting Cast
"t'ou should sketch out some hostages
in order to make the scene more reaf-
istic. Think about disaster movies
that you've enjoyed. and use the
characters you remember to popu-
late your supporting cast. it mother
and her children. a security guard. a
conductor. elderly vacationers. the
press secretary. and some young
newlyweds are good choices. Add as
many supporting cast members as
you teel necessary to convey a sense
oi urgency to the heroes. Others can
be detailed as the course of the ad-
venture warrants.

'i"ou'll also need to sketch out the
common terrorists. the lieutenants.
and the terrorist leader. Make the
leader and his lieutenants especial-
ly capable and memorable.

Trigger Scene
Head or paraphrase this trigger
scene that ignites Lhe action?

The dining car is packed tonight. tull
of passengers and members of the
Presidenth entourage—including Se-
cret Service agents and other securi-
ty types. l"on iind a table and start to
peruse the menu when the calm
scene explodes into chaos. Waiters
pull automatic weapons and sur-
round the President. Shots ring out.
and a tew ct the Secret Sen-rice
agents go down. Uthers. you nbtice.
appear to he sick or drugged. ln just
a tew moments. the attackers neu-
tralise the security detail and usher
the President and a few oi his staff
out ot the car. Passengers are whim-
pering or screaming. when more
shots ii ll the air. The panicked crowd
goes silent as a man with a machine
gun steps atop a table. "We have
taken control of this train. The Presi-
dent is our prisoner and the rest of
you are hostages. Cooperate. and no
more harm will hetall you. Cause
trouble. and you will die. "

What do you do?

Hunk #2:
Installation E51
You can use this trigger in any set-
ting. though it's presented here as a
contemporary horror SF tale. Some-
where in the cold depths oi the Alas-
kan wilderness. inside o secret
government tacility that doesn't oili-
cially exist. scientists are about to let
loose a terror irom beyond the stars.
This creature is a killing machine.
bred for battle and designed to hunt
and kill with extreme skill. it even
seems to enjoy the thrill of the hunt.
li it escapes irom the tacility. human-
ity is doomed.

Backgrnuncl
The military recently captured a
spacecralt of alien origin. The ves-
sel. damaged on its trip to Earth.
crashed in an isolated region. where
heavily armed soldiers quickly quar-
antined it. The remains oi the vessel
and its wounded occupant were col-
lected and transferred to a secret
base in the Alaskan wilderness.
Here. a team of scientists began an
exhaustive program to learn as
much as possible about the creature
and its technology.

The alien. however. wasn't as
badly injured as the scientists be-
lieved. ft escaped from its cell and
began systematically killing the scl-
entists and the soldiers protecting
them. Eetore it could leave the tacili-
ty. however. one soldier was able to
seal the base—trapping the alien
and the survivors inside.

Time passed without word from
the tacility. and a storm is about to
engull the area. The heroes are sent
to check on the base-—thaugh they
aren't told anything about the work
done there or the "guest" housed in
its depths. That iniormation is classl-
lied. The action starts as the heroes
arrive at the facility.

Euppnrting East
This one's pretty simple. till you real-
ly need to do is detail the alien.
l“-‘lake it pretty powertul. since it
should pose o significant threat to
not only the heroes. but also the
world at large. Maybe it's a soli-
replicating creature that's about to
split in two. Cir maybe it reproduces
by planting eggs in host organisms
tsuch as the base's scientists and sol-
diers}. Or it may be reconstructing a
deadly weapon irom the remains oi
its spacecraft. Does it have any kind
oi code or conscience that the heroes
would recognise. or are its motives
totally alien and uniathomable?

You might also detail a few scien-
tists or soldie rs-—memhers oi the
base's personnel who have managed
to remain alive since the facility was
sealed. These characters can serve
as help ior the heroes it necessary. or
they can require the actions of the
heroes to save them.

Trigger 5r:ene
Head or paraphrase this opening to
the players:

You arrive at the tacility just ahead
of the storm. though swirls ot wind
and snow already cloak the sky: The
code given to you by the hrieting
team opens the bases doors; the
space beyond is dark and forebod-
ing. Red lights ilash in dark recesses
indicating that the hase was on alert
when the tacility shut down. You step
past the thick emergency doors iust
as a computer voice announces.
"This tacility is under Detfion 4 guar-
antine. Outer emergency doors are
heing rescaled The huge metal
doors begin to slide shu t.

What do you do?



I-look #3: Murder
on Asteroid Elli
This adventure works best in n nea r-
future PL E campaign. though you
can use it in any setting with a
Progress bevel of E or higher.

A mining detail has uncovered an
alien artifact on Asteroid BE. The arti-
tact. however. isn't just a dormant
chunk oi ancient technology. ft pos-
sesses a malevolent aura that can
bend the wills of the weak-minded
and turn others into psychopathic
murderers.

Background
The friars Stellar Ftesources Compa-
ny has been mining asteroids for
over a decade. iiecently. a new min-
ing base was set up on the large as-
teroid designated number iifi. This
hunk of rock and metal. about six
kilometers across. is rich in precious
ores. The base contains mining and
ore-processing facilities. ft houses a
staff of 113 people. each of whom
lives and works at the base for six
months at a time.

Well into the second month of the
current work shift. miners working in
a crater at the far end of the asteroid
broke into a huge cave. "I.-'llith.in that
cave. they discovered evidence of an
ancient civilisation. Among the ruins
was an artifact. a monolith of great
size. constructed of unknown materi-
als. The cave was sealed off. and the
base administrator sent a message
to his superiors on I‘-‘fats.

The heroes. in the employ of the
friars Stellar fiesources Company.
are sent to eitamine the artifact and
secure it tor turther study. when they
arrive. the base is in chaos. At least
two miners have been savagely mur-
dered. and everyone exhibits ex-
treme fear and paranoia. Some claim
they hear voices in the night: others
report that st-range beings have in-
vaded the complex. Everyone is on
edge. and the administrator seems
like he's about to lose control.

In tmth. the artifact is projecting
images and emotions into the minds
of the staff. Whether innocent in na-
ture or truly evil. the alien images
are driving the miners insane-—-and
the longer the heroes remain in the
presence of the artifact. the more
crazed they will became. They must
subdue the murderers before they
can secure the artifact ior further
study.

iii

Eupporting East
You should detail the administrator
and other base staff. including min-
ers. crew chiefs. foremen. security.
and geologists. No ne of them are
completely sane tand a few are more
crazy mid homicidal than others}.
You might also need to add support-
ing cast members to the heroes' re-
search team. especially if the heroes
aren't experts in archaeology. geolo-
gy. or other necessary sciences.

Trigger Ecene
Head or paraphrase this opening
scene to start the action:

The system li.ner drops your research
launch on the astcroidh landing pad.
then pulls away toward the safety of
open space. Fin airlock extends from
the mining base to provide an egress
to the facility. The hatches cycle
through. and you step into the base.

Three people approach you: a tall
man you recognize as the facility ad-
ministrator. a woman wearing a
union forernanh insignia. and a man
wearing a battle vest and a sidearm.
All three look nervous and anxious.
in the distance. you hear a pitiful
scream. followed by insane laughter.

"The loonies are at it again." the
man with the sidearm mntters. drop-
ping his hand to his weapon.

The administrator throws him an
angry glance. then turns toward you.
"Thank heavens you've arrived." he
says. "ltb been a rnadhouse here. and
l'm at my with end."

"That wasn't a long trip." the fore-
man snarls. her eyes darting back
and forth between you and the two
access corridors leading deeper into
the base. "l say we just call for the
liner and scrub this asteroid. its
jinxed or hounted—or both."

Suddenly. a man emerges from the
corridor to the right. f-leis completely
suited up. as though he plans to
leave the base. "You won't ltilf me.
toot" he shouts. reaching tor the air-
lock controls. None of you are wear-
ing protective clothing. lf that hatch
opens. you're doomed.

What do you do?

I-look #4:
First Contact
This adventure is designed for an ex-
ploration or space opera campaign
set at PL T or beyond. it involves the
crew of an exploration vessel en-

countering a totally new alien spe-
cies. Are these aliens friends or toes?
Will the heroes make a good impres-
sion. or will they doom future negoti-
ations by the decisions they make?

Background
The heroes' starship enters a new re-
gion cf space and receives a commu-
nication slgnal of unknown and
alien origin. ‘They trace the signal to
a ship that is at the farthest limit of
their sensors. Moments later. a sec-
ond ship. similar to the first. enters
sensor range. lt's on an intercept
course for the first ship. which con-
tinues to broadcast its indecipher-
able message at the heroes' vessel.
As the heroes analyze the sensor
readings. the second ship fires a
weapon that uses an unknown ener-
gy source at the first ship. The first
ship spirals down to the fifth planet
in an uncharted star system—a plan-
et capable of supporting human life.
but showing no signs of advanced
civilization. The second ship follows
it down. The commander of the ex-
ploration craft orders the heroes to
investigate. stressing that they
should evaluate the situation before
getting involved in any conflicts.

Supporting East
In addition to any important support-
ing cast members of the ship's crew.
you should define the aliens. Are the
crews of both ships the same? Are
there subtle differences the heroes
might not readily see? Are the pur-
suers the bad guys. or are those
being chased actually criminals?
C*nce you decide these issues. the
plot of the story will fall into place.

Trigger Scene
This adventure can begin in a few
ways. depending on what you decide
about the aliens‘ nature. Here's one
scene you might use to get the ad-
venture started:

Yo ur scout ship enters orbit around
the fifth planet and scans the sur-
face. ft doesn't take long to locate the
alien ships: The first one has been se-
verely damaged. but the other is in-
tact. You start down. planning to
land a short distance from their loca-
tion so you can observe the aliens in
action. lust then. your sensors piclr up
a massive energy surge-—the crew
from the second ship apparently
plans on annihilating the first ship!
What do you do?
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.A_gsr1ts—possibly even mutant blind-
walkers.

Ctne last thing to remember: lf you
or one of your players has a great
idea for a new mutation power or
oven a different mutant drawback.
use itl Most of the time. it's best if yoti
keep your new powers reasonable.
Balance in the game is important.
but it's your campaign. li you want
true superheroes. introduce a few ln-
credible mutant powers and reduce
the number of drawbacks.

Mutants in
the Campaign
As you consider integrating mutants
into your universe. look at these four
alternatives. The first one is simple;
Mutant heroes don't exist. indeed.
this may represent the most realistic
choice. Mutations in this universe
exist. but are usually harmful and
often fatal. No mutation conveniently
develops into an extraordinary. hero-
ic power.

f The second option is to rule iliat
mutant powers are incredibly rare.
Ctnly a select few have access to
them-.'1'hese characters may be
denizens of a single world. or pro-
duced by extremefy expensive gov-
ernrnent and corporate experiments.
Only those who meet very specific
qualifications can be mutants. The
few mutants who do exist are likely
to be objects oi scom and scrutiny.
Humanity. much like any animal
species. doesn't enjoy competition
with a superior.

The third option posits that mu-
tants are simply uncommon. Mast
people know that mutants exist.

eveti if they tloii't have t]1t.tt_'lI1 pets-I:=t':
al experience with tliciii. The sot'ri<'r:
t.‘.tt.lll'tEtl‘lllIf-.=E'. have rules and iiieans It'-
accorumrxlote rriutaiits into the citi-
ture. Any player can create ti mutant
hero in this type of campaign as hr:
or she desires.

The last option pr!-‘rt-]F:tllt-‘. fl1t'- ox-
treme point that evei'yorrr-- is a rnil-
tant. Whether as the result oi
massive irradiation from irirclcar
fallout or the tiiikeriiig of inti:-:1c-r-
mind aliens. iiurrioriity has cliringr;-it
ft's up to you to determine wlietlie:
everyone has the some iT1ltlt'_tll-til'l s. tu
if ericli iiitlivitt ual has developed
u niqae powers-

Incorporating
Mutants
The decision whether or not to fritter-
porate niutaiits in your cainp-riign is
completely up to you- ll you're l‘tr'.'|l
certain that you want riiutaiils ill
your game. try a tew roleplaying ses
sions with one iriutaiii here. Use inu-
tant villains and supporting cast
sparingly. ti. after a few advctitures.
the mutant rules are working for you
allow the presence rif rtitire tlltll-[ll'|li-i
to creep into your cam paign.

Accidental us.
Deliberate
The question of atrcideiittil v-:2-isus
deliberate mutations affects ll'tt'-:
level of genetic i-inrjirit-it-rtiiig and sti-
perhumans yrjrii woiii tri l-it-ll-L“ iii ‘y't'Jtl]
game. Accidental niutattons can't be
predicted or controlled: the hero cc"
his ancestors underwent a geiictit:
chaiige l.ir-_ir.'t'iuso til exptisut'e to t-J-ti}
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ation or a mutagenic substance. Pin
entire race oi accidental mutants
might be possible, if a colony is
founded on a planet or in an environ-
ment with unusual and special prop-
erties. Depending on the nature oi
the mutation, members of this colony
might be hated, feared, or pitied by
the rest of the galaxy.

Deliberate mutations might repre-
sent attempts by a secret organiza-
tion to breed supersoldiers or
superagents. If the hero is no longer
associated with the organization
that funded the mutant metamorpho-
sis, it may seek to capture its fugitive
mutant. Such outlaws represent
enormous investments at risk.

Sometimes, a group of people
might he subjected to deliberate mu-
tation for benign reasons. For in-
stance, colonists who will be
establishing a home on a high-gravi-
ty world might be augmented by su-
perstrong bones, muscles, and
vascular systems to resist the gravi-
ty, while colonists bound for an
ocean world might be provided with
gills and tins to better survive in
their new home.

Individual vs.
Enmmunitg
Heroes who are unique mutants.
either by accident of birth or by de-
sign, should be extremely unusual
characters. They'll have capabilities
that raise them head and shoulders
above the general population. Allow
your players to create mutant char-
acters if you intend to play a super-
heroic campaign or to put the
heroes in extreme situations. In a

normal heroic campaign, mutant he-
roes should be permitted only if
they are created with significant
disadvantages.

Mutants who are members of a
group of similar individuals should
be treated much like a new character
species. Lil-ce any nonhuman species,
mutants should have both advan-
tages and disadvantages- ll heroes
come from some particularly sturdy
or dangerous stock, they may en-
counter villains with similar or even
superior genetic enhancements.

P5||:||\|||:5
Many science fiction stories assume
that a few special humans and alien
species possess the ability to master
mental powers. Today, we have only
the most nebulous and imprecise un-
derstanding oi what these powers
may be . . . but in the tuture, people
may be specially bred, engineered,
trained, or cybernetically enhanced
to control psychic energies.

Psinnics in
the Campaign
Four basic options exist for integrat-
ing mental powers into your cam-
paign setting. The tirst one, and
obviously the simplest, is to decide
that they simply don’t exist. Abilities
such as ESP, clairvoyance, and tele-
lrinesis are hoaxes and trickery, and
have no place in the light of science.

The second option is to rule that
psionic powers are available only to
a very limited or select group of
characters. For example, there may
be an extremely rare psi-gene that
activates under certain conditions or
only among a select tew. A hero
without this psi-gene could study the
discipline for decades without be-
coming a Mindwall-cer. Maybe expo-
sure to a certain planet's soil or
radiation brings out psionic talent-
Or perhaps an expensive alien tech-
nology catalyses mental energies.
Hare and unusual, these Mindwallr-
ers might be ruthlessly sought out
and exterminated as threats to soci-
ety, or harnessed as invaluable espi-
onage assets. The public may be
unaware of or not believe in the exis-
tence of psionic powers. A hero with
the Mindwalker profession is pos-
sible, but should be the rarest of
characters. The most horrifying vil-
lain imaginable is the wild or rogue

Psi-detlsctnr

psi—talent who uses his powers
against the unsuspecting and de-
fenseless world around him.

lf you want to allow lltlindwall-ters
hut lreep them extremely rare indi-
viduals, you may use an Ability
Ecore generation method that makes
it difficult for players to predict or
place scores. It a player is lucky
enough to roll the prerequisites for
the Mindwallrer profession, he can
choose that prolession tor his hero;
but otherwise, he'll have to choose
another profession. 1'-in interesting
variation of this scenario is to bar
the profession to human heroes, hut
to allow characters of certain alien
species—lraal, tor instance-—to
choose Mindwallrer as a profession.

The third option is to decide that
psionic talents are uncommon, but
not unheard of. The man on the
street knows that intelligence agen-
cies and law enforcement groups
employ psions, and accepts this as n
fact ol life. A psion in this scenario
may have to have special registra-
tions, permits, or other legal limita-
tions on his actions, but there is a
societal infrastructure in place to
handle people like her. Ft player can
create a Mindwatlrer as desired in
this type of campaign, since they're
not that unusual-

The final option is radical. and
will change the nature of your cam-
paign. What if, someday in the future
or on an alternate Earth, everyone
possesses psionic powers? In this
scenario, no one selects the Mind-
wall-rer profession; everyone, includ-
ing the heroes, has free access to the
Minclwalker broad and specialty
sltills in Chapter l4: Psionics in the
Players Handhoolr. Mindwalirer
skills in this case become Ctpen
st-rills, available to everyone-



lncurpurating
tttlinrlwalkers
The decision whether or not to incor-
porate ittlindwalkers in your cam-
paign is completely up to you. ll
you're not certain that you want
psionic characters running amok in
your game, try a test run with only
one Mindwalker hero in the party.
Use psionic villains sparingly. If.
after a few adventures, the psionics
rules are working for your campaign,
you can always expand the presence
of Mindwallrers. Ctn the other hand.
if you don't like the cap-abilities of
Mindwalker characters or the flavor
they add to your game, you can gen-
tly retire the characters concerned
and continue with your game.

Talents
Dealing with talents is probably a
bit easier than dealing with full-
fledged Mindwalkers in your carn-
paign. Indeed, introducing a talent
or two may be the best way to bring
psionics into your campaign for the
first time.

lt's up to you whether talents exist
in your campaign: you can decide
that only talents exist, and that
Mindwalkers don't. This type of cam-
paign may present a human species
just beginning its exploration of
mental powers and energies. For the
sake of simplicity, you could also
make a choice to disallow talent
characters while allowing Mind-
walkers—either you've got the juice.
or you don't.

Cvaenrscn
The third major game option present-
ed in the Players Handbook features
technologically en hancecl charac-
ters. While powerful computers, ro-
bots, cyber-enhanced humans, and
self-aware Grid programs are a part
of many high-tech game settings,
you have the option of ignoring
them, leaving them as background
elements of your campaign, or allow-
ing heroes to make full use of these
special capabilities by creating en-
hanced heroes.

Humans who have been enhanced
by the surgical implantation of inor-
ganic systems and structures info
their bodies are cybemetic heroes.
These systems range from pure
physical enhancements such as der-
mal armor, reinforced skeletal struc-

ture, and concealed weaponry to
neural computer nets that interface
directly with the character's mind.
Characters may make improvements
on their basic human characteristics
in order to add speed, reflexes, sens-
es, memory, or intelligence.

Cybernetics in
the Campaign
Like other "improved humans." cy-
borgs differ from the average man.
They can do things that normal
Homo sapiens can't. Fear and resent-
ment are the likely result.

There are three ways to view cy-
bernetics in your campaign: the tech-
nology doesn't exist: the technology
exists but its use is morally ques-
tionable or requires an exorbitant
amount of resources: or the technolo-
gy exists and is widely available.

In a cazmpaign using the first op-
tion, the technology of active cyber-
ware—mechanical components
activated by the user's thought or
witt—may never be developed. It
might be possible to implant a laser
pistol in a human hand, but firing it
as an act of will may never be pos-
sible. If you don't want to deal with
cybernetics in your campaign, you
can decide that neural interface
technology has yet to be invented. Or
it might have been invented once
and abandoned as too dangerous.

Even if the technology is avail-
able, people may have many rea-
sons why they're reluctant to use it. If
it costs six hundred million dollars
for even only six million dollars) to
build bionic limbs, then very few
people are going to be able to afford
cybernetic enhancements.

The second option is that society
considers tinkering with the human
body to be morally reprehensible-
cyborgs are frightening abomina-
tions of technology, and most people
feel that they're just wrong. In this
type of setting, a hero with cybernet-
ic enhancements will be very rare-
the Gamemaster might decide that
obtaining cyberware implants re-
quires an extraordinary effort or
background, one with a terrible price
tag attached. For instance, the hero
might have to submit to implanted
modules that allow a controlling or-
ganisation to override free will and
commandeer the hero for its own
purposes. Cybernetic heroes may
live completely outside human law.

embodying a threat that human au-
thorities are legally bound to hunt
down and destroy.

In the third option, heroes have
access to cybernetic enhancements,
and the technology is reasonably
priced and accepted by the masses.
Minor, stylistic, and fashion-con-
scious cybertech improvements are
common. Pilots might be wired for
reflexes, infantrymen protected by
damage-resistant structures, and
corporate executives implanted with
databases for instant access. The
mechalus represents the ultimate in
this spectrum: all members of the
species contain technology that aug-
ments their biological systems.

ARTIFICIAL
INTELLIGENCE
Can computers become self-aware?
lf you assume that artificial intelli-
gence is possible, a spectrum of sup-
porting characters and heroes
becomes possible. There are three
general cases you should consider
before you decide where artificial in-
telligence fits into your campaign:
it's impossible, it's possible at high
cost, or it's possible without extraor-
dinary effort.

If artificial intelligence is impos-
sible, you won't have to worry about
sentient computers in your cam-
paign. Any computer equipment the
heroes use resembles the machines
of the 20th century. The technology
may be foster and more capable.
Slow as they are in electronic terms,
humans may limit the potential ca-
pability of future computers.

The second possibility is that arti-
ficial intelligence is possible, but im-
practical for all but a few specialised
uses. Perhaps the only way to make
a self-aware computer is to use a
large amount of living neural tissue
suspended in a bulky and expensive
life-support system. Dr, maybe artifi-
cial intelligences have to learn how
to think cognitively, like humans.
Once the machine is built, it may
take years to achieve sentience. Ur
artificial intelligences may be too
advanced, unstable, or inhuman for
comfort. They're dangerous or unreli-
able, subject to psychoses, mood
swings, or megalomania. The upshot
of this option is that artificial intelli-
genoes are built for special purposes
and carefully controlled by human
supervision. Heroes only interact
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with mechanical intelligences in
rare er unusual adventures-

Finally. it artificial intelligences
are relatively cemmen. everyene has
access le cetnpuiers er machines
with decisian-making abililies-Wl1at
daes this mean tar yaur campaign? It
means that the heraes have equip-
ment that may be smarter than they
are. Imagine that the ship's camputer
is perfectly capable ef minding the
stare while the heraes are aut expler-
ing the planet.5ucl1 a camputer may
trieniter their pregress. effer sugges-
1iens.and even fire up the engines
and tly ta the rescue if the herees get
inte tranble. it might even be pes-
sihle te allew ane at the players ta
run the ship's camputer as a metnhet
at 1l1t'.~ t_rrt:-tip at tiert:-es.

Cemrnen Fits pravide a safety net
fer the heraes. Instead at learning a
whale battery at highly technical
skills. they can buy advanced cani-
puters and saftware fer the tasks
they need ta accemplish. If there isn't
a tlat:tar in the party. a partahle cam
puter with medical diagnesis sett-
we re and a here whe knaws haw ta

CryEIIEII lattice |:irl:uitrg

switch it an ca|1 serve as n substitute
fer a trained medic.

fn a saciety where artificial ltrtelli-
gences are cemmen. ane cr ncial
issue might arise: Haw clees lhe law
recegnise. pratect. ar regulate intelli-
gent machines? Maybe Fits came
with a kill switch ta terminate them
it they get eut et central . . . er a
painfpleasure switch ta ensure carn-
plete abedience. What's the matality
at stake here? ll a here sheets a

desl-ttep camputer with an Fri pre-
grctm. is he guilty at murder. er de-
structien at preperty? [la Fits have
the right ta quit it they den't like their
emplayers? The way in which this
are regarded by saciety might have
a significant influence an the tech-
nelegy anti secial structure at the
campaign. It might alse tell yeu e let
abeut the henevelence at the saciety.

Ruhuts and
Andruids
ll artificial intelligence ls pessible in
carnpact farm. a self-awa re machine
with lecemetive and manipulative
pewers might be built- In a seciety in
which this are rare. exp-et1sive,ar
regulated in seme fashian. thinking
rebels will be eitlrenrely unusL1al—it
weuld be much easier tar an imme-
bile Fri te cantral remately eperatecl
rebet vehicles than it weulcl beta
meunt the flit camputer brain in a
mabile chassis.

lt's werth neting that e rebet is net
necessarily a self-aware machine
that acts like ct human in a tnetal
suit. Hebets take many terms; the
advanced manufacturing machines
in use taday are rahets. as are many
space prebes. renic-te—pileted vehi-
cles. and similar devices. in the tu-
ture. rabat technelegy may embrace
anything frem autemated terratern1-
ing er mining machines ta nanetech
surgical devices that repair the
human bedy frem the inside eut. In
mast science lictien campaigns.
single-task rebets like these will he
as cemman as screwdrivers; peeple
will think nelhing at passing aute-
harvesters in the fields. er dispatch-
ing rriail and messages an
pregrammed cauriers.

Dir the ether hand. intelligent re-
bats will he uncamrnan but net extre-
ardinary in secieties where Flt is a
cemmanplace teel. Fill the censidere-
tiens inentiened in the preceding
discussian still apply—ate rebels
citizens. and ll net. what exactly ls
their status? Ftebets are likely ta he
tar better than humans at many
tasks. but cempletely unsuitable fer
athers- Ftabnt surgeens make sense-
but rebet dactars er psychelegists
den’i. since they may net be able te
truly appreciate the mental at spiri-
tual sides at the humen cenditien.
Typically. rabets will be reserved tar
use in jabs that humans weuld tincl
t'iltttt?t1lt.l'tarir|g'.rlnntje-rrrt1=;_nr rite-



tastelul. and intelligent rebels used
only for the most challenging at
these.

Androids are o different matter.
For our purposes. we'll assume that
an andreid is defined as a rebet of
human appearance. Even if Al is so
advanced that a cemplete personr.rli-
ty can be packed into a man-sized
frame. the engineering difficulties of
creating semething that moves and
acts like a human will be cnorrneus.
While the hutnatr form is useful for
humans. it's net the ideal shape for a
variety of tasks. such as heavy exca-
vation. flying. or fighting. lntelligent
robots designed for these specialty
tasks are more likely to be clearly
mechanical in nature, with a body
shape and external covering suit-
able for their work. in short. there
haste be a good reason to build a
mechanical heing in the shape of a
human.

The same considerations for any
artificial being apply to andreids . . .
but andreids raise the specter afre-
placement. lf a robot is clearly a nie-
chanical being. everyone knows that
there are laws and standards that
apply just to artiticicrls- But an an-
dreid who can pass for hutnan repre-
sents a threat to the entire species.
especially if it is generally superior
to humans. lt's not unreasonable lei
luture Ill engineers to deliberately
aveid the human form, in order to re-
assure the public that their creations
knew their place in the cosmos. Un
the other hand, robots might be de-
liberately built in android form to
ovoid having them look mechanical
andinhuma11...it's all a matter of
hew society perceives the artificial
being-

Pill that said. andreids can mat-re
for very interesting characters in a
game. either as villains or as heroes-
Even it andreids are reviled by the
public and strictly prohibited bylaw,
many governments and corporations
won't be able to resist the temptation
to build superagents who can be pro-
grammed for complete loyalty, utter
ruthlessness. and photographic
memory. Since andreids represent
some expenditure of resources, time,
and meney. no one will build one
and then just set it tree-—-they'll build
the android for a specific purpose or
lor commercial gain.

FX
Art aptia-nal rule you might want ta
consider fer your campaign is "PX."
Short for "special eiiects," PX refers
to any ability or pewer a character
possesses that's beyond the norm.
Magic. miracles. enchanted items.
superscience gixmos. and r::emic-
book superpowers are encompassed
by the PX system. As such, most carn-
paigns should use these rules spar-
ingly. il at all. They're appropriate
for some types of catnpaigns. but cart
quickly ruin the flavor at a more tra-
ditional science fiction setting.

't"eu can modify this system as you
see fit for your campaign. in some
campaigns. herees have no more
than one Flt to call upon. and some
characters have no access to FX at
all. In other campaigns. every char-
acter has ene or more Fit abilities. lt
all depends on the type of stories you
want te tell.

Deciding nn FX
You have to consider if the special
abilities and powers you want in
your campaign can better be han-
dled by one of the other existing
game mechanics. In some cases. you
aren't really looking for an FX. you
simply need to add a new skill to the
skill list. in other cases. the FX you or
your players have in mind might bet-
ter fall under mutations or psionics.
or it might simply require the inven-
tion of a new bit of cybertech.

Some PX are decidedly special.
They allew rt character to alter the
world areund him in strange, ur1usu-
al. and often pewertul ways. When
you've decided that PK is the wey lo
go to handle a speciiic effect. the
rules presented below will help you
regulate that effect in a fair and cen-
sistent manner.

FX Skills
Fill PK fell under one at llte three
bread skills. When creating a|1f"'.l'i.
the first step is to decide which of the
broad skills best rlelines the effect in
general terms. The three PX bread
skills are Arcane Magic. Faith. and
Super Power.

PK specialty skills. on the other
hand. aren't cempletely mapped out
for you like other specialty skills in
the At.‘t'tIHNl't'i' game. Guidelines avr.-1-I
the next tew pages give you a good
start. praviding suggestions and
sorne examples. For the mast part.
you and your players are en yeur
own. You have to decide the extent at
any PX and the cost associated with
it. "Purchasing Fill Skills.“ later in
this C'l1-[1[1tlt'E.*I'.lE‘ll5 you how to do this.

Arcane Magic FX
Wizardry and sorcery til in most fan-
tasy releplaying genres. and you
might want to make them available
tor use irt this game as well. thrcane
Magic is a fantastic effect produced
through the use of ritual, word, or
will. er a combination of these three
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components. Spells and incantations
are the stuff el Arcane Magic, as are
many occult-oriented Flt. such as
transforming into an animal or ani-
tnal-hurnati hybrid. Consider Arcane
Magic to be the science of the un-
known. ancient lore that employs en-
chantment the way modern scholars
use the scientific method.

if-lrcane Magic often requires a re-
peated ceremony or gesture l"the rit-
ual"l. an incantation or spell l“the
wordiil. and the spellcaster's own
inner strength. concentration. ond
desire l"'the will“l to prod uce a magi-
cal Flt- Sometimes it may require
speciiic components that are used up
during the ritual. er a focus of some
sort. such as an amulet. talisman. or
wand.

Dace a character possesses this
Flt bread skill. the types of specialty
skills that can be added are nearly
limitless- Each speciolty {in effect.
each spell er spell—like Flt} must be
purchased separately. as detailed
below.

Using this system. an Arcane
Magic user will never match the
power and versatility of a traditional
fantasy spellcaster. The l:'l'f system

Celestial cnrnmunlcatinn

allows Arcane Magic of a limited
and more manageable type to be in-
cluded in a campaign. Of course.
since magic is only an object of myth
and bedtime stories in most modern
and futuristic societies, even the
smallest bit of real magic can be
stunningly powerful.

Arcane Magic
Specialties
Arcane Magic manifests as a spell
that can be cast to produce a specific
effect. Each Arcane Magic specialty
skill is in fact a single spell. such as
blast of fire, arcane shield, and wolf-
form.

Spells fall into these general cate-
gories: angnr. conjure. summon. and
transform.

Ir Fiugur spells are designed to
uncover secrets. predict the future. or
glean information through supernat-
urol means. Examples include read-
ing tea leaves, casting rurieslones.
calling forth images in mirrors er
crystals, using a divining red. read-
ing cards. using a lodestone. or even
consulting supernatural beings.

Ir Conjure spells are magical ef-
fects that create something from

nothing. Such a magical creation
doesn't last long. and it can be asle-
substantial as an illusion or as rea]
as a burst of flame. These magical
eiiects can be designed to deceive
anothers senses. causing others to
see or hear things that aren't there;
or they can be more substantio1.ac-
tually calling matter into being for a
limited time. Examples include all
kinds of illusions. spontaneous nat-
ural effects such as balls of lire.
bolts of lightning. or a cloud of acid
rain; small physical items of minor
consequence such as tools. coins. or
toys; small physical items of major
consequence such as precious met-
als. jewels. or hand-held weapons;
and large physical items such as ve-
hicles and shelters. Conjure spells
are also used to create shields of
magical energy. auras of magical
protection. ond wards or all types.

Ir Summon spells involve magical
movement—apening dimensianal
doors or otherworldly portals to tra-
verse the spoce between here and
there. transporting by will and spell
alone. summoning an otherworldly
creature through the flux of time and
space. and otherwise moving the



spellcastei. people, and things hy ar-
cane means.

Ir Transform spi-ills allow crrsteis
to change the riolure ol objects.
people. or themselves. Eitamples of
ticirislorrn spells include changing
one material into another tsiich as
coal to dianiondl. transforming a toe
into a lrog, turning oneseli into an
Lil'iiI‘i‘ttJl. iillering trriest-ill iritrr c1ritir|i-
rrial hybrid [such as tal-ring on the
lorm oi a werewolf or other supernat-
ural creature]. and bestowing eri-
chantments on mundane obiects.

Faith FX
l'r'lii'a-cles and divine intervention all
tall ulider the heading ril Faith FX. It
you want primitive shamans, er-totic
clerics. and holy rrieri oi all helieis to
receive power lDt.1SE'{.lt)]'| their lieliel.
then you might v-rant to nial-re this Flt
available iii your iti|.T'EFtN|T‘i' game-
'l‘iii'oi.igti prriyer. divine contact. coni-
rniinal belief. and holy ritual. nitra-
cles can be accomplished.

While Faith Flt. has its share at
ceremony and ritual. it also has arr
additional elenieiil not lound in iii-
cane Magic. Faith requires not only
unyireliiing heliet. hut an agency airt-
sirle the rraster ta serve ris a sniirce
tor the Flt. This aiitsirle ai_;;erit':y zzaii
he ri griiil. spirit. divine being. con-
scious iorce. or even the collective
taiili oi a 'i_itJI‘I1II‘|Ul1llyOll)i2llI_-3"Jti'-ti-;
that gives a liaty rnari his spiritual
power. Sometimes a holy item or
relic is required. and other r?irrripa-
iierits inriy be needed tor the ritual
portion oi the miraculous request.

Fitter" a character possesses this
l-“Ii lrioarl sl-till. he tniist [JttH.Tl'tIilSt;'H'L1l'tt:1*
ol these specialties: Ordinary nitro-
cles. Good riiiiacles. or r"1.rrir'izirrg triti-
ucles. This cleterniinos the qiiality at
miracles that a higher power can di-
rect through the character with
Ffilllt.

Using this system. an r"’il.'i'iIt-.r:|'t";'
game priest oi shaman will not he
able to irietcti the power and vei'sri-
tility at rr traditional rniracle-worker
in a laiitasy setting. The FX system
allows miracles ol a limited nature
lo he part ol on Fli.'t'|-;|iHi|'r canipaigri.

Faith Eplelzialtilss
Faitli rrianitests as miracles that pro-
duce speciiic eiiects. Each Faith spe-
cialty skill riescription provides
general guirleliiies under wliich a
r;l1aracter can pray for speciiic aid or
etlect

l..l1'illl'tIE with Arcane Magic. there
are no specific spells associated
with spiritual iriagic. liisteod, a mir-
acle-worla.-.-r clioases a general level
oi power. The ellect sought alter can
never he rriore pewertul than the
quality ot the Faith Flt specialty st-till
chosen by the character.

Ir Ordinary miracles can be per-
formed by any r:l"iarricter with the
Faith PX broad sl-rill. They prc.rvide
riiirioi bonuses oi penalties t-1 or +l
step}; heal small amounts oi stun.
wound. or tatigue damage; provide
very limited. very general intarma-
tian; or give some other minor bene-
fit for a short cliirrrtian.

D‘ Good miracles provide medium
iiaiiusr-rs or penalties t—2 or +2 stepsi;
heal mt-idium amounts oi stun.
wound, or tatigue damage; heal no
more than l poiiit oi iiioital daiiiage:
provide speciiic iiilorrnatiori: or give
soirie other iriediurri berielit tor a
short duration.

Ir Rmcrzing iniraclr:-s provide
major bonuses or penalties t 3 or +3
steps); heal large rirnourits of stun.
wound. or tatigue dairi-age; heal triat-
tol damage: provide expert inlor ma-
tiori; or give some other signilicant
beirr;-iit tor ri short rliiratiriri.

Super Power FX
Fantastic prowess, superscience
r_]rrr'lr;i=.-ts, irragical items, arcane
relics. and abilities like those at
corriir: boot: characters are handled
try the Super Power PX. ll you want
superheroes. supervillairis. or niirgii:-

litre technology irr your campaigii,
their use the Super Power Fit iii your
FtL't"E|-tHt'i'r' game. Pi Super Power FE
can be the result at a lont-astii: iriiita-
tion, a research project. arrraai-J lore.
mythology coma true. tilieti technolo-
gy, or even alien intervention.

Sorrie Super Power Flt might re-
quire a ritual or relic to use, hut niost
tend to be part ot a i.".ti-::trat:ti:-:-r's rictt1_tI'-
at ma]-reap. Once a charactei is titi-
bued with rr Super Power Flt, it's liers
to use-—-at least t.i1'llll the Fill energy
riiiis out {see "PX Energy" belowl.

Once a cliaractei possesses this
PX broad sl-till. tire types at specialty
sltills that she can odd are nearly
lirriitless. Each specialty Super
Power PX niust be pLticliaser.l septi-
rately, as detailed below.

Super Power
Specialties
Super Power PX manifests rrs powers
or abilities beyond the scope at nu
lure, or as magical t'2Il'S-;i_t]It-E?ltr;*L‘l1l1<_I—
logical items of great power. Eiititr
Super Power specialty slrill is a spe-
ciiic ability or item. Every Super
Power specialty is in one at these
categories: ericli-rrriiea‘ rel'ic, eirtrenie
ability. or -oirr-rsci'eiice gaclgei.

Ir Enchanted relic incliides mysti-
cal. rnrrgical. and riiytliological items
ol power that tall into a character's
possession. King Firtliiirs swiirtl Eit-
i_:a li tiu r. 'l'hoi"‘s ha nr mer. the Holy
Grail, an ei-ichrriitecl cloak oi rrivisi
bility or llight. Hercules' h-el‘. at
strength. Hcritiiid's horn. and the
Golden Flt",.‘E‘H{_1E!' are till er-ttttnples oi
erichanted relics.

I- Extreme ability handles Flt that
are part at -t_r r:liarar:ter's natiiral
iiialteup. thoiigii there doesn't have
tri ire aiiytliiirg iiatural about the
powers origin. Flying. tiring l;iolts oi
energy. turning into lire or writer. he-
irairiiiig invisible or ititatigilrle. stii:l-t-
ing ta walls. tiiitl iiiuiiipulatiiig
gravity are all r'-_I-}iitCtTl1[Jli'_?E:t at eiitreirie
abilities. Each eittrerrre at:-ility is rr
seflaratn specialty skill.
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Ir Uverscience gadget covers a
vririi-=ty at triiitrrstirr iiiventioiis, irlieri
i{'IfTl1ilUl[J'{.]il{?3E§.Ellltll'i_1l’ll.Ill.iIf_?'§.[Ili'§IIlU‘t':i-
llT]-f]|H1t:T]'lt'iSFT even the best technolo-
gy at the +:1I.f_t. Fligh: rings. super
i-!_1l-!_'I'.'-i'iI.:l4.l. i_1f_‘ll':-],f_1t.l1.Tf.1lttTE-Hi suits ii-t
"srrii_:r1" t_‘t|tt_1t_‘l-tI'-'.?1l'tI‘.t1I'Jt'. shields craited
i:oin iiir.lesti'ui.1tible irieteorites, welt-
.-itiiii.iliirg wrist iittrri:ls_ iitility trelts
iiill iii high-tr-:i:l"r i_,]i_iclgets, ray-beani
rraiintlets. and alien weapons ol eit-
ltiF'llt1.I={lE.*ElIi.tCil=’_l-Tiffifi all er-tririrples
oi '.II'iFt-:|i'EH_Tif.:!‘t['.'l_'_‘ grrrlgrrts. Ftlso, loo-l-r tri
i:-‘.i'i|.'_Ill_1'l't'_?I I2; Fllien Artifacts ior addi-
tional ideas ior creating overscierice
1.;-='|=.'igi--ts.

Purchaslng
FX 5|-(ills
ll F:"':l.'1lI'ii' Lisi=_-ill ili yeiit ctiitipriigrr.
tiir-iii cliuiticters have the option to
[IILlI|'t_1l'tIt‘-l.‘:1F;"'I.I|I't Flt broad slrill r"i hero

-:_rr_iri never t'.avi?- more than one of the
|'l"l broad sltills.

i'!'illE!I'5E*lEtTiil1t__']t'1]l FE lirr_iar_i sl-till.
tho hero in ti st piircliase associated
specialty sl-:ilis separately. Purchas-
ing ri hi"ai"irl slrill proviri'es no i'ir-rrielit
othr.-r their ijiiirrlitying the cliuracier
to buy specialty sltills. The striiirirrrri
costs lot the lrrriad sl-tilts are sh-ovvt'i
uii Tr'tl!l.lI GE-53; Fit Ht-tI"i."i|= Sin .|. Ci:-s'|'s.
Pis always. the Grinieiiiastei" is tree
to iiiodiiy tiie costs listed tti iil the-r
|3iai'tir;iil-rirs at his t_ii her i:r.impijii-git,

Fit specialty sltills are ptircliused
lTtt.t.Cl1lii{E any other specialty slrills,
Ilia-Ligli tlie cost is trrisetl on the rr1_ii]|
ity at a particular sl-rill's eiiect-

For Faitii Eli specialty sltills. this
is shown on 'l'i'i|ii.ti BTU; F.-‘ii |'H FE Si‘?-
i_t|i't|.'|'r' Sitltl Crj=H'ts. The cost at eacli
l-"i'.Itth tllti. specialty slrill is lira-iii. trtiri
isn’t computed litre the otlir-.-r Fit spe-
crciity sl-tills-

For Fircane Magic and Super"

Ptiwer PH specialty sltills, iisri TF.fi|.Ej
G?i; it‘-rsc.-irirt Irtitoic Er Sui-sit Powiiti Flt
Si-|:r:ri"-.i.'|'r Srtiii Ci_rsi's. Add up the
varying eiiects you've l‘:-uilt into an
Fit to gel a h-asr-i rzast ior the slrill.

l-‘lit specialty sl-rills with ri total
loose cost ol bi poiiils or less are con-
sidered to he oi C-Irdiiirii'y gtiulity; rr
total irase cost ol Ei—lU points iridi-
cares Good quality: oiiri a total base
cost oi l|—l5 points is Pimasiirg qual-
ity. No FE specialty slrill can lirrve a
iiiase cost at more than l5 points

The quality oi a specialty sl-till de-
teiitiiries its cost in Fl‘: energy to use
lsee "Ht Energy" belowl.

linprovirig the ranl-r ol an Flt spe-
cialty slrill is done the some as lor
other specialty sltills- The sl-:ill point
cost is eguril to the ci".ri"ent ranlt
added to the iiase sl-till cost.

Designing FX
Epecialties
l"-"loch at the niaterial to iollow is sitti-
jective; you niusl weigh design para-
meters aiid tiiolre decisions on Fli
that coulri tall r_:i".e way or the other.
lt's usually better to loan toward the
more eirpeiisrve rzrists when an PH
sl-till co.-'-it is in ti-t:iit_rt,

5tep I:
Describe the FX
Write r_r paragraph that riescriiies the
Flt specialty. Does tlie Fit specialty
cause dairiage? Protect irom dairi-
rigri? lil'r_res it allow liight? 'l‘irrie trav-
el? Whrit eitactly do you want the
spell. grirlget. or superpower to lie
:iiiir.- to acco|nplish'?'

The lirst step in tlesirrning the
specialty sirill is to consider which
fliiiility the i'l'l is associated with
t5treng‘.h. Deir:er"ity, Cr:-rrstiti_ition_ lir-
ielllgeiice. Wiil. ti-T l_-"eI:':'--._iiii;|liiy'I'. The
Fiiii li Iy Er?-tire ioeicoines tlte litise score
rieeded to successiuily use the Til.
hut mrit-re siirr-:- you have a logical
coiiiiotititiii to llie Fill‘-itity you've se-
lt—.-ttteri. in other words, dii-n't ar|:iitrari-
ly connect an l-'1-"i to r_i high Fibility
Score. that Ftiitli l"'l'-‘l. Will is always
iisi:i_i as the relevant Iti"iility._:

Etep E:
Determine the Duality
Every FE specialty sl-rill is rrited cs
Ctrdinary. Goo-ti, or Ftrr.asii'ig "i'oii've
tietrirniirrerl what you wcirit the spe-
trialty slrill to tit?-$:ri-triplish; new you
have to corisuit 'l'rilili;- GTE] or Tahts
GT1. ll yai1'i'ei.ising 'l"r|bi-e Gil, arirl
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tip the cest el ecrch et its ehrrr-:reteris-
tics te get the letel lziese cest. This
number is the cest ler e here te pur-
clitise the speciultif slrill r_r1 rerilr l-

|'lentem1*.ier.lhetetell:rese cest
else determines the specielttr sltills
guelily. es rreted ehette- Ne speclelttt
sl-till cert hrrve rr telrr] litirse cest el
mere then lh slrill peints.

Be we rt! et desigrring e specielttr
st-till thet hes e permenent eltecl er
en especielly leng duretien. Witt: the
ettceptiens et nrirecies end megics
thet ecluetttr elrritige the lttttttlt-: tit
suh-stences tnielting weler inte wine.
H‘t1_‘tlll‘_|Ill"_|-"lI'tQltlltj-ElE=lIIJ1'E'5.E'lE.l.Fll'l el e
pertnenertt lteture shetiltl Lie rere.

5'l:E|J 3:
Add FX Trappings
Trep-pings rnrrl-te en Flt ceme elive hit
presiding trisuel cues end releplet-'-
ing heel-rslht1tt'.'t‘!Tt he used in -tr geni-
ing sessien.5en1etreppings ere just
ter celer. end thel’s el-teir. Cltlrers t_'+_r1'r
retluee the {TEJ1-ll reqtlirtrrl te pt11't_‘.ltt‘t!-tr:
errrl impremre e perticuler Flt-

Ir Hrcene Megic trctppings edd
tletrer te spellcrrsting. lltll ert:r.rne
spells require seme cemhinetien et
rituel. werd. end will te bring the et-

.,_ '1

“*1-'

Turn victims nf cgknsis

tecl trite the riuturel werld.
Hitrrtrl includes ell preperetiens

necessery te cest e spell. iitcluding
nrel-ting gestures, teeding spell-
heelts. er irriegirrirrg ercene terrnules
in the mind. ll e rituel is e simple ee-
tien teen he pertermerl in ene phese
es pert et e single skill checltl. il pre-
rrides ne redtrctien te the cest el e
spell. The rituel is simply e pert el
the specielty :.-:lt.ill’slle1.'er.

It the ritnel uses e cempleit slrill
checlr, requiring e numher el success-
es hesetl en the quelittr et the spell 1e
cest tsee "Cempteit Eltill Checks" in
Chepter 3: Gentemesters in r"5it:t'iert_J,
their the tetel hese cest et the spell is
reduced by l. ll. er 3 peints. [The curri-
pleir sl-till checlt must he C!Il'l:lI'tZl.ll1t.It"y'
r_:ernplertit1,r in erder le guellty ier the

I -peint rerluctien-l
it Exemple: Wellgeng designs e

spell et.Ftme;1:ir-ig quelittr with e tetel
hese cest et lll. He decider-t te ettech
rituel treppirigs te the spell. reduc-
ing its eest tterri ld te ll slrill peints.
New the specielttt skill is cheeper.
hut it must he perfermed es e certi-
pletr st-rill eheclt el lltmezing cemple:-t-
ll‘f.I|"ElC[1.lll.'l.i|'l'§§ 5 te ID successes te
cemplete.

El it-rs rqr.-

“..
i‘

l-‘—l-1'1 I
.1-- ___, .i,_..__'\ ' -r""-ll

h -- - -- -:-
-ft 1‘.

Werd end will dre tied tegetlie-1'
end must elwetrs he pert et the et-
cene cerernen1_.t. Werd is the ectuet
irecelisetien et the megicel phrese
required te crctiirrrte the Flt, white
will prevides the energy netressery
tetilter the neturel werld ir; seme
weir. Neither el these cen he eltered.
se heite ne ettect en cest.

In etl-rlitien, en r‘-ltrcene Megic FE
specielty sl-rill cen tretre twe ether
trrrppings: cempenent enrl teens.

Cr:-rriperient trrdicetes thet tr per-
ticuler spell requires en ingredient
te cest. A cempnnent shenld he tied
le its spell in seme wey end net he e
cemmen el:+]ect. Fer er-temple, e spell
thet permits tlight shenld require the
leether el en uncemmerr hewlt tether
then ene lrem en everydetr pigeen. Fl
cherecter sheultl l-teep treelr el the
utreilehle steclt et cempenents. es
eech use el the spell riirnirrishes this
supply. Spells with cempenents lieire
e hese cest redtictien et I peint.

Feces presides trnether limiting
lecter en hew end when Flt cen he
eetlveted. Tirpicel leci irrclude
steves. wenrls. crttstels. emulets. tel-
ismens. spell liieel-ts. cets end ether
etiiniel pets. er even enether sen-
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tient creulure. Witlreirt Lt tecus. the
:-;|:-ell t:t1n'1 he trtrtrvtrttlrtl. Pt spell tlrt_lt
teetures this tr-ripping hes e l-peint
reductien te its cest.

Ir Feith tteppings ere represented
by e relic thet set yes es e symbel et
heliet end e cenduit et spirituel pew-
er.Witliri1r1ittrtrh rr tecus. the rrester
setters e psnelty besed nn the gueli
ty et the mirecle being preyed ter
t+l.-'+lll-I-St. Fer extrrnple. cttternpting e
Geecl niiretrlewi1heuttteppingsim-
pe-ses e +2 penelty err the Feitlr Flt
specitrlty slrill ehecl-t. The rituel let ti
rnirecle is the preyer itselt, which is
simple in neture. There ere ne cest
red =.t'.'.t| trj;-es ter l"r_ri1l1 lrrrppin-;]s.

Ir Super Fewer treppings very
wildly. hut mey reduce e sltills hese
tlIL"JHl llll l'_§tl|l'|t.'I ttIt'IE*lt.‘."7r_ ll:|._llTl]'|"ltl|'|. l.'ttIl1‘il. TE“

t_l1it_."e1"s rnt_:Itrr_te e pewer lirnitetien. tr
trigger. er e cetnpenent needed te
n'rt|l-te t1 sttper—strierrt:eg!trtlgt+1eper—
ttte- Frey el tht-"-se treppings cen pre-
virle t: cest reductien el l peint.

l.-r'rrrrti':tren.-t ere tzern men items
thtrt hinrlet the tinsel til certein Flt.
Such en itern cen erlrl penelties te en
Flt st-till clreclt er preliibit the use el
the Flt it: its [_tIl;?St‘:t1L'l';?'. Clplitrtlttlly.
the item mey vreel-ten the cherecter
directly; tei exenrpte. rt mey reduce
Ire rliliility Srrnre ter it perierl el time
u: r_'t.tLt!;ie tr.:tigI.ie er stun durrrege.
Cerntnen lirnitetiens include speciiic
tninerels lt"ec{trr.-netes el light er
seunrt, celers. chernicel mixtures.
writer. er speciiic creetures er plents-

Triggr-.-r.s trre rrerrtiitierts thet must
he met ter certein Flt sltills te he
Lit-jF'_*tl. Fer extrrnple. u certeiri sl-till
niirrht nrrty he tisetile tllt nig|1t,1.1nt.ler-
greu11t;l-:ir in the presence et the
l-_1mily pet.

t_'.'t:-rrrpr:-rrtrrrlrt t|rr-:- prer:it_itts rI1ir1ei-
rrls s1.1r_:h rrs silver er geld, specie]
sistirrns enrl t.'emperrnds thet telre
tl|l'l.'t't‘ -t'ITltl T-t"'E-H']'ltlTt"t'-l'E':T tttl [lTl':i].']'tl|I'l"f, UT

spe-r_:itir:t:ne1'gy se1;rr:es tit limited
eveilebility.

5tE|:l 4:
Fh=_Ir:|:rrr:l lnfnrmatinn
l“'i'5?1Ir'l|'If‘l the pertinent intetmetien re-
g-:1rr.lit1g1l1el"lt:tlit: Flt sltills, the
lien-Us, villein's, er elie-n's Flt energy
1-;~ttrt.et1d the genie etlects it the Flt
slrill ctietilt stir?-Eeeds.

FX Energg
i-lew elten yeu rtllew cherecters te
demenstrete incredible Flt pewers
depends t:-n the tene til yr:-ur trem-
peign. lit-:~lt;=|' it:>Ts|=-|.|' GT2: Flt tI'.rit~iiie".=.

Sterling gives the emeunt et Flt
energy thet e stertirrg cherecter with
Flt pewers be-girls with. Luter in their
crrreers.cl1erectets cen increese the
emeunt et Flt energy they pessess.

Mcrx gives the rnest Flt energy e
etirrrecter cen ever heve.

Cest gives the sl-till peints needed
te _t_1urt_'l1r_r-se en extre peint et energy
te edd te the cherecters permenent
reserveir. Fer exenrple. e cherecter
in e reelistic cetnpeigti tn u st spend
Flt] skill peints te increese his er her
Flt energy tetel trem 5 te I3.

Using FX
l‘~"le-st Flt wetl-: just lilte ether sltills in
the getne. Pi pleyer cen decide thet
his here is geing te use en Flt sl-till in
pletre et eny ether ectien- Pin Flt slrill
scerc is eguel te the essecieted r'ltbil-
ity Scere plus the num her et renl-ts
lhe r:t1errr-::te|'p-essesses. Fin Flt sltill
elieclt hes e bese situetien die et
—-dtl

H::it:h ettempted use el en Flt spe-
eielly st-rill censurnes e number et Flt
energy peints. depending en the
guelity el the Flt specielty sl-till end
whether er net the ettempt succeeds.
Fleler te T.-ties GT3: Flt I-Ite;tic-r Cests.
Ctnce e cherecterts Flt energy tells te
U. ne mere Flt uses cen be ettempled
utrtil the energy is replenished.

It e cherectc-r's Flt energy tells
helew ll. he sutters tetigue demege.
Fer eech Flt energy peint thet isn't
eveileble te spend. the cherecter
sutters I peint et tetigue dernege. Ell
ceurse. e cherecter hes te heve et
ieest t peint el Flt energy te even
titelte en ettempt te use en Flt st-till.

Resisting FX
ll en Flt is directed et enether cher-
ecter. the tetget mey heve deterrses
te use egeinst it- liesistence medi-
liers mey epply penelties ter e
be1rus_I,es with eny ether slrill use. l1
ell depends en the neture el the Flt.
Seme direct-etteclt Flt terms tlttrcerre
Megic er Super Fewer sltillsl cen be
resisted by either Strength er Dexter-
ity resistence meclitiers- Flt terms
thet terget ether espects et e cherec-
ter cen be resisted by ether meens.
es determined by the Gememester.
In rrdrlitien. ermer cen help egeinst
seme Flt. especielly eltetrl-rs thet ect
es tew impect {Ll}. high impect tHli.
er energy ll:'tnl- weepens.

FX Energg
Recovery
ilt here's Flt energy less retlects hew
much "inner strength" he hes tn
pewer his Flt sltills. it this strength
runs eut, Flt cen't he used until he re-
cevers seme et his Flt energy.

Flt energy peints ter iltrcene l"-"legit:
er Super Fewer sl-ritls ere recevered
et e rete ei l. E. er tl per heur. besed
en lhe result el e Will teet checl-t er rt
Heselve -menlel reselve slrill chect-:1
Criticel Feilure. lese enether Flt err-
ergy peint tsutter l peint et tetigue
demege it he peints ere eveilehlei;



Failure. no recovery this hot.Lr: Ordi-
nary. recover t point: Good. 2 points:
Amazing. ti points. Ho recovery oc-
curs during e:rr hour in which a char-
acter tries to use Flt. it a character
spends a tull eight hours resting and
net attempting to use Flt. all Flt ener-
gy points are recovered [unless you
have a story reason to keep a hero.
villain. or alien exhaustedt.

For Faith. the recovery process is
a hit ditterent. The character must
actively worship and pray ior the re-
covery ot Flt ene-rgy—recharging a
spiritual battery. Part at every day
must be spent in prayer and medita-
tion. Ht the end oi the day. Flt energy
points are recovered at a rate oi 1. 2.
or 3 points based on the result at a
Will to-at check or a Hesolve—m entel
resolve slrill check. No recovery oc-
curs during a day in which a charac-
tsr attempt to use Faith Flt. it the
laithtul character achieves a Critical
Failure result. he has somehow lost
his way and rnust periorrn some to-rm
oi penance betore he can once again
begin recovering Flt energy.

Snme FX
Examples
Hers are examples oi each kind at Flt
described in this section. Players
and Gamernasters are encouraged to
creats any Flt they teel will tit into
and improve their campaigns. In-
cluded in each description are the
point costs related to the design oi
the specialty skill.

Fate Easting
Pu-ca.ns Magic. Augur sps11:WlL;
Good quality. base cost B

This spelt determines the possible
lots of o character within the nerd 2-l
hours [5 ptsl: provides general infor-
mation t3 ptsl; and requires the cast-
ing oi runsstonss l—-t ptl over the
course at a skill check at Good corn-
pler-ritv t—E ptsl.

lilnlt nf Lightning
Arcane Magic. Conjure spoil: WIL;
Good quality. bass cost 5

This spell aims a bolt ot lightning
at arr target [energy attack. 3 ptsl. ll
inilicts Ordinary damage til plsl ct
dilisldilwld-'-l+Ew {low stun, 1 pt; low
wound. 2 pts}. The bolt's range is
Elillli meters {Z ptsl. Trappings are a
wood shavings trorn a lightning-
struclr tree t-I ptl and a slrill check ol
Good compieraty t—2 ptsl.

Flg
Arcana Magic, Summon spell: WIL;
Good quality. base cost 9

This spell allows the caster to tly
t5 ptsl at a rate equal to his tly move-
ment rate [see TABLE PB: Conner"
t'vIevsMt;r~t1' iitmt-s in the Players Hand-
hooltl. This [light lasts tor 2 minutes
it pts). It requires a component oi
soap bubbles t-1 pt) and a simple
skill check.

Enchant Weapnn
Arcane Magic. Transtarm spell:
PER: Amazing quality, base cost ll

This spell temporarily bestows
magical qualities upon an ordinary
weapon. making it more potent in
battle. ll provides a 3-point bonus to
damage inflicted by the weapon l5
ptsl. and the weapon remains en-
chanted tor 3 minutes (6 ptsl. Casting
requires a component of silver dust
sprinkled over the item [-1 pl} and a
simple skill check to activate.

Divine Guidance
Faith. Ordinary miracle: WIL: Ordi-
nary quality. base cost 5

With this miracle. the character
prays for advice concerning a partic-
ular course of action—“Should we
enter the alien structure?" or "Should
I turn over the data disk to the gov-
emment official?" The answer comes
in the term of a feeling or sense oi
the rightness or vvrongness oi on ac-
tion. The guidance is equivalent to
general knowledge.

Divine Blessing
Faith. Goad miracle: WIL: Good
quality. bass cost ID

When this prayer is answered, the
miracle worker causes o divine
agency to bestow a blessing. This
blessing takes the loan oi a -1 bonus
to the group's action checks and
adds +1 to the group's resistance
modifiers for the duration oi the mir-
acle. The blessing remains in atiect
tor 2 rounds.

Snng nf the Eagle
Faith. Amazing miracle: WIL; Amaz-
ing quality. base cost I5

This prayer is answered by chang-
ing the miracle worker into an eagle
tor 1 hour. Frs an eagle. the character
retains his own Intelligence and
memories. though he interacts with
the world as rm eagle woutd—hs can
fly, screech. and hunt, and has excel-
lent vision. As an eagle. the charac-

ter has a durability rating ot Elfilti.
Once the eagle is knocked uncon-
scious or runs out at mortal peints.
the character returns to his normal
lorrn: the damage suttered in the
eagle's lorrn remains when the char-
acter transtorrns back to normal.

CIDER Hf |I‘I\r'|5||Il"i'II[.|
Super Power, Relic: DEtlt: Ftrnacing
quality. base cost 12

When the word ol power is spo-
ken. the cloak turns its wearer invis-
ible. While activated. it provides a --H
bonus t'l' ptsl to all Stealth checks
and adds +2 to the resistance tno-cli-
tiers at the caster tor any attacks that
require seeing the target t5 plsl.

Strength nf the
Behemnth
Super Power. Extreme Hbility: GUN;
Good quality. base cost Q

This power increases the charac-
ter's Strength score by as much as 3
tltl ptsl lor as long as the Flt energy
lasts. Every round. this power uses
up 2 points at Flt energy. Fin Flt
check is required to activate the
power: degree of success indicates
the actual Strength increase
{+1.-'+2l+3l. This Flt has a limitation:
In the cold ltl" Celsius or lessl. the
check is made with a +1 penalty t—l
ptl.

Web Splnneret
Super Power. Chrerscience gadget:
DEX: Ordinary quality. base cost 2

The web spinneret is an aver-
science device wom around the
character's wrist. It consists oi cor-
tridge cylinders. o touch-activated
tiring mechanism. and a high-powe
ered compressor that expats chemi-
cal webbing irom a nozzle. When
activated. the web spinneret fires a
line at superslrong. ultrathin materi-
al that slicks to o distant object. The
webline can he used to swing across
open spaces. oid lltthletics—cl'i'mb
slrill checks. or stop lalls- The cost is
l Flt energy point per use or per It]
meters at tine expelled. The tine has
a range oi llllfltlldtl meters {ll ptsl.
with a +2 and +3 penalty tor medium
and long range attempts. For Flt skill
check is required to activate; when
Flt energy is exhausted. the web rna-
terial must be replenished. which rs-
quires a Technical Scisnce—repai'r
skill check ot Good complexity l~Z
ptsl. The wsbline has an eitectivs
Strength score of IE.
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The animals and nenhurnanold
aliens described in this chapter have
the same kinds of game statistics as
herees do-——tigures such as Ah-ilitv
realms. resistance rncciitiers, and
fsltill sceres. However. thev don't ai-
:W-U“jI'B “play hv the rules" in terms oi

igsieisrte that are derived irom other
|
|
r

I

-hu_t;tte attack succeeds only on a re-
'-suitct H or lower. DOt'.'t'l be surprised

"values.
l "For instance. we've given the
inule a Strength scare at it and a
“Dexterity at ii}. It does damage by
"kicking. a iaan at attacl-r that is relat-
ed to both Strength and Dexterity.

when you see apparent inaccuracies
such as these in the descriptiens that
toiiew--same numbers are purpose-
ly rnediiiecl ta yield a clearer picture

-at what a certain type at creature is
lilte.

Ability 5|:|:|res
in the statistical summaries that tot-
levv, each aniina-I and alien is given
.a single value ter each Ability Scare.
‘these numbers "describe a typical
creature at the type. In arldittnn, a
irimnher range is given in parenthe-
ses alongside each typical score.
This range, represented by a die roll
added to a constant". allows you to
create individual creatures with
Hhilittt Scores that niavhe higher or
tower than their species’ average.

For example, the typical great ape
has a Strength scare-ui iii. You could.

-|+_.

hawever. roll dlii and add the result to
12 to create an individualized great
ape. This particular ape would have
a Strength score between 13 and IB.

in general. c creature's Ability
Scores can be used as a basis ior
comparing the creature to a human;
ior instance. a typical great ape is
stronger than the strangest normal
human lwhose STH can't be higher
than lrti. But the comparison doesn't
always hold true when you censider
how a creature is capable at using
its .tihi1ities-—just hecause a horse
has a Dexterity ct lit doesn't mean
it's more agile than an average
human. whe has a Dexterity cl El. Al-
ways take into accaunt the nature at
a creature when determining what
its Ability Scares enable it to accom-
plish.

intelligence and Personality are
treated differently; ior these Abili-
ties. the number range in parenthe-
ses is preceded hv the word
"Animal." This value is an indicator
oi the creature's level of ability in re-
lation to other animals. For instance.
dogs are smart auima1s—tl1ev can
salve mazes. recag nize when a
human is angry. and use effective
pack tactics when attacl-ring prey in
the wild. But it's ludicrous to assign a
typical dag a higher Intelligence
scare than a slow-witted human.

Thus, the entry iar aricg’slnte1li-
gence is "lNT 3 '.'_l'-ininial ll or cl-i+Ell.“
This means that no dag is as intelli-
gent as a human. hut the tvpical dag
has an effective Intelligence scare at
ll when attempting to do something
intelligence-relateu:i that an animal
is capahle ol- negctiate a maze. un-
derstand a simple command. use a

SC1t1tiCl at a gs-stiira tri fftl-tltIIll_ttiLII‘f]it"
some inicrniation. -Ill van 1.-.-ant, v-._r.i
can rail -Ll-i an-rt adti El lr.- llt-- result t-..:-
Eleterniine this statistic: l-.'I!I ri ti-rirti-1'11
lat dog

Parsalialitv wail-:s iur.-cli ll'tr- .-'-Illtll."
wrap for na:1sr::1tiar'|t l.'It'l]I'tlttl1"'.. F'_:ri-':ir:-
hie animals have a iiigii Persr.:nr.iiitv
:'-Lcrira lii rellect the lrrcf lllttl tli|'~1.-'
work We-ll vvillt er_rr_?li c.'i‘.iti5-i. llzit rut titi-
human scale, these animals l‘-s=r"s-=-~11
Gill?‘ scares -ll-[Hill r.'.*i{L‘t.'+er.'.l Fl r.'11 Iii.

Fl-dclilianally, t"tt'llIIttIl_=-3tit‘.--'1-I
tremelv limited in their use at on
counter skills; while it's itoiiceivtiii-le
that a dog niigiit ll'tllf.l'tltl=t'lI1_' s-.»r1i=.i|;1-tie
with a growl, at can viiice =1; he-| |_| t-_;
lellow it ta its trapped master with -:1
sitrxfesslttl lntetllgciirre r._ir i3i':-!sr'itiiil|-
tv teat check, it nial-re:-_". -rt lai Iltt'rl-I;-
sense tar van ta dispense with grriiis
mechanics in such sitturtiun:-:1 i.t.-1 tin.-
plavers decide it their l'|r-]'I'ir.-5: will if-w
where the dog warats them t:_=- gin

Attacks and
Defenses
Fin aninial'sa1 alien's i:~1'e[e:ter."l
tcrrntst oi attack rind iiii".-aze Sir:t|.?~r'i.=.=i=:s
appear in this section. Use ti will
hase situation die on a clierlr tit ¢=..t-
il an attack surrceerls. l3i'er;lr.it-".'i:;~; :'|:it-
rirally have higher attarti-: sr'tr|"r'-s tin-:i
damage ratings than l‘1-E!ll_‘il1."I.'_'1t'-T-L‘!-I-Il]'tfl
nanaggressivrj: ariirrtrrls. .'5t|i_ii:s1ii:|-."-rit:-
{ctr Strength are a'5rr-1-tr-rlv ll‘t{fitl'flt?tl. |.'|
the damage iigures

The ciltrral-: scams listr-r-:l §.II.-.'tlll|Il 2-ii
a typical creature r.iltl'.-espr.v.‘1r.-s: it
you create a creature whose E~trer.r_itli
-D1’ De:-cteritv is iii-;_rl1~:.-r ti-1 lav.-'-._~! ilttllt
the average. adjust tire <.:tta:1l-: s~r1-"mi-.~i
and damage ratings rrccordinglv
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Mast an_i.rnals and alien creatures pessess a shert list at
bread skills land in many cases. a specialty skill ar twal
that werk much like a here's skills. These represent the
innate abilities that an animal ar alien creature pessess-
es; unlike humans er intelligent aliens. animals can't
learn new skills er imprave their scares in existing skills.

A number in brackets represents the creature's scare in
the bread skill ar specialty skill that was just mentiane-::l.
Far instance. the skill list tar the great ape begins with
"Athletics [lB]-climb |'.i&'J." This means that the creature
has a scare at lE tar skill checks related ta the Athletics
hraad skill. and a scare at 13 ter skill checks that invelve
climb-i_ng twhich is the same as saying the creature has
rank 2 in the climb specialty}. Far a particular ape with a
Strength scare ather than IE. these scares wauld be ad-
justed up ar dawn as necessary.

Animals in Enmhat
Animals dan't attack just because a human crasses their
path. Rather. these creatures attack because they*re
lrightened. angered. startled. ar tin rare casesl hungry.
Unless an animal is actively hunting tar a meal. it en-
gages in same kind at display designed ta warn the hera
aii—such as grawling. bluiting a charge. beating its
chest. and sn an.

It an animal daes stalk a here. it attempts ta use
Stealth in erder ta surprise the hera. This is a natural tac-
tic ai predatars eve rywhere——the claser a predatar gets
beiare its prey natices. the better its chances at killing the
unsuspecting creature.

When an animal attacks a human. it naturally tries ta
clase with the victim. A large animal's first attack. tar ek-
ample. is alien an attempt ta knack its human target ilat.
sa that it can easily bite and claw its prey. Pteter ta the
"Uver|::-awering" sectian an page =13 in Chapter 3: Game-
masters in Actian tar mare detail. An animal with several
attack aptiens can alten try ane at each {biting and claw-
ing. tar esarnplel as a single actian.

Few animals tight ta the death. Once an animal suiiers
substantial waund clamage—--ar even it it tails its initial
attact-.:—it's likely ta break ail the light and mave away. Di
caurse. the re are always esceptians. Creatures such as
cracadiles and sharks semetimes lack the ability ta real-
ise that they’ve been martally wc-unded. and bad-tem-
pered predatars such as grissty bears might lapse inta a
state at rage as p-art at a shew at resistance.

ANIMAL COMPENDIUM
The material that lallaws is by na means a cemplete list-
ing at every dangereus creature. but it centains eneugh
intarmatian far yau ta get started. and seryes as a guide
ta designing creatures speciiic ta yaur setting. Far es-
ample. a caugar is basically a great cat that‘s smaller
than a jaguar ar a leap-ard. sa yeu can use the descriptian
tar “Cat. great" and reduce the animal's Strength and
Canstitutian scares a bit. Similarly. yau can use the stats
tar "Shark" ta create a smaller carnivcraus lish such as a
barracuda—scale back Strength and Canstitutian same-
what. add a few paints at Dexterity. and change the resis-
tance madilier vs. ranged attacks ta +2 ar +3 ta retlect the
smaller crecrture*s impraved dcdging ability.

Ape, Great
STH lE- ldS+ til lltlT 3 'I[Anima1 ll ar dE+Sl
DEX ll] ldS+'?l WTL lit ld4+l2l'
CON IE td*t+ 13} PER 3 lAnimal ll] er dtl-+5}
Durability: lEilElElE- Acticn check: it-t+r'l3l'Eil3
Mave: sprint 4|]. run 24. walk ll #Actians: 3
Fteactian scare: Urdinary.-"2

Attacks
Pummel liilill-1 dEi+=ts.tdEi+2wl'E‘.d4+Ew LIFE}
Bite lE.tBl'*t d-t+ ls.-“dd wldt+ l w Lllfi

Defenses
+3 resistance madiiier vs. melee attacks
+1 resistance madiiier vs. ranged attacks
Arn1ar:d*l—El[.l}. nane ll-ill. d-4-2 {En}

Skills
Athletics [lt'l]—clim.h ll-El; Mavement [l5]; Stamina [lEi]—en-
clurance HE}; Awareness [l1t]—intuitian I I TI. perceptian
{l.5.l; lnvestigate [l4]—search l’ I El: Hesatve [14].

Great apes include gari_llas and arangutans. In the wild.
they aveid man and anly attack it stunted cr harassed.
These animals are enarmausly streng and make use at
averp-awerirrg {see Chapter 3} ii pushed inta a tight.

STE 12 tdt-l+lDl INT 3 lAnimal ll] er d4+Bl
DEX 12 td-i+llll WIL ll I[d=t+Ell
CON B |[dE+5l PEH 3 tAnima1 t2 er d1t+lEIl
Durability: BIEMJ4 Acticn check: l|t+i'l3l'Ei.|'3
Mave: sprint 45. run 25. walk El #Actians: 3
Pteactien scc-re: C-'rdinaryl'2

Attacks
Bite l*tr"'i'r'1'l d4+2s."dtt+ lwl'd=t+ 3w LIIO

Defenses
+2 resistance ma-diiier vs. melee attacks
+2 resistance madiiier vs. ranged attacks
Armar: dd-l ll-ll. nane ll-ll}. d1l——2 [En]

Skills
Athletics ll2]-clirnh I14]; Acrabatics [I2]; Stamina [Bless-
durarrce I I 4;; Awareness ll l]—intuttian I I dl. percepticn
H2]; Investigate [1 t}—search fl 2}; Hesalve [ll].

Eabaans can be extremely dangereus animals. They are
aggressive and intelligent. and travel in t-reaps number-
ing in the dasens. A single animal is mare than a match
iar an adult human. and unlike ather primates. babe-ens
dan‘t always avaid canirantatians with greups at humans.

Bear
STH l5 ld-t+lEl ll'*lT2 lAnimal Bar d1‘-l+El
DEX S [dd +E]I ‘-NIL H td-‘l +12}
GUI"-I IE lfidt-1+ llll PER Z lAnimal S ar d¢l+=tl-
Durability: 2ttl'E-'ll'l2r'l2 Actian check: 12+!’ l lt54'E
lrtave: sprint SD. run ES. walk S #Actians: 3
Fteactian scare: Clrdinarylll
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Attacks
Bite ISISI4 d-'-lwIdS+lwi'dE+3w LIID
Claws lEISi'~t dS+ls."cl-t+lwl'dE+2w LIIU

Defenses
+3 resistance madifier vs. melee attacks
na resistance madi tier vs. ranged attacks
Armcr: dS tLl]-, dt-t—l if-fl}, dS—l {En}

Skills
Athletics [l5]: Stamina llE]—enr.turance IEUI; Awareness
l14l—Intuitian HTI; investigate [til]-search ll'5.l. track [L5]:
Ftesalve [l4]—physicai resalve lllll.

This entry describes a large brawn hear. ar passibly a
small grizzly. A palar bear ar a large grissly wauld have
an even higher Strength scare and cause mare damage
with its attacks. Given a chance. mast bears will aveid
humans. E-ears are mare likely ta attack because they've
been startled than because they're hungry.

Buffalo
STH 15 'l2d4+lUl [HT 2 tAnimal S ar ds+=tl
DEX S ld*t+='fl WIL El ld*'-l+T"}
CON lit t2-:l-'-t+llIl PER 3 {Animal ll ar dIt+'I-II
Durability: 2lI'2 l ll Uilfi Actian check: S+I'El+'1tl‘2
Maver sprint GE. run 3|]. walk E #Actians: 2
Heactian scare: l‘-'.larginalr'l tfiharge: Ga-ad!’ ll

Attacks
Charge l3If:it‘3 dS+lsi'dl2+lsI'dSw LIIU
Gareltass IHIEIS dSsi'dEi+2sI'dSw LLFCI

Defenses
+3 resistance madifier vs. melee attacks
na resistance madifier vs. ranged attacks
Armar: dE—l {Ll}. dd-2 ll-lll- dE—2 tEnl

Skills
Mavement [l-t]: Stamina [lit]; Awareness lEIl—intuItian I12}:
Hesatve [S].

Any wild Earth bavine such as the bisan. the water buffa-
la. ar the Cape buflala at Sauth Africa is represented by
this entry. Different species vary in temperament and ag-
gressiveness: mast wild bullala ga aut at their way ta
aveid humans. but same might stand their greund ar
charge if they are harassed. The buffala begins a fight by
maunting a pewerful charge, after which it tries ta tram-
ple er gare the attending creature.

Cat, Great
STH 1'1 ld4+ 121' l1ttT 2 {Animal S ar dd +'i’}
DEX 12 ld=l+lfI]l wIL l2 lid-l|+ll]l
CON l2 ld4+ltll PEH 3 lA1iimal lE|' at 2d-t+5l'
Durability: l2.|'l2ISl'S Actian check: 14+! ISISIS
Mave: sprint Ell]. run SE. walk 12 #Actians: 3
Pteactian scare: Gaad.t2

Attacks
Bite I51‘?!S d4wIdE+ l wI'd tim Ll.t'ID
Claws l'?I'SIvl d1t+ lsld-\t+ l wi'dE+ lw Ll.|"D

Defenses
+3 resistance madifier vs. melee attacks
+2 resistance madifier vs. ranged attacks
Armar: d4—t ILII. nane ll-ill. d-t-1 lEnl

Skills
Athletics [l|tl—cl'imh l I 51. jump [l5]: Acrabatics [12]-fall
I I Ell: Stealth [l 2]—sne-ak I15], shadaw I15}; Stamina ll2I—en-
ciurance lltil; Awareness [12]-intuitian Hill.‘ Ftesalve ll-'3].

Great cats include predatars such as liens. tigers. jag-
uars. teapards. panthers. and caugars. In the wild. they
tend ta aveid greups at humans. but it’s nat uncamman tar
a great cat ta attack a salitary human.

The statistics al:-ave describe a medium-sisecf jungle
cat—-a jaguar ar a leapard; lians and tigers are larger and
mare pewerful. passessing higher Strength and Cc-nstitu-
tian scares. as well as causing an additienal I ar 2 paints
at damage.

lIr|:|=|:|:||:Iile
STE 14 ldtl+l ll ll‘~lT 1 iA.nimal It ar d*l+2l
DEX S ldt-l+El WIL lll idIt+'?l
CUM l-t I[2d*t+ll} PEP! l {Animal liar dt+3l
Durability: l=tI'l4.I"?I'?' Actian check: l2+l’l lt5I2
litlave: sprint SCI. run ED. walk -1. swim l5 #Actians: 3
Heactian scare: tDrdi_na.1:yI2

Attacks
Bite l5l"?I'3 d4+ lwI'dE-+ Zwldsm LUU
Tail lash BI4-F2 d1Isr'dIt+2sIdS+ ls LIIO

Defenses
+2 resistance madifier vs. melee attacks
na resistance madifier vs. ranged attacks
Armar: dE-+l (Lil. dE—l lH.ll. dt {En}

Skills
Stealth [S}—hIde I I I I. sneak H2}: Stamina [l-t-]—endr.|rance
llti]. resist pain lid]; Awareness [lt]]—intnitian I’ 1'2}; Ftesalve
[til]-physical resalve I IEI.

Cracadiles attack by dragging prey underwater and
drewning it. A cracadile will almast always try ta aver-
pawer its chasen target with its first attack and drag it
inta deep-er water. The animal can anly use its tail lash
against a target standing behind it.

Dug. Attack
STH ll td-t+!-3} ll~lT 3 {Animal ll ar d4+ElI
DER ll ld4+EIl WLL l2 {d4+ltll
CON S tdt+?l PEH S tAnimal ll ar ds+FIl
Durability; EIISISIE Actian check: lIt+Il3IEl'3
lrfave: sprint 5E. run BE. walk ll] #Actians: S
Heactian scare: tDrdinary.~'2

Attacks
Bite ISIBIS dfis.-'d Itwld-t+2w LL"C.‘-I

Defenses
+l resistance madifier vs. melee attacks
+l resistance madifier vs. ranged attacks
Famcr: dlt»-2 tlrll. nane tHIl. nane [Sal



Skills
Stealth ll l ]-shactcw II2I.' Mavement [9]—race II Ill; Stamina
[Sl—endttrance Il2I; Awareness [l2]—intuitIan II-5I. percep-
Iian I I SI: Investigate I12]-track I ISI: Hesalve [12]-physical
reselve II3I.

Attack dags are large. well-trained pelice animals. Mast
are trained ta averpawer fleeing humans and bite their
arms and legs ta keep their eppenents all balance. It's
passible ta train such canines in the use at deadly farce.

Elephant
S-TH 22 {2d4+ ITI lT'lT 3 {Animal ll ar d4+Sl'
DER -1 {d-t-r-ll WIL ll {d==t+EIl
CON tti {2d4+l3l PER 3 {Animal ltl ar d-t+lll
Durability: 22I2'FIlSIl3 Actian check: l{l+IElI=L"2
Mave: run 2-it. walk Ei #Actians: 2
Heactian scare: I'r'larginalIl

Attacks
Trample l lI5I2 2dEsI2d4+ lwI'2dE+2w LIIG

Defenses
+5 resistance madifier vs. melee attacks
-l resistance madifier vs. ranged attacks
Armar: dS+l {Lll. dS—l lldll. dfi {Enl

Skills
Mavement [l5]: Stamina llill; Awareness [1 ll-intuitian IISI.
perceptian I I 2I: He salve El l]—physical reselve II 4}.

A rampaging elephant can give even the mast cambative
ai herees a cause far cancern. Damesticated elephants
are unlikely ta turn an humans unless they are gravely
mistreated. Elephants in the wild. hawever. may charge
humans whe came tau clase ta the herd.

Hnrse
STFI IE {dS+ l2I ll'~lT 2 {Animal T ar d1t+5]I
DEX ll] {d4+4l WIL S {dit+'I'l
CUN t-'-I {2dtl+Sl PEH 3 {Animal S er d4+Tl'
Durability: l~tIl-tI'i'IT-' Actian check: EI+IEIttI2
Have: sprint E-D. run SE. walk t2 #Actians: 2
Heactian scare: lttlarginalil

Attacks
Trample SItlI'2 dS+ lsfdt-I wId4+2w LLIID

Defenses
+2 resistance madifier vs. melee attacks
ne resistance madifier vs. ranged attacks
Armar: dE -S {LI}. nane {HIl. dE—3 {Enl

Skills
Mavement I14]: Stamina [l It]-endurance Iltil; Awareness
[El]-intuition IItll: Hesalve lSl—physicaI resatve I I2].

This animal is a typical riding harse. A draft harse ar war
harse is slightly larger and mare pewerful. but slawer.
Wild harses and trained war harses have a better attack
scare {lt-tI'I'I3l.

STH l-It ldS+l{ll l.l"lT 2 {Animal Sar d4+Eil
DEX ll] ld4+S]' WIL l2 {d4+Sl
Cfilil H {2d*1+SI PER 2 {Animal S at d4+'I"l
Durability: l=l.Il-'tITI'i' Actian check: ll+IlDI'5I2
lvlave: sprint 4|]. run St]. walk l2 #Actian.e: 2
Heactian scare: l'~rfarginalI 1

Attacks
Kick SI4f2 dE-sIdttwId4+ lw LIIU

Defenses
+2 resistance madifier vs. melee attacks
na resistance madifier vs- ranged attacks
Armar: dS-2 {Ll}. nane {HI}. dE-S {Enl

Skills
Athletics [I4]: Mavement 1141; Starnina [14]-endurance I IEI;
Acrabatics [1 tl]—halance I I I I; Awareness [I2]-intuitian II rt];
Ftesalve [l2l—pIrysicaI resalve I IEI.

While a mule isn't as streng er as fast as a harse. it’s a
much better pack animal. A mule can negetiate a difficult
trait that a harse might nat even attempt.

Scurpiun
STE 2 {d1-t+{lI ll"lTl {Animal 3 er d=i+ll
DEX lit {d-'1-+l2l WIL S {d'l+Sl
CON 3 {d4+ll PEHI {Animal It ar d4+ll'
Durability: 3I3I2i"{l Actian check: l4+Il3I'EI'3
Have: run 243. walk ll] #Actians: 2
Heactien scare: -DrdinaryI2

Attacks
Sting BHI2 lstl sI ls LIID

plus paisan {see teirtl
Defenses
+1 resistance madiiier vs. melee attacks
+2 resistance madifier vs. ranged attacks
Armar: nane {Ll}. nane {HI}. nane {Enl

Skills
Stealth [l-ilehide II-SI. sneak IIBI; Stamina [3]—ena'urance
IEI; Awareness [S]—intuitien I12]. perception Iltll.

Scarpians range in sine frem creatures na larger than a
human's thumbnail ta feat-leng giants at the Algerian
desert. Althaugh a scarpic-n's sting is rarely fatal. almc-st
all such attacks are excruciatingly painful. See "Paisan"
in Chapter 3: Gamemasters in Actian. Cansider the sting
af a typical scarpian as an irritant. praviding a +3 penalty
ta the victim's Canstitutian feat check. Deadly scarpiens
pessess a neuratairin that pravides na madifier ta the vic-
tim*s Canstitutian feat check. In either case. the unset
time is 2 reunds and the paisan's duratian is l2 heurs.

5hark
STH 15 {2d4+ll]l INT 2 {Animal 5 ar d4+3}
DEX S {dtt+El l|'tI'TI..S ld4+'?l
{DUN l='-l {d4+l2l PEFE l {Animal it ar d*l+2.'|
Durability: l1tIlttJ“i'I'i' Actian check: l2+Il lItiI2
ll-‘lave: swim Ell #Actians: 3
lieactian scare: tI.irdinaryI2



Attacks
Bite ISISI-it dS+ 2wIdS +SwI'de+2m LIICI

Defenses
+2 resistance madifier vs. melee attacks
+1 resistance madifier vs. ranged attacks
Armar: d-1 {Ll}. -:14-1 {l'lll. dtt+l {Enl

Skills
l1-favement E14]: Stamina [1itl—en-zlurance I181; Awareness
[ill-perceptien I12I.' Hesalve [ill-physical resaive I121.

Like many ather creatures. sharks cc-me in a variety at
sizes and shapes. A number at species are basically
harmless ta man. but these aren't the types at sharks that
shaw up in raieplaying scenarias: usually when the he-
raes deal with a shark. they face a hungry man-eater. Use
the statistics abave ta reflect large harnmerheads. tiger
sharks. ar even makes ar blue sharks.

Enake, Eunstrictur
STH14 {dS+1{ll l.l"lT 2 {Animal 5 ar d-4+2!
DEX S {d*t+El WIL ll] {d+l~+Sl'
CON ll] {dit+Bl PER 1 {Animal 4 er d-'=t+2]
Durability: ltlll ElI5I5 Actian check: l[|+ISI='tI2
Mave: walk 1-‘-l. swim 22 #Actians: 2
Fleactian scare: litlarginalll

Attacks
Canstrict 151'"?I3 dS+ lsI'd4+ lwId+t+2w LIICI

Defenses
+2 resistance madifier vs. melee attacks
+1 resistance modifier vs. ranged attacks
Armar: dtt {Ll}. dtl—2 {Hi}. d-‘l—~l {En}

Skills
Stealth [B ]—hide II 2]; Stamina lllJl—-endurance II -ll: Aware-
ness [lEl].*Hesa1ve[1ll]—pItysical resaive I1-III.

Pythans. baas. anacandas, and similar snakes tall inta
this classiticatien. Only the largest censtrictars {5 meters
er mere in length] are dangereus ta adult humans.

During its attack. a canstrictar tries ta everpc-wer its
victim {see "Uverpawering" in Chapter Bl in erder ta gain
a held an the target. After it secures its victim. the can-
stricter tightens its calls. The snake gains a -2 b-anus an
subsequent attacks made against an individual ensnared
by its cei1s—but ather appanents get a —2 benus an at-
tacks against the snake while it's balding a victim. A
trapped victim has a +2 penalty an any attempt ta break
tree using an appased Strength feat check against the
snake's Strength.

Enal-re... Uennmnus
STH S {d't+El INT 2 {Animal 5 ar d1t+ 31
DEX ll] |[d*l+S'I ill-'l'L ll] {d-l+Sl
CC-*l\l S {cl+1+El PER 1 {Animal It ar dd-+2}
Durability: SI'EI-Ill-t Actian check: 12+.-'l2IElI2
Mave: ran 2+1. walk ll] #Actians: 2
Fteactian scare: 1'-Drdinaryl 1

Attacks
Site l2It'iIS lsI' lwldew Ll.I{D

plus paisan {see teirtl

Defenses
+1 resistance madifier vs. melee attacks
+1 resistance madifier vs. ranged attacks
Annar: d+l—l {Ll}. nane {HIL dtt--2 {Enl

Skills
Stealth llfll-hide I I-SI; Stamina lSl—enrfurance I121; Aware-
ne ss lltll: He salve I lll] -physical resaive I I2I.

The snake described is a gaad—sized rattlesnake ar cabra.
2 ta 2 meters in length. Depending an the species. the
snake's paisan is either a hematattin Irattlesnake} ar neu-
ratatrin tcebral: see "Paisan" in Chapter 3: Garnemasters
in Actian tar details. Snake venam is insinuative. which
means that a snake must penetrate a victim's armer and
inflict primary damage far the paisan ta affect the target.

The petency at the tasin affects the victim's Canstitu-
tien teat check ta resist the paisan. Depending an the
snake. the madilier ta this check ranges tram a - 2 benus
ta a +4 penalty. Sig rattlers pessess venam with a +1
penalty. while large cchras have paisan with a +2 penal-
ty. The ansel time is anywhere tram l ta ll] minutes. and
the duratian varies widely depending an the snake.

Wlrale, Humpback
STFI 22 {2d-t+l'i'l ll'lT 't {Animal 13 ar dtl+l ll-
Dlilli 4 {d1l+2l '-AIlL1E {dd+l2l
CON 2{T {2dS+l3I PEH 4 {Animal 12 ar d+t+l ll
Durability: SUISUIISI 15 Actian check: 'I+I'SI2I l
Mave: swim 1-ill‘ lIAr:tians: 2
Heactian scare: 1'-'larginalI l

Attacks
Ham lElI'5I2 dS+l sld l 2+2sIdIt +2w LIIG
Tail slap IEIIE:-I2 dti sIdS+ |sId l2+2s LIIG

Defenses
Gead taughness
+1 resistance madifier vs. melee attacks
-1 resistance madifier vs. ranged attacks
Armar: dS {Ll}. dE {l-ll}. dS {Enl

Skills
hfavement l2El]; Stamina [21]]; Awareness lllil—rrrtui tian IIEII.
perceptian IIEI; liesalve ltfil.

Whales are the largest animals in Earth's biasphere. The
mighty blue whale tips the scales at ever lllll tans. but the
humpback is a much smaller anirnal—rarely weighing
mare than 25 tans. Due ta their size. whales resist damage
as Gaad targets. causing damage tram Drdinary weap-
ens ta be dawngraded against them.

Whales are quite intelligent {tar animalsl: they cnmmu-
nicate by "singing." emitting saunds that carry tar desens
at kilameters under the right cenditiens. Mast whales
aveid humans. but if heraes manage ta make a humpback
rnad at them. the animal attacks like a living battering
rarn. An angry whale can easily wreck a small b-c-at.



A|.|E|\| COMPENDIUM
This section describes a number of generic alien creature
types to help set the stage for a science fiction game. You
can use these entries or disregard them as you wish.
While it's absurd to assume that every alien world has
creatures corresponding to wolves. bears. or tigers. it's
net too far-fetched to assume that a particular world has
one or two creatures that fill similar ecological niches.

These alien entries are deliberately vague. You should
decide the details about a specific creature of any type—
such as appearance. hunting methods. habitat. and vora-
ciousness. Take these basic statistics and exercise your
imagination to populate your worlds with all kinds ot
dangerous critters!

Alnphihian
STH 15 {d4+ 121 [NT 1 (Animal 4 or d4+2)
DEX B {d4+5l W11. 8 {d4+5)
CON 1'? {d4+15} PER 1 {Animal 4 or d4+2)
Durability: 1'?Il7I9I'S Action check: S+ISI'4I2
Move: run 2D. walk 4. swim 21] #Actions: 2
Fteaction score: lrfarginalfl

Attacks
Tongue B141‘2 d4sId4+1sId4+2s LIIO
Site 1 BIBIS d4+2wIdS+3wId4m LIIQ

Defenses
+2 resistance modifier vs. melee attacks
no resistance modifier vs. ranged attacks
Armor: d4 {Ll}. d4-2 {HI}. d4—1 lliinl

Skills
Stealth [B]—lride IICII; Stamina [17]-endurance I18}; Aware-
ness [S1—IntuItion Hill: Resolve [S]—-physical resolve I141.

The alien amphibian is a slow-moving. primitive predator
the size of a large crocodile. It may appear lroglike or
salamanderlike. or may even resemble a legless. eellike
creature. It hunts from the concealment of muddy rivers or
bogs. using its sticky tongue to snare careless creatures
that venture too close.

The alien's tongue has a range el 5 meters: if the am-
phibian makes a successful Dexterity feat check. it irr-
flicts the listed damage and snares its victim as indicated
by the degree of success of the attack {see "Overpower-
ing" in Chapter 3: Gamemasters In Action). In the next
phase. the victim is drawn to the creature's mouth unless
it can match or exceed the amphibion's degree of success
on a Strength feat check. It the amphibian can't draw its
victim to its mouth. or if its tongue is damaged by any at-
tack. the creature lets go. The amphibian gains a -2 bo-
nus to bite any victim snared by its tongue.

Arachnid
STS '? {d4+4I INT 1 {Animal 3 or d4+1)
DEX 15 {2d4+1Ul WTL ll] {dS+7l
CD14 ti {d4+lll PEH 1 {Animal 3 or d4+ll
Durability: SISISI3 Action check: l7+IlSISI4
Move: run 5|]. walk til. {jump till ttActions: 2
Reaction score: Goodf2

Attacks
Bite 12-ISIS d4—2sId4sId4- 1w LL"Cr

plus poison {see textl
Defenses
+1 resistance modifier vs. melee attacks
+3 resistance madifier vs. ranged attacks
Armor: d~4+1 (L11. cl-'-i-2 (H11. d4—2 {En}

Skills
Alhlfiiiflfl lT1—t1'Iitn.lJ IISI. II-tfl1P' Iidfi Stealth 1151-hide IISI.
sneak H6]; Stamina [S]—ena'urance I1111.1; Awareness [111]-in-
tuition I12}; Resolve [10].

Alien arachnids are larger and mere dangerous versions
of Earth spiders. The typical arachnid weighs about 21] kg.
and its body is the size of a small dog's. The creature de-
scribed here resembles a giant wall spider. a leaper that
springs on unsuspecting herees with bounds of up to 111
meters.

The alien arachnid possesses pewertul fangs capable
of injecting a lethal venom. Its poison combines the ef-
lects of a paralytic agent and a necrotoxin. inflicting a +2
penalty to the victim's Constitution teat check to resist the
toxin. The onset time for the poison is 2 rounds. and its
duration is 2 heurs {see "Poison" in Chapter 3: Garne-
rnasters in Action}. The bite must cause at least 1 point of
damage in order ior the poison to take effect.

Arthrupud
STH 4 {d4+1l INT 1 {Animal 3 or d4+1l'
DEX 15 {2d4+ 10} WIL S {dB+5l
CON 2 {d4+lll PER 1 {Animal 3 or d4+ ll
Durability: 2I2I1I1 Action check: 15+Il4l"l'I3
Move: walk E. fly Bl] #Actions: 2
Reaction score: Goo-dI1

Attacks
Bite lflI5I2 d4-lsId4—2wi"d4rv LIIO

plus blood drain {see text}
Defenses
no resistance modifier vs. melee attacks
+4 resistance modifier vs. ranged attacks
Armor: none {LI}. none {HT}. none {Enl

Skills
Acrobatics [15]-flight {IE}; Stamina [21-endurance I41:
Awareness [Sl—intui tien l12I.‘ Investigate [B]—track II 2.1; fie-
solve [S].

This alien resembles a dragonfly of alarming proportions.
Its body is as long as a man's forearm. and it pursues
warm-blooded prey relentlessly. Like many biting flies. it
regards humans as food. The creature would be little
more than a nuisance. except that it's often encountered
in swarms oi hundreds--though only four or live arthro-
pods can attack any single target in a single round.

It the creature's bite causes at least 1 point oi wound
damage. the animal inserts a feeding tube into the wound
and begins te suck blood. causing 1 additional paint of
wound damage per round. it continues feeding until
pulled off. killed. or sated by consurning S wound points'
worth of bleed. A hero might dislodge the creature by
using insecticide. jumping into a lake. or getting close to
a smoky fire.



Avian
STR S {dE+5l Il'~IT 2 {Animal T or d4+5l
DEE 15 ldS+12l WIL 1 1 {d4+S1'
CUM 5 {d4-+41 PBS 2 {Animal S or d-'-1+4l'
Durability: SISISI3 Action check: 15+I14I'?IS
Move: walk ll]. ity H111 #Acti-ans; S
Reaction score: Goci-dI2

Attacks
Talons l2IEIS d4sId4wI'd4+1w LIIC1
Beak 1tlI5l2 d-t—1sId4sld4w LIICI

Defenses
+1 resistance modifier vs. melee attacks
+3 resistance modifier vs. ranged attacks
Armor: d4—1 {LI}. none {HI}. d4-1 {En}

Skills
Acrobatics l15]—Il ight I121; Stealth [1 51; Stamina [Shen-
durance I 1' I I; Awareness [11]-intuition I ISI. perception
I l TI; Resolve [ 1 1]-physical resolve I121.

The avian is a large. birdlike predator comparable to a
golden eagle in size and temperament. lt's unlikely to at-
tack large groups oi humans unless its nest or lair is en-
dangered—a1though small humans or wounded
characters might attract a hungry avian's attention.

When the avian attacks. it swoops silently at its prey
from great altitudes. gaining a -2 bonus to its initial
Stealth skill check and its first attack. It can only strike
with its talons in this swoop. but in subsequent rounds it
can use both its talons and its beak. The avian lights from
the air and is able to make attacks from ditferent direc-
tions each time it has an action.

Brnrine
STR 1'? {2d4+ 121 11"lT 2 {Animal '1" or d4 +51
DEE E {d4+4.t WIL S {d4+E_l
CUR 13 {2d4+ 121 PER 3 {Animal ill or d4+Bl
Durability: 2'i'l2'i'Il SI 13 Action check: 1{l+IiII4I2
Move: sprint 52. run SD. walk S #Actions: 2
Reaction score: Marginalll {Charge: Goodlll

Attacks
Charge l5I'.II'2 dEi+2sId 12+2sIdS+ 2w LIIG
Goreltrample ISITIS dSsI'd SwldS +2w LIICI

Defenses
+2 resistance modifier vs. melee attacks
no resistance modifier vs. ranged attacks
Armor: dS+2 {Ll1. d4 {I'111. dti {En}

Skills
Movement [IE]: Stamina {1EI]—eno'urance l2t1I; Awareness
IS]-intuition I111.1; Resolve [S].

lilovines aren't merely cows; their family includes much
more formidable animals such as buffalo and wild cattle.
The alien bovine fills a similar ecological niche to its
Earth counterpart. lt's a large grazer weighing more than
one tan. Sevines have teugh hides or chitineus armor. as
well as a rack of horns. and large slashing tusks.

The grazer typically moves away irom large groups of

humans. but it startled or harassed it's likely to respond
with a devastating charge. After its initial charge. the
creature tries to gore. toss. or trample any individuals re-
maining in the vicinity.

Canine
STE 12 {d4-t-I111 .1'.Ii|T4 {Animal IS D1’ d4+11l
DESI ll] {d4+S1' W11. 14 {d4+l21
CC?-I1‘-l ll] {d4+S1 PER 2 {Animal 11 or d4+2}
Durability: 1[1I1l1l'5I5 Action check: 15+I14l"I'IS
Move: sprint TD. run 42. walk IS #Actions: ll
Reaction score: GaodI2

Attacks
Eite 151'?I3 dEi+] sIdSwldS+2w LIIC-I
Spines lllI5I2 d4-2sId4-2wId4-lw LIIC-1'

Defenses
+2 resistance modifier vs. melee attacks
+2 resistance modifier vs. ranged attacks
Armar: d4 {Ll}. d4-2 {HI}. d4-1 {Sal

Skills
Stealth [ltl]—sneak I 12.1. shadow I12I: Movement {1ll]—race
I141; Stamina [1lJl-endurance ll-Itl; Awareness [l4l—intu-
Itien I131. perception IIEl: Investigate [14]-track I2111; Re-
solve [14]-physical resolve IIEl.

Canines are fast. intelligent. medium-sized carnivores
with a developed social organization. As pack hunters.
they're aggressive and dangerous. even to well-armed
groups of humans. The alien canine is a canny hunter
that uses sophisticated driving and ambush tactics: each
pack member operates in synchronization with the others
A typical pack may include ten to twenty mem.bers.

Although the physical details may vary from world to
world. a predator of this type generally has a long. power
ful body. a large mouth frrll of sharp teeth. and blinding
swiftness in the hunt. These creatures’ shoulders and
backs may sport heavy growths of spines. giving them el-
fective armer of d4+2 against attacks from behind that
use low impact {L1Iweapons.

Cpelenterate
STR 4 {d4+21 Il'iI'I' 1 {Animal ll
DEE S {d-4+5] WIL E {d4+4.'|
C-C-‘lit E {d4+4l PER 1 {Animal ll
Durability: SIEISIB Action check: S+IiiI4l2
Move: swim IS #Actions: I
Reaction score: Marginalll

Attacks
Sting {x El EI4.I2 lsI2sId4-lw Lll-D

Defenses
-2 resistance modifier vs. melee attacks
-1 resistance modifier vs. ranged attacks
Armor: none {LII-. none {I'll}. none {En}

Skills
Stealth [S]-sneak IItll; Stamina [S]-endurance Ifill; Aware-
ness [E]-iritultiorr Iltll.



Ceelenterates are represented by the jellyfish. anemenes.
and carals at Earth's cceans. They are simple. radially
symmetrical animals armed with dangereus stinging ten-
tacles. The alien caelenterate is a tree-swimming crea~
ture at the same general type. thaugh it's physically
stranger and mare durable. H caelenterate has a teugh.
rubbery bady trailed by sis majer tentacles. a ring at eye-
dats araund its upper suriace. and brilliant. phasphares-
cent markings. It swims using let prapulsian. drawing in
water thrcugh a hale at the tap at its be-dy and expelling
it threugh its upen mcuth an the appcsite side.

The caelenterate is weak and slaw by mast standards.
but each at its tentacles has a lang raw at stingers
equipped with a deadly ‘venam. This yeriam cambines the
eiiects at a paralytic agent and a neuratairin {see “Palscn"
in Chapter 3: Gamemasters in .-tlctianl. The anset time is l
raund. and the duratian c-i the attack is E heurs. The crea-
ture can enly bring twa at its tentacles ta bear against
ane human-sized swimmer in a single phase—unless the
swimmer is belaw the alien. sa that the target cauld be
enyelaped by as many as all stir tentacles, ar unless mul-
tiple targets su.rraund the alien. in which case the crea-
ture ceuld use up ta twa tentacles against each target.

E|:him:||:Ierm
E-TH ll td=l+El ll\lTl {Animal 4 er d4+2}
DEX 5 an +2] WIL El '[d4+E~}
CUN ll] ld5+'I"l PEH 1 tdinitnal it ar dtl+Sl
Durability: lEl"lElr'5r'5 Actian check: '?+r'Er'3l1
Mays: walk El. swim 12 #F.ctiar|s: 2
1'-leactian scare: lrlarginall l

Pittacks
Seine Sr‘-'-IE2 de—2sr"d1isr’d-i+2s LHD
Bite l2.|"Ee‘3 d4w|"d4+2wfdE+3w LIIG

Deienees
+1 resistance madifier ys. melee attacks
- l resistance madifier ys. ranged attacks
Armar: dEi+2 I[Lll. dB it'll}. dE—l lEnl

Skills
Stealth l5|: Stamina llll] endurance 1'l2.i': Awareness l5]—ll"l-
tuitian [El]; ftesclye [S].

Echinaderms are represented by the starfish. sea stars.
sea cucumbers. and urchins at Earth's aceans. The alien
echina-derm is a slaw-mcying predatar that resembles a
seyeri-armed starfish mare than a meter in diameter. Ft
diving er wading herc might stay in ane place lang
eneugh tar a nearby echinaderrn ta try ta make a meal cut
at him. These creatures can alse remain cut at the water
tar an hcur ar twa. Thus. a character sleeping er resting
an a beach might tall prey ta ane at these aliens.

When an echinnderm attacks. it tries ta seize its prey in
its pewertul arms. It the attack succeeds. the prey must
defeat the creature an an appased Strength teat check in
erder ta escape- Fr successlul seize attack brings the crea-
ture's rnauth. lacated in the center at its underside. inta
range cl its chasen meal. Unlike Earthly starfish. an alien
echinaderm pcssesses a pewertul triple beak that can
bare threugh light armer with ease. On each subsequent
actian. the animal attempts ta bite its held prey until the
victim dies ar the echincderrri is larcibly remayed.

Equine
STH 1'? ldE+l3l INT S {Animal 1|] er d¢l+Bl
DEX S ldd +E]I 'Wl_l_. ll {dd +5ll
CON 1B l2dIl+l ll PEH 4 lnnirnal 12 ar -:l¢l+lDl
Durability: ISJISIE‘-TS Actian check: 1t]+i'S.I'4l'E
hiaye: sprint Tl]. run 4D. walk l2 #Fictians: 2
lleactian scare: liiarginalfl

Fittaclre
Trample 15.513 dEsi’d4+ lwi"d4+3w LIFO
Tail lash l5.I"?l'S d4sr‘dE+ lsldltw LIFO

Defenses
+-'-l resistance madiiier ys. melee attacks
na resistance Ina-diller ys. ranged attacks
firmer: dB~—l llill. dtt-1 '[l'lll. dE-—l tEnl

Skills
it-‘lay emenl [IE]; Stamina [IE]-endurance Il ?l; Awareness
ll ll—intt.|itian Hill: Ftesalye ll ll~physical resalye I141‘.

The alien equine is a large. pewertul berbiyare with a
harselike build. lt has sis legs and a leng. bladed whip
tar a tail. Its ba-dy is cavered in large. leathery scales er
plates. Due ta the ec[uine's intelligence and herd instincts.
natives at ather warlds may damesticate the creature ier
use as a pack animal, dra.tt animal. er maunt.

it-‘last equines will ayaid greups at burnans. but might
attack it startled ar harassed. This animal is slightly
taster than a mundane harse. it can enly emplay its tail
lash against enemies attacking tram the tlank ar the rear.

Feline
STE I5 id-1+lEl INT 4 lllnimal I3 cr dIl+lll
DEE 15 id-'t+lEl WIL 12 'ld4+ ltll
CON 13 td*t+lll PER 2 {Animal E ar 2dr‘-1+3}
Durability: l3i"l3i'Tl‘l' Actian check: l'i"+llE."BH
Mcye: sprint Bil. run 43. walk 12. {jump ED} #Fictians: 3
Heactian scare: Gaadlfl

Attacks
Bite l4r"?f3 dt-l+ lwl'dE+Ew:"d4+ lm Lift]
Claws lEr"5lf4 d=lwr':14 +2wfdE+tlw LUU
Tentacles islets dEisl'r:14wJ'd=l+2w LIEU

Delenses
+3 resistance maditier ys. melee attacks
+3 resistance madifier ys. ranged attacks
Armar: dll lLl]|. d='-l—l ti-ll}. d=l {En}

Sirills
Athletics [l5l—-Climb [IT]. jump [I3]: Ficrabatics [l5]—lall
Ii E}; Stealth [l5]—sri eak [I 5}. sbadaw flSI.‘ Stamina [l3]-en-
durance lldl; Awareness ll‘Zl-irituitian Htil. perceptian
ll-Ell: Hesalye [12].

Fin alien ieline is built aleng the lines at a great cat. It‘sc
last. pewertul. large carn iyare. equipped with deadly
claws. iearscrne iaws. and a pair at leng. barbed tenta-
cles that spraut tram its shaulders. The ieline is nat a sc-
cial animal: it's rare ta encaunter mare than ane at a time.

The teline is a hunter at devilish cunning. it may shad-
aw a party at humans tar heurs, waiting tar ane ar twa



members ta split ail frem the main greup. It attacks fram
cancealment with a great baund. cavering up ta EU meters
in a single leap: this leap pravides a +l penalty ta the vic-
tim's Awareness check ta aveid surprise—abave and be-
yand any penalty the feline's awn Stealth skill check maY
already dictate. its barbed tentacles have a reach at 4 me-
ters; the feline afteu uses them ta knack dawn. trip. ar pin
an appanent betare bringing its claws and teeth inte play.

Mantis
STE ll] ldti+'?l ll'~lT 2 {Animal ti ar d4+Sl
DEX IS {dtl+liT.| Wll. ll] 'ld1l+El
CON 12 {di'-1+ l {ll PEH l {Animal 11 ar d-1+2}
Durability: 12!’ llffifti Actian check: I-1+! lSf'E.fS
lvl-ave: sprint Ell. run SD. walk 12. fly SD #.Actians: 2
Heactian scare: Drdinaryfl

Attacks
C16‘-'-'5 {1<4l l3fE."3 d'EisJ'd4+ l wfdtiw LIIU
Bite see test d-1+ lw."dE+ lw.|'d1l+1 m LHU

Defenses
+2 resistance madifier vs. melee attacks
+2 resistance madifier vs. ranged attacks
Armar: dE {Lll. dE+E {HI}. dE~+l {En}

Skills
Athletics lllll; Acrcb-atics [lSl—tlfght f l Tl; l'\—'lc-vement [I2];
Stealth [l3]—hide [IS]; Stamina [l 2]—endurance HE]; Aware-
ness [lil]-perceptian [I3]; Hesalve [l[I]—physical' resaive f l3l.

This eight-legged. insectaid carnivare hunts alene. When
an the greund it travels using its feur back legs far laca-
matian: the frant feur legs {and their clawsl can be held
nut ahead at the creatures bady sa that it's always ready
ta make an attack. The mantis uses its clear. large wings
ta engage in flight and attack with surprise frem ab-ave.

The creature's feur frant legs can attack simultaneans-
ly {in the same phasel. but enly against a single target. if
the mantis succeeds an twa cansecutive claw attacks. it
autcmatically bites its victim in the current phase.

Mnllusk
STH l3 {dE-+ll1't llilT2 {Animal E-ar dtt-all
DER ll {d»t+EIl WIL ‘II’ id-1+5}
CON 12 id-1+ llll PER I {Animal 4 ar dd+ 2}
Durability: l2.|"l2fEl'E Actian check: l3+fl2.lE.I'3
Have: walk ll]. swim Ell #Actians: 2
Heactian scare: t'Jrdinaryr'l

Attacks
Tentacles it-all 14!‘?!-ll d1isfdS+ls.\'d1lw Llffi
Bite l*l.|"'i'i'4 d4w.|'d4l+.'3.lw.|'dE+ lw LUU

Deienses
+2 resistance ma-differ vs. melee attacks
+1 resistance madifier vs. ranged attacks
Armar: dfi+l.-l {I-ll. dS+l llill. Ed-'1 {Enl

Skills
Stealth [lll—l1fde I IE]: Stamina [12]-endLI rance H El.‘ Aware-
ness lTr'l—fntuitian Iltlj. perceptian [E]; Hesclve ['?]—physical
resaive fl ill.

Earth's tnalluslts include snails as well as cephalapads
such as actcpi and squid. The alien mallusk is an acte-
puslike creature armared with a laugh mantle ar shell.
Unlike its Terran caunterparts. the alien mallusk can drag
itsell abeut an land tar shert perieds cl up ta E heurs.

The alien mallusk has a varaciaus appetite and isn't
afraid ta attack an adult human. ll can effectively use
feur tentacles at ane time in cembat. preferring ta anchcr
itself with the rest. The mallusk attempts ta averpawer
with its tentacle attacks; ance it scares a hit with a tenta-
cle. it wraps the limb areund the victim and automatical-
ly canstricts him in each subsequent actian. A here can
pull away a canstricting tentacle by defeating the mal-
lusk in an appased Strength feat check {the mallusk gains
a —-l benus because at its pewerful suckers}. er a here can
sever a tentacle by inflicting at least 5 paints af vvaund
damage ta that limb. lThis damage dc-esn't caunt against
the malluskis averall -::lurability.l Once the mallusk has a
victim secured with at least ane tentacle. it delivers a vi-
cieus bite with its pewerful beaked jaws.

Nematnde
STH T‘ td4+-ll INT l {Animal 3 ar d4+ll
DEX 14 l2d-4+9} WIL S {d4+El
CC-'l~l E {d-=l+='il PER l {Animal -i ar d4+2]
Durability: EifS|I'3l'3 Actian check: 12+!’ l lf5r"2
Iriave: run 24. walk S #Actians: 2
Heacticn scare: Clrdinaryf l

Attacks
Sting Si‘-ilk lsf lwi"2w LL"D
Bleed drain see te:-rt lw per minute LUU

Defenses
na resistance madifier vs. melee attacks
+2 resistance madifier vs. ranged attacks
Armar: nane lLll. nane {Hll. nane {Enl

Skills
Stealth [l*l]—snealr HE]: Stamina [ti]~endurance Hill:
Awareness [S]-—infuifian fl Elf; Investigate [Si -track If 5}: He-
sclve [S]—physicaf resaive I12}.

The alien nematade is a large. bland-sucking warm abeut
2 meters lang. armed with a paralyzing sting. It lives in
dank tens er marshlands. emerging at night in search af
warm-blaaded prey. Althc-ugh the warm is sighlless. it's
extremely sensitive ta vibratian and can detect warm-
blended creatures several hundred meters away.

Typically. the nematade attacks humans while they
sleep. It silently crawls up ta a matianless character and
stings with its tail. injecting a fast-acting paralytic agent
with an unset time cf just l phase. Many victims dan't
even wake up befere they’re immabilised. The warm then
attaches its saft sucker-meuth ta eirpased flesh and be-
gins ta drain bleed at the rate af l peint cf waund damage
every 5 raunds. The nematade can drain Edit paints cf
wcund damage befere it sates itself and detaches.

Wliile the nematade's bite frills tew healthy adults. the
creature instinctively selects weak targets such as
wcunded characters and children. Nematodes tend ta
ccngregate in nests at ildlii individuals.



flphidian
STE IE ldfi +iil INT S {Animal E er d11+'il
DEX ll td4+Sl ‘W11. ll lC']'li+Sl
CDN B id-‘l +El PSH 2 {Animal E er d=t+'il
Durability: iiftififll Actian check: ll+.fI[lf5."2
Iltleve: walk S -flActfens: S
Heactien scare: IE‘-IrdinaryJ'2

Attacks
Strike IEISM. d4+ ls.I'dS+ lsldsw LUU
Clenstrict l'tr"?Al d4+2wi'dE+Zwfdlim LED

Defenses
+2 resistance madifier vs. melee attacks
+1 resistance medifier vs. ranged attacks
Armar: dE+l {Ll}. dB iHIl. ds {Enl

Skills
Stealth It ll—hide flail; Stamina [B]—endurence {id}: Aware-
ness ll ll.’ fleselve [I Ij—ph ysical resaive II 4.l.

The ephidian is a snakelike creature the size cf a pythan
that kills threugh canstrictian. Hewever. the alien ephidi-
an alse pessesses a teugh eseskeleten with daggerlike
bane ribs that impale prey caught in its deadly embrace.

The creatures prefeaed hunting technique is ta lurk in
the shallews el a stream er pend and feed en animals
that ceme te drink. It attacks with a strike ef its blunt. ar-
mered head. attempting ta stun its prey er knack the vic-
tim inte deeper water. In the tellewing actian. the ephidi-
an attempts ta leap itself areund its prey and censtrict. Its
embrace can enly be breken by killing the creature.

The ephidian is unlikely te attack large greups. prefer-
ring te wait fer selitary targets.

Piscine
STFI S {d4+'?]| INT 2 {Animal E er d-l+-ti
DEX ill ld=l+ Iii WIL '? ldli +5}
CUN 5 I[d*i+-{ll FEH 2 {Animal E er d=i+*ll
Durability: 5»fS"3l'ii Actian check: 14+! ISISIS
Meve: swim TU #Actiens: 2
Pleactien scare: Urdinaryffi

Attacks
Bite IEli'5r'2 dEisi'dtlwi'd1t+ lw LIFO
Sh eck l2."Er'3 dilsldbw.-‘d l2w LIFE!

Defenses
+l resistance madifier vs. melee attacks
+2 resistance madifier vs. ranged attacks
Armar: nene {LIl. nene {l'lIl. nene {Enl

Skills
ltlevement [517 Stamina l5l—E'I1durar1ce Hill: Awareness ET];
lieselve [T].

The alien piscine is a fishlike creature reughly 2 meters
in length. In appearance and temperament. it mast clese-
ly resembles the great barracuda ef Earth. Twe leng. thin.
whiplike feelers eirtend frem its tins. Piscines hunt in
small scheals at live te ten animals. theugh they den't
emplay any ceeperative tactics.

While its bite is dangereus. the piscine has a far mere

fermidahle attack at its dispasal: Like the electric eel. a
piscine can generate shacks te stun er-incapacitate its
prey. The creature delivers the sheck threugh. its leng fin-
whips. brushing its feelers against the target frem as far
as 2 meters away. A piscine can deliver three shacks in a
cembat scene befere it exhausts its electrical reserve.

Primate
STH l-5 {dE-+ ll} INT 5 {Animal Et er Ed-i+3l
DEN IS ldl'l+Illl WTL I5 {d='i+l2l
CON I4 {d1t+l2} PEH 5 {Animal El er .'id4+3l
Durability: lIli'l'l."'I"i"l" Actian check: l'I"+:"IEftil'-'l
lilleve: sprint SD. run fill. walk Ill {jump IS] #Actiens: 3
Heactien share: Ge-edlfl

Attacks
Pummel IS.-'S.f-'-l dS+ I sJ'dE~wr'dE+ Ew LUU
Site l=li"'i"fS d4sJ'dE+lsfd-iw LIEU
Threwn rack l*il'?fS d-l—lsl'd*isr'd*i+2s LEO

Defenses
+3 resistance madifier vs. melee attacks
+2 resistance madifier vs. ranged attacks
Armar: d4 {LI}. dit-l {I-Ill. dlt {Eel

Skills
Athletics I l5]~climh If-ltll. jump fléll. threw IIBI: Acrebatics
[ l EI]—faII I I41: irlavement [ls]; Stamina [14]—end'urance I I Bl:
Awareness [I5]—i.ntuit‘ien lltil. perceptien IIHI; Investigate
[I5]-search I I El; lleselve [I5].

The alien primate is taller. thinner. and much langer ef
limb than a gerilla. altheugh it still eutweighs an adult
human by till ta -ti] kg. The creature pessesses gray. leath-
ery skin with a mane el stifl bristles and hairy patches en
its Iewer arms and legs.

Alien primates aveid humans in the epen ferest er jun-
gle. unless the primates eutnumber the human by mere
than twa te ene. Hewever. these creatures became eit-
tremely aggressive when defending their lair. Primates
are very secial creatures that live in treeps er packs ef up
te ferty members.

Rndent
STH 4 {d4+lll INT ii {Animal '1" er dt-1+5}
DEN I-i I[d-‘l+ I2]! WTI. T {d4+fil
CONS {d4+ill PER ll {Animal I3 er di+ll.'I
Durability: E-fSr’2i'2 Actian check: l5+r'l=ll?l'2
Meve: sprint SD. run -‘ill. walk IE. {jump llll #Actiens: 2
Heactien scare: Geedf I

Attacks
Dart ISi"S.|"-1 lstisl I w LIIU

plus paisan {see tei-rti
Defenses
+1 resistance meditier vs. melee attacks
+3 resistance madifier vs. ranged attacks
Armer: d'l—l {i.Il. nene ll-Ill, d4—l {Enl

Skills
Athletics [4]-jump II EH. threw IS]; Acrebcrtics II4]—fafI I I El;
Stealth [1~=ll—hi'de fltil: Stamina [S]: Awareness ['?']—intuitien
I I ill.



The alien rodent is a small amnivore about the size of a
large jackrabbit. lt's covered in green and brown fur that
blends well with its surroundings. making it very difiicult
to spot when it's in normal ground cover. It has powerful

Attacks
Bite l[li'5t'2 d4si‘d*lwIci='l+2w LII‘-D
Acid jet ltIlt'5t'2 d4wid4+2wt'2d¢l+lw LIFG

hind legs. usetul for leaping to make quick getaways. and Defenses
shert front limbs suited for digging up insects. Typically.
each colony consists of dozens of individuals sharing a
mace of twisting burrows.

The rodent belts from almest any conceivable threat.
but it also has a dangerous defense mechanism: a hump
ever its shoulders that contains a battery of four poisoned
darts. propelled by an air bladder. The creature can fire
these darts out to 4!Bt'l2 meters (short. medium. and long
rangel. Although these darts inflict minimal damage.
they have a powerful. irritating venom {+2 penalty to the
victim's Constitution feat check} with an onset time of 2
rounds and a duration of B hours.

Saurian
STE iltl {2d4+l5l INT 3 {Animal ID or 2d4+5l
DEX E! {d4+El ‘NIL ltl {Cl'll1-Bl
CON IS {ZdS+l ll PER 2 {Animal 7 or d4+-5}
Durability: 2'?i2'?t 13! I3 Action check: l3+Il21Bi'3
Move: sprint 50. run 3|]. walk IE. {jump IE} #Actions: 3
lieaclion score: Clrdinaryffi

Attacks
Site 23" I ll‘-5 2dSw!d1t+ l rnt‘dS+2m LNG
Clawikick EZII lffi d4+3wldS+~t wr'd4m LNG
Tail lash lSi"St‘5 dBst’d l2s1'dBw LUG

Defenses
Good toughness
+3 resistance modifier vs. melee attacks
no resistance modifier vs. ranged attacks
Armor: dEi+2 [Ll]. dti-t-I {HIL dS+l {En}

Skills
Stealth [E]: lvlovement [I3]: Stamina [lB]—endurance I22]:
Awareness [1{l]—irn'uition H4]. perception [I2]: Investigate
[ID]-search H2}: Hesolve [lEl}—physicol resolve {IE}.

The alien saurian is a large and deadly predator. having
the size and build of a dinosaur such as the allosaurus or
gorgosaurus. A saurian isn't quite as big as a tyranno-
saur. but it's faster and smarter. and equipped with teeth
and claws that would put a T-rex to shame.

Despite its sine and bulk. the saurian is moderately
stealthy. It prefers to find a patch of geed cover—-a grove.
thicket. or boulder-tall--and wait for prey to wander with-
in range of a quick. deadly rush. It can strike with a terri-
fying bite. a kick from its sickle-clawed leg. and a
whiplike tail lash against anyone behind it. Saurians are
extraordinarily fearless and bloodthirsty.

Trilnhite
STE S idt+El INT 1 {Animal 4 or d-It +2)
DEN IE {d*‘l+lt]} '-NIL 9 {d4+'?)
CCIN S {dtl++il PBS 2 {Animal S or d4+-‘ll
Durability: Etfltfitfl Action check: 9+i'EJ4t'2
Move: run Ell]. walk tfl. swim ltl ttActions: 2
Heaction score: Marginalfl

+l resistance modifier vs. melee attacks
+2 resistance modifier vs. ranged attacks
Armor: d4+3 (Lil. d4+l {HI't. d4+2 {Brit

Skills
Stealth l12l—hide ll4l.' Stamina lEl—endurance l llll; Aware-
ness lfll-fntuition I I 2]: Resolve [El].

Trilobites were a group of arthropodlike animals that
vanished from primeval Earth before the rise of the di-
nosaurs. They were armored with an articulated shell.
somewhat similar to modern horseshoe crabs. The alien
trilobite shares the general appearance of these ancient
animals. but is considerably larger and more advanced.
It's more than a meter long and nearly as wide. with
dozens of small. clawed legs useful tor scuttling about in
shallow waters or along nearby coasts.

The creature has a small reservoir of extremely potent
organic acid that it squirts threugh a snoutlike projection
on top of its shell. This stuff has a range of B meters and
Good firepower. cutting through most armors with ease.
The trilobite can use this attack form once every I2 hours.

Ursine
STH I7 {2d4+I2] INT 5 {Animal lit or d4+l2l
DEX ll (d4+Sl ‘N11. 14 {d4+l2l
CON IS {2d4+lll PER 4 {Animal I3 or d4+ll}
Durability: 24:*24fl2ll2 Action check: 15+! l*l.\"I"t'3
Move: sprint BU. 1'1.tL'Ct 40. walk ltl #Actions: 4
Reaction score: Goodffl

Attacks
Bite 20! 1015 dttwicltl +2w.td4+4w LIIG
Claws 20! 1015 d5s!d4wtdE+ l w L]iG

Defenses
Resistant to toxins {see tei-rt}
+4 resistance modifier vs. melee attacks
+l resistance modifier vs. ranged attacks
Armor: d6+l {Ll}. d4+I (I'll). d5 {En}

Skills
Athletics [IT]: Movement [IS]; Stamina [IE]-endurance .|'E{l'.l;
Awareness [14]-intuition {.l5l.' Investigate [lit]-search HE].
track IISJ; Resolve Il4l—physfcal resolve flitll.

The alien ursine is a bearlike creature cavered in thick.
loose folds oi tough hide. It has claws and teeth of extra-
ordinary sharpness. Its baggy hide gives it a clumsy.
slow-moving appearance. but there's nothing awkward
about the ursine's ability to deal out damage in a tight. In
addition to its great physical power. the ursine is quite in-
telligent. It employs a variety of ruses. distractions. and
cooperative tactics in order to close with its prey. Ursines
almest always hunt in twos or threes. taking turns driving
prey toward each other and sharing their kills.

The ursine is virtually immune to most known poisons
and drugs. gaining a —4 bonus on any Constitution leot
checks called far by exposure to various toxins.
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Aerurv
Scnmrs
The Aifihfi system rates iriitiai char-
acter Ability Scares an a scale at 3 ta
15!. white Ar."rs1-irirrr grartes itierri tram

-'1 ta 15 during initial hera generatien.
Cansult the tahie helnw and recarri
the character's new Ability Scares:

.H.t']&D Filterntty
3-4 4
5-5 5

‘F
E

El-ll]
1l—l2 5
13--14 ll]

15 ii
15 it?!
l'i" 13
IE id
i5 l5
it] 1E

EIII‘-ZICITJ

Remember that id represents the
highest maximum Ability Eeare tar
human heraes in the J5|.i.'?i€:'tHt'F‘r' game.
It an AUEKD charar:ter’s ability Scare
canverts ta a ritimher higher than H.
'ftIJt1II1t.l5lIEEiUEE'liiDlti.

RACE
Uhviausly. a human canverts aver ta
a human, hut there's cine change yau
shauiri he aware at: Hurnaris at a me-
dieval tantasy setting acquire Ptfilr
nial Handling instead at 'i"ehic1e
Ctperatian.

Detrrihuriians canvert ta alieris.
with the rricrtiticatians ta their hase
hrc-ad sltills and special pewers-

Ilwarwss
tlwarves receive the tellewing i;-raari
sltills at na cast: Fithletics. Stamina.
Knawiedge, Fiwareness. Ftesaive. anci
interactian.

Magic aria? Faisan Hesistrrrice:
Dwarves gain an increase at +2 ta
their resistance raaclitiers against
Fireane Magic arid Faith PX specialty
skills isee Chapter I5: Gpticrial
Ftatesi. Dwarves alse gain a -2 hanus
ta Canstitiiticn teat cheat-rs cause-cl
by paisan and rarliatian.

[Itetensive Elriil: [Itwarves aclcl +2 ta
their resistance nicctitiers against
melee attactrs cr tinarniecl attacks
lrcirrt litrniariairjs 3 meters cr taller in
height.

lntravisian: Dwarves ignare any
perialties that a|'i[Jl*f in eituaticins at
law illriinirirrtiari ar tatrrl riarirness-—
pravirlerl there are ahjects pradacirig
variant radiant heat in the area.

Mining Elrrlls." Dwarves pessess a
special Will-based h-rciacl shill that
allaws them ta cliecir tar the tellew-
ing pheriarnrrria:

Detect grade ar slape -E step hanus
Detect rrew

caristructian ‘.1 step hanus
Detect sliciingtshittiiig

watts ar reams —l step hanue
Detect stanewarlr traps.

pits. ancl ciearltalls ria riiartilier
Detect apprrn-rimaie

rlepth an-clergrauncl na rriartitier

EIHEE
Elves receive the tellewing hraaa
sltills at na cast: Athletics. Melee
Werrpriiis at Prirriitive iiarigeci Weap-
ans iplaver's cliair';ei.5tealtl1. l'i.trawl-
erige. Fiwareiiess. and interactian.

Charm li'e.sisIanr_'e: Elves gr-iiri Ittt
increase at +rt ta their resistrr1:r'~+r
I110-rlitiere rigairist all .-'5rrr:i1ri-:r li~";r.i:;rr.:_
Faith. and SuperPri1.verr."liarn'ri»r
sleep Flt s1Jet_'ir1it‘_v* skills {see Chargi
ter r||Elil:i'_Ft.l'rif1Ttt'IiH-!It|E-Ffillllll I[]t]I{-I ile-
taiis]. as well as charm-r.1rirl
steep-like rnirir;twaliririg pa1.vers

lr1trrr'».risi'riri: Hives igririiris curry‘
penalties that rrpply in sitLir.'itiri:rs iii
taw illuriiinrrtieri at tetal =:lailrr;esr-
praviciect there are aizijects prr;~rl|.i-:."!rir,_i
variant radiant heat in the irrerr.

Eecret [Jaar [1etec.'i'an.' E'.vi;.-r- ti-: :5 | I
a -2 laririus ta their lrivestigate--
search rjherjl-rs, If the ett f.lr'ir=.-E:|'i't l'i-".'it'i.=:
the Investigate slrill, he aairis lltl:-.
step lJt_JIlLlS ta Iris t_1t]|t'rfJtt'iti!tiF“~l-till
ralls.

Einnmes
Gnarnes receive the .tl5t.llTI|itjil{j:a, Str:rrii-
na. Manipulaticn. Knc-v.=1arir;r;-,
Awareness. tZ1[1L'i lttlr3*t‘Ctt_1Il-!‘_'i1‘| l:ir"=_=i_rr_|
sl-rills at na cast.

Magic liesistance." G11 cni es ~_"_i a -. ii
arr iricrerrse at +2 ta their res1sttri'=ri'i..-
rnacliiiers 'IIE]t"IlTt':.ii1l!iT[?tlt‘l-i‘ l"|"lI'itftf' ri:iri
Faith Flt specialty sl-rills-

Deteristve -Eitttllsi C-names arirl 1-33:‘
ta their resistarict-1 ]"|!1III|r‘liii~t‘JT!-_; rrrgrirrzei
melee attacits er unarmerl aitrrcéraz
train humariairls 2.5 meters cr taller.

lntravisiari: C-narnes igricre aziv
penalties that apply in sitarrtrriris
law illuniinatiari ar tetal ciarl-tness
pravicieci there are ebjects pi"-act"-.1 rriiir;
variant radiant heal in tl|t_- area

Mtirtng Slritls: Gnaiiies gain =_:
Will-hasea hraacl slrill that allcv.-"s
ll11:tItt ta checir tar the lallcwvirig pti.~.--
iiameria:
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Detect grade or slope --2 step bonus
Detect new

construction -2 step bonus
Detect slidingtshitting

walls or rooms -l step bonus
Detect stonework traps.

pits. and deacllalls no modifier
Detect approximate depth

underground no modtlier

I-iillfiings
Haltlings have the tollowing broad
skills at no cost: Stamina. Stealth.
Knowledge. Awareness. Hesolve. and
lnteraction.

Magic an-::l Poison Resistance:
Halilings gain an increase at +2 to
their resistance modiliers against
Arcane Magic and Faith Fit specialty
skills. Halilings also gain a —Z bonus
to Constitution teats caused by poi-
son and radiation.

Throwing Bonus: Haltlings gain a
—l bonus when using Athletics»
throw. It a haltling doesn't possess
this skill. he receives the bonus to an
untrained check.

iniraviston: Stout haltlings ignore
ony penalties that apply in situa-
tions ot low illumination or total
darkness—provided there are ob-
jects producing variant radiant heat
in the area. Mixed-haltling intravi-
sian negates up to +2 penalties tor
near or total darkness.

Half-Elves
Hall-elves receive the tollowing
broad skills at no cost: Athletics,
Stealth. Stamina. Knowledge. Aware-
ness. and interaction.

Charm Fiesistance: Halt-elves gain
+2 to their resistance moditiers
against Arcane Magic. Faith. and
Super Power charm or sleep Fl spe-
cialty skills {see Chapter IE: Option-
al Hates tor more details] as well as
charm- and sleep-like mindwalking
powers.

lniravision: Halt-elves ignore any
penalties that apply in situations oi
low illumination or total darkness-
provided there are objects producing
variant radiant heat in the area.

Secret Door Detection: Halt-elves
gain a —l bonus to their [nvestigote—
search checks. it the hall-elt doesn't
have the investigate skill, he still
gains this bonus to his untrained
skill rolls.

Cumvsnrlms
CLA55 TI]
PROFESSION
The next step in the conversion
process is selecting a protession that
corresponds to the characler's class.
The suggested guidelines and spe-
cial notes are listed below:

Combat Spec
Combat Spec
Combat Spec

Diplomat
Diplomat

Free Agent
Hard — Diplomat
Mage —-:=- Tech Up

Specialist Wizard —;- Tech Up

Fighter —
Paladin —
‘flanger —
Cleric —
Druid —
Thiei —

Vvvvvov

Fighter
ll the character is a weapon speciol-
ist. he should select a specialty skill
which represents the weapon type in
which he specializes tor his Combat
Spec attack skill bonus. For example.
it a tighter specializes in the long
sword, he should assign his special
bonus to the Melee Weapons~hiade
skill.

Paladin
Paladins retain several oi their spe-
cial benetits. as shown helow. Fal-
adins rnust select the Faith perk
during conversion.

Detect Evil: With a successlul
Awareness check. a paladin can de-
tect evil intent at up to EU meters.

Saving Throw Bonus: Paladins get
a -1 bonus when resisting any kind
oi damage; this applies to Constitu-
tion ieat checks against hasards.

Disease immunity: Paladins re-
ceive a -3 hanus when resisting
disease.

Healing: Once per day. paladins
may heal l wound box per level by
laying on hands. They can also cure
disease once per week tor every 5
levels they possess.

Magic: Paladins can use magic at
Etth level and higher {see the "Magic"
section belowl.

Ranger
Hangers rnust select the Investigate-
tracir and Stealth skills during char-
acter conversion. Class benetits
translate in the tollowing fashion:

"Ava-weapon fighting: It the ranger
wears armor with an action penalty
at +l step or less. he can tight with a

weapon in each hand at no penalty.
Heavier armor negates this benefit.

Traclring: Hangers gain a -2 bonus
to all lnvestigate—track skill checks,
and automatically gain l ranlr in In-
vsstigate-tracir tar every 3 character
levels illrd. Eth, 5th. etc.l they pos-
SEES-.

Species Enemy: Against one type
at enemy. the ranger gains a —2
bonus to attack skill checks. but the
ranger suiiers a +2 penalty to any
encounter skills he attempts to use.

Animal Handling: when a ranger
uses this skill. he gains a -1 bonus
tor every 3 character levels i—-l at 3rd.
-2 at Eth. etc.l he possesses.

Magic: Hangers can use magic.
beginning at tlth level. See "Magic"
section tor more details.

tttlagles and
5|:|E|:ie|Ii5t Wizards
A wizards major power is the ability
to employ spells isee the "Magic"
section tor more iniormationl. Thus.
wizards receive the Arcane Magic Flt
broad skill tor tree. In addition. wiz-
ards can wear any armor that does
not intlict an action check penalty
itor example. the CF caatl and still
cast spells.

While most wizards possess mini-
mal weapon skills when lirst con-
verted. they may acquire any new
skills and wield any weapons once
they leave their hameworlds.

Specialist Wizard Saving Throw
Modifier: When a specialist wizard
uses an Arcane Magic Flt specialty
skill irom his preterred school. the
target suiiers a +1 penalty to resist
that specialty skill {see the "Magic"
section tar more details}.

Elerics
Magic is the chiet weapon at the
cleric: see the "l't'lagic" section belaw.
Clerics cannot use weapons that
spill blood, so Melee Weapons-hiud-
geon weapons remain their lirst
choice. Stutter weapons and any
other weapons that only intlict stun
damage are also acceptable. Clerics
must select the Faith perk during
character conversion. and they re-
ceive the Faith FIE broad skill tree.

Druids
Druids must select the Lite Science
broad skill and the botany arid zoolo-
gy specialty skills during the conver-
sion process. They use magic.
described helow. and retain the sev-
eral special benetits.

_i



ldentify plants. animals. and pure
water: When a druid uses botany or
zoology to identity lileforms. he
gains a -l bonus tor every S levels.

Pass through overgrown areas: At
3rd level. the druid automatically ac-
quires the Movement—trai.thlazing
skill at no cost.

Thieves
Thieves rnust select the Stealth and
Manipulation broad skills during
conversion. and they must buy at
least l rank in Athletics-clirnb. There
are no other special conversion notes
for thieves.

Bard
All bards must select the Entertain-
ment and Manipulation broad skills.
as well as at least l rank in Athlet-
ics—ciirnh. Bards gain the ability to
cast wizard spells. beginning at Std
level [see the "Magic" section tor
more dotailsl.

lntluencs reactions: Bards gain a
-1 bonus tor every three levels i—l at
3rd. -2 at Eth. etc.t to any encounter
skills they attempt to use alter a suc-
cessful use at their Entertainment
skill.

inspire allies: It a bard chooses to
inspire his allies in combat. all at-
tectod characters gain a —l bonus to
their attack rolls and a +l increase to
their resistance moditisrs. The bard
must play for S rounds to inspire his
triends. and the attects last l round
per level.

Lever.
A character's level in the AD8rD
game system is translated directly to
his level in the Atrssnrrr game. For
example. a 3rd-level paladin be-
comes a level 3 Combat Spec. The
character is entitled to all the addi-
tional skill points or achievement
benetits appropriate tor his level. For
example. a level 2 character has E-
sxtra skill points to distribute. a
level 3 character has IS. a level ll
character 21. and so on.

Hit points. THACtl. and saving
throw scores vanish.

ln general. high-level ADSD char-
acters tall into the "Advanced He-
roes" rules ttound in Chapter 2: Hero
Creationl for starting characters at
higher than level l. They'll have
more broad and speciolty slcill slots
available. and more skill paints to
distribute.

Laurel Advances
From the moment when an AD-‘trill
character becomes an Al.TFIFtt~lI't"r’ hero.
he no longer advances as an ADE-ID
character. No level-based benefits—
such as new spells. special tol-
lowers. or new class abilities—
accrue. Whatever powers and abili-
ties the hero possesses at the time of
conversion are all that he's ever
going to get; benetits provided by the
A.1.TEHt~il|Tr rules are perlectly line.

5|r.||.|_5
‘Eteter to TABLE P5: t-lsno Sn-.s't"ine Stt|l.t.
Points in the Players Handbook. and
check the hero's new intelligence
score. This gives you the total num-
ber of broad and specialty skills the
hero may have. along with the num-
ber ot skill points available. After
purchasing any skills mandated by
the hero's class or weapon skills. you
should have some "leftover" skill
points to spend. Use these to raund
out the character's skills. converting
as many at his nonweapon proticien-
cies as you can.

There are three general guide-
lines you should tollow in converting
nonweapon proticiencies ttil‘-HP] to
skills:

Ir it the l‘-IWP name matches the
name of an existing skill iSwimming
to Movement—swim. ior instance}
convert the AD-ED proficiency direct-
ly. "r"ou may have to buy a new hroacl
skill in order to find a match in the
specialty skills.

Ir ll the NWP doesn't have a corre-
sponding skill. use your best judg-
ment and try to select skills that
parallel what the character previ-
ously had. For example. Chariotesr-
ing could easily become a specialty
under the Athletics broad skill.

P it there seems to be no corre-
sponding skill. try to find a skill that
relies on the same Ability Score as
the nonweapon proficiency. For ex-
ample. Weather Sense could convert
to a specialty skill under Physical
Science. Ii none oi these work. dratt a
new brood skill description.

Cflrnhilt Sliills
Choose the broad skills that the
character must acquire in order to
wield weapons in which he has pro-
liciency. Almost all characters will
he proticienl in some kind at melee
weapon. so they'll need the Melee
Weapons broad skill. Many charac-
ters should al so select the Primitive
Hanged Weapons broad skill. lt a
character specialises in an unarmed
lighting style. he should select Un-
armed Attack or .t'-'lrtZ71'tI.IlIttIItlt.Tt.-i—'t'.tEtl't=!'i't-
sive martial arts.

Heroes with unmodified Tl-lAC[ls
better than El] should pu rchose l spe-
cialty skill rank per 2 points alim-
provement in the weapon or
weapons they typically use. For ex-
ample. a 'i"th—level lighter has a
THACU of l4. which is E points better
than a Ell. lf he uses along sword. he
should purchase Melee Weapons-
blade S.

He-member. higher-level charac-
ters must pay tor the skill levels they
acquire. For example. starting with
blade 3 costs S skill points lE+S+»t=S_l
tor a Combat Spec hero.

lV|Al.-'|llI AND
5PEc|A|.
Pnwsrrs
Magic is generally not the mainstay
of a science tiction setting. Thus. the
detault conversion rule is as follows:
Magic simply doesn't work in the
At:ri:rin|'rr game. It a wizard. cleric. or
other magic-using character adven-
tures in an SF setting. they can't ac-
cess their magical spells and
abilities.

However. many people will want
to include magic in their campaigns.
You can include magic in your uni-
verse hy utilizing the Flt rules found
in Chapter iii: Clpllonal Flutes. This
allows you the tlexibility of magic.
while maintaining an SF teel.

Eletore magic-using heroes can
cast spells. they must purchose ei-
ther the Arcane Magic or Faith Flt
broad skills. Converted wizards and
priests receive their respective Flt

Depending on the character's tntelli- PIE‘-'t1'il Bltllls ltIt1'l1’E_E- Thflfli thet’ "'l'-'51
g-ence and 1.51.-Elf it mu-1, he necggsm-F convert their existing AD3rD spells
for him to lose a tew sltills in order to
make the conversion. Choose non-
weapon proticiencies that are least
important to the character concept
and get rid ol them for now.

into Flt specialty skills-

tlltltllddtlP
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Cenversien rules iar ADE-tD charac-
ters are as tallaws: H character re-
tains any speilcasting ar magical
abilities he had under the EDED
rules. replacing them with Flt abili-
ties. Fit the time at canversian. each
character receives a number at skill
peints with which te canvert ADE-tD
spells inte I-‘ll specialty skills accerd-
ing ta the tellewing pregressian: wis-
ards. clerics. druids and specialty
priests receive T peints per level,
rangers receive 5 paints per level
aheve Etth. and paladins receive 5
peints per level abave Hth. Far ex-
ample. a level I-l druid has 25 paints
ta spend an FIE specialty skills. Cen-
verted characters cannat use these
spell peints ta purchase ether nen-
Flt ski1ts—-theugh they can use their
regular allatment at skill paints ta
buy Flt specialty skills.

1'1-'lagic-using heraes must spend
their skill paints an canverting spells
ta Flt’ abilities. Ft player must exam-
ine each spell and pay all cests nec-
essary ta canvert it ta an Flt ability.
Thus. high-level spells and spells
that inilict great ameunts at damage
cast mare than law~level anes.

Because at the nature at the PK
rules. many RDBID spells will nat re-
tain their maximum eilectiveness. er
they will cest tea much ta pur-
cha se— tc-rcing the here {especially
high-level wizards} tc lcse a ge-ed
number at spells. ‘fan can chaase ta
grant spells ta the herees at a trac-
tien at their cast tar at na cast at alll.
depending en the ameunt at magic
in yeur campaign. Hewever. yeu
shauld eniarce the tetal peint cast
when heraes wish ta purchase e new
Fill specialty skill. In this wey, yau
can regulate the inllux at magic in
yaur science lictien setting.

[anverting
Nundamaging
5|:|ells
Far mast riaadamaging spells. yau
must apply yeur judgment ta deter-
mine the casts invalved. In general.
a 2—paint penalty in the HDEID sys~
tem is raughly equal ta a l-step
penalty in the Atrcianrr rules- Thus.

a spell that impraves the caster's
Armer Class by 2 shauld instead in-
crease his resistance madifier
against physical attacks hy +1.

flther Spells
Either spells have their nermal et-
tects as much as passible --tar ex-
ample. a knack Flt specialty skill
cauld apeu an electranic lack as eas-
ily as a staut b-alt, while the silence
L5’ radius Flt specialty skill daes just
what it shauld. Far purpases at Hit
Dice aftected. an .FtI.'t‘F.|-tr-l1T‘|' character
at creature has a number at Hit Dice
equal ta its level {tar characters} er
ene-halt its Cc-nstitutien tier
creatures].

it Example: Marla is in the pra-
cess at canverting an ADErD mage
ever ta an Ftl.Tt-il-tt'~tl'l"|" here. Currently,
she is evaluating the magic missile
spell. Using the Flli rules. she creates
the tellewing PH specialty skill de-
scriptien:

Magic Missile
Hrcane Magic. Canjure spell: WIL;
Ordinary quality. cest El

This specialty skill allews the
caster ta manipulate energy inte
small belts er "rnissiles" that inilict
Urdinary Energy tEnl damage. The
caster makes a skill check against
this specialty skill te determine the
ameunl at damage: Critical Failure.
missile attacks ct tandem target;
Marginal. d4--2w {minimum ll: Ordi-
nary. dt-l—lw: Gaed, d4w; Amazing,
-Ii'i"l+ lw.

This skill iu nctians at the ranges
at ll]. EU. and tltl meters. The caster
receives e -1 benus te his skill check
at shert range tltll. nc- madifier at
medium range till]. and a +1 penalty
te his skill check at leng range tiltll.

it hera receives ane extra missile
at skill ranks 3. B. ‘El. and 12. Thus. a
here with magic missile 5 can lire
three missiles in a single cembat
raund {ane each phase. with the re-
mainder iiring an the last phase at
the raundl.

After designing the specialty skill.
Marla checks Table GT1 in Chapter
l'Ei ta iigure aut the tetal cast at the
skill. She determines that the magic
missile specialty skill casts til paints
ta buy. Di caurse, she ceuld add trap-
pings te the skill tc- lawer this peint
cast.

Eau|PME|\|T
The equipment list lar PL l ta PL 3 in
the Players Handhaair is shert: the
game is intended ta reflect ma-dern
ta tar-iuture releplaying. There are a
iew weapens and armers that can
translate directly—iar example, the
spear. shert sward, bread sward.
leather armer. chain mail, er plate
mail-

Where passible. use the statistics
as given. Fer example. ii an iiDtlrD
character happens ta wear plate
mail, use the stats tar plate mail. It
the match isntt perfect, tensely trans-
late the here's equipment ta match. Ft
leng sward and bread sward are
similar eneugh ta use the same stats
in white studded leather ermer is
pretty clase ta nermal leather armer.

Tau can alse tweak the weapen
and armer lists ta get the exact stats
yeu want. Far example. e twa~hand~
ed sward is sc-mewhat larger and
mere pewertul than a bread sward; it
yau simply add +1 er +2 ta the bread
swc-rd's damage ratings. yau’-::l have
semething appraximating an JEDE-tD
twa—handed sward. Similarly, band-
ed mail is a little berter than chain
mail. sa a suit at banded mail might
alter a madest increase in pratectian
aver the nermal chain mail stats.

Magical Items
Use the Super Pawehenchented
relic Flt rules ter building magical
items.

FANTASY
Henaes |t\| A
Maaenm GAME
Traditienal class reles at iiD3rD cher-
ecters are likely ta change as they
adapt ta the At:r|=:ssrrr system. Fer ex-
ample. the hit paints and lighting
abilities at the fighter and the mage
wen't be that much diiierent, but cler-
ics are ne langer the lirst aid kits ef
the party—-especially it they lase
their magical pewers. Ft gaad rele-
player will pick up an this shiit and
part ray his character accerdingly.
l-tew daes a priest at Odin recencile
his beliets with the tact that he ne
langer receives spells? Can a wizard
turn his inquisitive mind ta the study
at science? Enceurage yaur players
ta think abaut haw their characters
perceive this change in the universe
areund them.
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Cant.ral die 32,11
Central metabeiism specialty 222
Central pragram I51, I54
Cc-piIat's statien I52, 225
Ca-pre-cessar taarnputerl l5l
Carparate specialty T-i. T2
Carrupt pragram I51. I52
Ceurt precede res specialty 53
Cever madifier 42, 52
Crash pragram I51. I53
Crashing la vehiclel 2tll
Creativity bread skill T5, 52
Creativity; specilic slrill specialty T5--T5.

23
Crew campartment I42, 225
Criminal elements specialty T5. 55
Critical Failure 35, 45'

en actian check 35. II, 52
an attack rail 45

Crassbew specialty T4
Cruising speed 22!

spaceships I4-i
Culture bread skill 52,55
Currency I32, I34
Cyber gear 221, 232-245

cast at 235, 242
starting 232

Cyber talerance 242
Cybernetic surgery 55, 233-242
Cyberpunk SF I52
Cykasis 244
Damage 5i 55, 5t-53

amazing 52. 53, I5]
ta armer I5t
ta cyber gear 242
degrading 52, I52
tatigue 54, 53, ‘T5
heavy stun 53, 52
heavy waund 54, 53
imp-act 55, 55
martai 53, 53
ta ebjects 55-55, 222
ta passengers 222
secandary damage 5| 52, 52. 53. 54
and shadews I55
te spaceships 151- I53, 212-2II
Strength adjustment 42
stun 53, 5-I
upgrading 52
ta vehicles l2T, 223
waund 53, 52

Damage cantraltspaceshipl I-til, I53,
222

Dance specialty 22
Danger Sense perk 54, I24. I2‘?
Daredevil specialty Tl, T2
Data slate I52, I53
Datadac pragram I5-tl, I51
Darn-link specialty 235
Datascan pragram I52, l5I
Dazed, tatigue da-mage 54, 53

martai damage 54, 53
penalties 53, 54, 53
stun damage 53, 5t
waund damage 53- 54, 52

Death 54--55
Deceptian bread skill 52, 25
Decade pragram I52. I51
Deriuce specialty T5, 52
Defense campartment 225
Defenses s ecielt 55P it
Defensive martial arts specialty T2, T2
Degrading damage 52, I22
Delicate flaw 55,125

Demalitians bread skill T5, 52
Desktap {camputer} I52, 153
Detectian 32

spaceship t5T
vehicle I33

Dexterity I5, 32
Dexterity teat T t, T2
Dexterity increase I2T
Dexterity resistance medilier 54, 55. I25
Dexterity skills Tl --T3, T2 -‘I-‘El
Dice railing 33, 4T. 53
Diplamat 25, I2. 3t
Diplamat careers I I4~- I I5
Direct lire specialty 55
Dirt Paar flaw 55, I25. I32
Disarm specialty 52
Disease 5T, 54 +
Disguise 5'5
Dadge madifier 44, 45, 52
Dadge specialty ‘T2, Tl
De-dgi ng 45
Dauhle-strike 55
Dewnlaading I55
Drivespaae astragatian specialty 25
Drewning 55
Dumb GID-s I55
Durability 35-42, I25. I25

spaceship I32
vehicle I2?

Dying and death 54-55, 53, TT, 52,54
Dyna mite I52
Electricity lhasardl 55
Electrachemieal weapens I25
Eiectretrinetics specialty 233
Electrenics campartment I42, 222
Empathy specialty 23]
Empleyees 22-24
Encade pragram I51
Encaunter paths I2-I
Enceunter scene 124, 45

time frame I25
Sncaunter skills I2-I. 45, T2, 25, 2T. 231
Etncu mbran ce 55
Endurance challenge 51 , I22
Endurance specialty TT. I25, I25
Engineering campartment I 42, 225
Engineering specialty 55
Engineering statien 225
Enhance pragram I51. 245
Entertainment bread skill 5-5. 22
Entertainment pragram I51
Envirenments. general 5| 55
Equipment II, 4t. lll. I23-I32
Equipment, acquiring Tilt, I32
ESP bread skill 232
E-suits I52 5.5, ]3E_ 1-43.
Exhnustien, avniding 24
Exhaustian challenge 5|

recavery 52
Experts 24 25
Explaratian SF I52, 44
Explasives I52
Expesure challenge 5|

recavery 52
Extrasensery Perceptian bread skill 232
Eyeballing 34
Faith Fill 225
Faith perk 54,124
Falling ss, ss
Fail specialty 55, T2, Tl
Faster-than-light travel I45, I55 I55
Fatigue damage 5-t, 53
Feat checks 35, E2, E2
Figuring the adds 3-1

Filthy Rich perk 55,124,132
Fire thazardl 55-55
Firepawer 52, IT4. I22
First aid kit 135. I3-T—l35
First aid specialty 52
First encaun ter specialty 2'?
Fists at Iran perk 55, I25, I2‘?
Flaws 32, 515-5T, I I2,35, l2T—l22 I25 12'?
Flight specialty T2, TI
Flintleck specialty T4
Feren sics specialty T5, B4
Fargettul ttaw 5T, I25
Fartitude perk 55, I25. I2’?
Fartress pragram l5I. I54
Fraal 2l-23
Fragile llaw 5T, 125
Free Agent 22, I2. 3]
Free Agent careers I l5—I I5
Friendly fire 45
Future earth SF I52
Flt tspecial effects} 223- 225

Arcane ll-tfegic 223 -225
designing 225- 225
energy 225-225
examples 225
Faith 225
Super Fewer 225--225

Gamble specialty 52, 25
Game sessien I t5
Gauntlet. camputer I52, I53

gridcaster I52, I53, I5-4
medical I52, I53, I54
prelessienal I52. I53. I54

Geneiics specialty T5, 54
Genres ET5-I53
Gills I55
Ge-ggles. pretective I34, I35
Ga-ad Luck perk 55, I25
C-FIAPH system 52-55, 52, I42
Gravity E-2, 53. 52. I2T, 2 I5
Gravity inductien technelegy I45 I33
Great Leeks perk 55, 125
Grenades -I5--4T, 5T, I52—I55
Grid IPL 5i I55-15'?

IIPL 5} I52-I52
IIPL Tl I52

Grid lag pragram 151, 154
Gridcaster I52, I53. I54
Gridleck pragram I51. I54
Gridsuit I52. I53, I54
Caidsuit shadews I55
Grirlwipe pre-grain l5l
Guardian pragram I5]. I55
Hacking specialty T5, 52. I51
Hacking pregrams I52-I53
Hardware specialty T5, 52, l5I
Hazard s. general 5T -51, I22

acid 5T
disease 5'.’
drawning 55
electricity 55
falling 55
tire 55 52
paisan 55 52
rediatiau 52 5-I
starvatian 52
sutfacatian 5|

Heal specialty 222
Healing naturally 54
Healing stun damage 52, 54
Healing waund damage 52, 54
Heat 55, 52
Heavy stun damage 54, 52



Heavy weapons tPL I11 151-155
1P1. 51 155-1511
1P1. 51 1511-155
lPI.. '?l 155-155
IIPL 51 155

Heavy Weapons broad skill '?5, 5'?
Heavy wound damage 54, 55
Heightened Ability perk 55, 155
Hero background 155-154
Hero concept 15
Hero creation proc ess 511

advarroed heroes 5|
Hero sheets 15, 555--555
Hide specialty ?5, T5
Holding your breath 55, 5?
Horror 5-F '?5, 151-155, 1141
Human heroes 55
lnoorne 155-155
illicit business specialty '?tt_ T9
illusion specialty 555
lmpact damage 55, 55
lndirect fire specialty 55
infamy llaw 5'?, 155
infantry tactics specialty 55
lnformation retrieval '?5, 15'?, 15‘?
inspire specialty I51
Intelligence 55, 33
Intelligence fea1?*l,'?5
Intelligence increase 15’?
Intelligence skills '?t1—'?5. Ir'5—55, 555-555
Intentions {spaceship combat] 155
Intentions {vehicle comb-all 155, 154, 2111]
Interaction broad skill 51, 155
Interface device {computer} 155
Interludes -15, 55, 155, 514
interrogate specialty T5, 55
interview specialty 5| , 1115
intuition specialty 55, '?5, 55
lntimidate specialty 51,155
lnvention specia1ty'?'?, 55
lnvestigate broad skill T5, 55
lump specialty T5, 5'?
luryrig specialty '?'?, 55
Key concepts 5, 5
Kinetic shield specially 555
Knockout rank benefit 55
Knockout, fatigue damage 55

mortal damage 55
recovering lrom 55, 5-t, 54
stun damage 55
wound damage 55

Knowledge broad skill ?5, 51
Knowledge, specific slrill specialty T5, 55
Land mine 155
Land vehicle specialty T5
Language specialty skill '?5, Etii
Last resort points 115, 55, 55. 155

allies and sidekiclrs 51
villains 55

Law broad skill '?5, 55
Law enforcement procedures specially

55
Lrnrans tnew sp-eciesl 55
Leadership broad slrill 51, 151
Levitation specialty 5511
Life Science broad skill '?5, Bit
Lifting objects ?5
Loclrpiclr specialty '?5, T5
Mainframe 155, 155. 151i
Management specialty 51
Maneuvers, vehicle 155, 155, 155

modifiers to skttt checks 155
spaceships 155- 155, 515

Manipulation broad slrill '?5, ‘F2
Maps, local and strategic 155

in three dimensions 155
Marginal success 1'1, 55
Martial arts ‘I-"5
Mechalus 55-55
Medical gauntlet 155,155,154
Medical gear 155, 15?-145
Medical knowledge specialty 54
Medical Science broad skill '?5, 5-'1
Medical skills 1115
Melee attacks. general 44--45
Melee weapons [PL ll-PL -t11'?l, 1'?5

{PL 51 1'?-'5
{PL 51155-155
{PL '?',| 155
iPl. 51 l'?5—1'?=1

Melee Weapons broad skill ‘I'D, 55
Melee Weapons rank benefits 55
Memory. computer 151
Memory harness 155, 15-5, 155
Menace pro-gram 151, I55
Mental resolve specialty '?5, 511
Microcomputer 155, 155, 155
Mind blast specialty 555
Mind reading specialty 551
Mind shield specialty 555
Mindwalker 551, 555
Mindwalker careers 555-55?
Mine leirplosivet 155
Mirror image program 151, 155
Miscellaneous gear 155, 1+‘-15-111?
Modern Hanged Weapons broad sk

'?5
Monetary award 1 15, 155, 15'?
Money on hand 155
Moral attitude 151, 5?‘, 151-155
Morph specialty 555
Mortal damage 5'1, 55
Motivation 151, 5?, 115-155
Movement broad skill '?5, '?5
Movement 45-15

all-out it t, 55
combat 41, 55
interplanetary 155
interstellar 155, 155" 155
mounted 111
overland 115, 55
penalties '11
strategic 115

Multiple attac tiers it
Multistrike 55
Musical instrument specialty 55
Mutant origin 511!
Mutants 515, 515-514
Mutation drawbacks 555-555
Mutation points 514-515
Mutations. advantageous 515-555
Nana-coatputer 155, 155, 155, 545, 5"-1-'1
Natural healing 54
iilavcognition specialty 555
Navigation broad skill 5?, 55
Navigation, surface specialty '?'?, 5'?
Networks, computer 15?
Nl'_tactr 155, 5-5'5-l' 544, 545
Nonprolessionals 55
Notebook [computer] 155, 155, 155
Objects. damaging 55-55, 55

arm or 55
fire 55
lilting '?5
toughness 55

Ublivious flaw 5'?, 155
Ubservant perk 55, 155, 15'?

Obsessed llaw 5'?, 155
Ctbstacles 155
Clld lnjury llaw 5'?, 155
Up-en skills 5'1
Operating system 155
Operator programs 155- 155
Optional rules 515-555, 55
Overland movement 55
Uverp-owering -t5, 55
Parachute, using a 55
Parrying 45, 55
Penalty reductions 515
Perception specialty 55, '?5, 55
Peripherals {computer} 155, 155- I55
Perks 55,55—55,l15,55.155-15?, I55
Personality 55, 55
Personality feat 55, 55
Personality increasc 15?
Personality skills 55 -5i, 55- 151 , 55-'-1
Pharmaceuticals 155-155
Phases 55
Phobia llaw 5'?, 155
Photo Memory perk 55, 155. 15'?
Pirotolrinetics specialty 554
Physical resolve specialty T5, 54
Physical Science broad skill '?'?. 5'?
Physics specialty 5'?
Piclrpoclret specialty '?5, T5
Pilot's station 155, 555
Pistol speciolty '?5
Planets {designing}, general 154- 555

.11 climatology 555
1 environments 15‘?-155

geology 555
lite 5111-555
oceanography 155
orbital characteristics 155- 15'?
physical chemistry 155
types oi 1511-155

Planetology specially 5'?
Plasma jelly terrptosivel 155
Plastic explosives 155
Player's role 5
Point blank 4'?
Poison 55--55, 555
Poor Looks flaw 5'?, 155
Postcognition specialty 555
Power martial arts specialty '?5
Powered armor specialty 55
Powered weapon specially 55
Powerful Ally pert: 55, 1115. 15'?
Powerful Enemy llaw 5?, 155
Precognition specialty 555
Prepared {lo avoid surprisel 55
Prepared charges t,e ttplosivesl 55, 154
Press ure, atmospheric pressure 5*‘-1-55,

55
Prestidigitation specialty '?5, 55
Prevailing conditions 555
Primer cord terrplosivsl 155
Prirnitivei1aw5'?,155
Primitive Hanged Weapons broad skill

'?5
Processor tcomputerl 151
Professional equipment 155, 145--1111
Professional gauntlet 155, 155, 15-'1
Professions 55-55, 15, 55-55
Programming specialty '?5, 55, I51, 15'?
Programs, computer 155-15'?
Programs, loading 155
Progress Levels 1511, 114, 155-155, 155

and travel 155
Protection protocols speciolty 5?, 55
Psionic Prwa reness perk 55, 155
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Psionic energy points 255
Psionics 225, 225-255-
Psycliolrinetics specialty 254
Psychology specialty '?5, 54
Psychometry specialty 532
Pyrolrinetics specialty 254
Race specialty 23, 2?
Radiation 55 54, 52
Hamming {with a vehic1e1251, 554
Ranged attacks 45-45

ammo expenditure 4'?
friendly fire 45
point blank 4'?
suppressive 1ire 55

Range between vehicles 155, 155
Range between spaceships 155, 15'?
Range modifier 45, 55, '?5
Ranged Weapon attack modifiers '?5

rank benefits '?5
Ranged weapons {PL 5—PL 41 l'?5, 1'?5

{PL 51 1'?5
{PL 51 1'?5-l'?5
{PL '?1 1'?5-151
{PL 51 151

Ranged Weapons, Modern broad skill '?5
Ranged Weapons, Primitive broad skill

'?5
Rank benefits, purchasing 55, 112, 55.

155
Reaction block 44, '?l
Reaction dodge 45, '?1
Reaction parry 45, 55
Reaction scores 5?
Reasoning challenge 122
Recovery {from damage} 55, 54, 55,

54-55
tatigue 54, 52, 55, 54
mortal 54, 54
stun 55, 52,54
wound 54, 54

Reference program 151
Reflexes perk 85, 1t]'5, 12?
ftejuvenaie specialty 255
Repair specialty '?'.1'-'?5, 55
Repair, computer 55
Repair, spaceship 155
Reputation perk 55, 1115, 12?
Resist pain specialty 2'?
Resistance modifier 34, 52, 45, 511
Resistance modifier vs. skills 35, 51
Resolve broad slrill '?5, 54
Rifle specialty '?5
fllob-ols 225, 155
Roleplaying rewards 155
Rotep-laying style 45
Satchel charge 1511
Scenes 125, 512-215, 12, 45-4?

boosters 215-514
Scratch-built explosives specialty 51
Search specialty 25, 55
Secondary damage 51-52, 54

mortal 54, 52
wound 55, 52

Security broad skill '?'?, 55
Sean rily devices specialty '?'?, 55
Seduce specialty 5], 155
Sensors {equipment} 155, 141-142
Sensors specialty 55
Sensors station 155- 151, 255
Services 14'?-145
Sesheyan 55-25
Set explosives specialty 51
Shadow specialty ?5, '?5
Shadow armor program 151, 155

Shadow armor 2 program 151, 155
Shadow forrn program 151, 155
Shadow form 5 program 151, 155
Shadow weapon program 151, 155
Shadow weapon 2 program 151, 155
Shadows, gridsuit 155
Shields, use of 45
Ship Record Form 154, 255
Sidebars, general note '?
Sidekicks 51-52
Signature equipment 51. 111
Sing specialty 55
Situation die 32, 11
Situation die modifiers 4'?, 511, 55
Situation die steps 12, 45
Situations, types of 55
Skill checks 55, 52

complex 315,55, 52, 151
single 52, 151

Skill costs 51, 64-55
Skill packages {careers} 1 1 1
Skill points 34, 51
Skill points, spending 55. 125
Skill rank benefits 55, 53
Skill scores 57, IE1, 55
Skill situation modifier 55
Skills. broad 5?, 61

free BB, 5-4, 51
improving 125
purchasing 55, 34, 155
purchasing high ranks 31
selection 55

Sling specialty 74
Slow flaw 8'?, 155
Small business specialty '?4, '?5
Smart GtDs 155
SMG specialty '?5
Sneak attacks 55
Sneak specialty 73, '?5
Social status 156-155
Sound 39
Space opera SF 152-183
Space tactics specialty B5
Space vehicle specialty '?5
Space vehicle statistics 15'?
Spaceship combat, general 15'?-155,

255-211
boarding 160
modifiers to skill checks 155
narrative style I58
surprise 1.58
visual style 155-159

Spaceship compartments 145, 255-2115
computers 145, 155, 159
damage 152-155
engines 145. 215
repair 163
systems 141], 2115, 2115
weapons 145, 2115

Spaceship constntction 135- 155
Spaceship maneuvers 155- 155

modifiers to skill checks 155
Spaceship scale 155
Spaceship, general 155-155

armor 145, 145
capital ships 152
customizing 154-155
hulls 155
maneuverability 144
Record Form 154, 555
systems 141-154
weapons 152-154

Specialty skills 5'?, 55, 51
Species, new 54--25
Spending money 155

Spineless flaw Et'?, 155
Stamina broad skill 51, '?5, '?'?, 155, 155
Star sectors {creating} 155
Star systems {creating} 151- 1 54
Stardrive 145, 155, 55, 515
Starting funds 155
Starvation 55
Static program 151, 155
Stealth broad skill 55, '?2, T4
Stealth skills rank benefit '?5
Stored memory tcomputerl 151
Street knowledge specialty T5, 55
Street Smart broad skill '?5, 55
Strength 15. 52
Strength and damage 45, 55
Strength feat 55-115,55
Strength increase 12'?
Strength resistance modifier 155
Strength skills 55- '?5, 55-75
Stun damage 55, 51
Subderrnal Nllack 155, 15-5, 545, 245
Success. automatic 35. 45

degrees of 54, 12
marginal 12, 55

Suffacation 51
Suggest specialty 255
Super Power Fif 225- 225
Supercomputer 152, 153, 155
Superconductor technology I25
Superheroic SF 155, 154. 225-225
Supporting cast. general 55-55

action checks 5?, 45
allies 51-52
employees 52-54
experts 54-55
followers 52-- E14
nonprofessionals 55
sidekricks 51-52
teamwork 45-45
templates 55-55
villains 51]

Suppressive lire 511
Surface navigation specialty 5'?
Surge program 151, 155
Surgery specialty 55
Surgery, cybemetic 55, 255-245
Surprise 42, 55

modifiers 42, 43
spaceships 155
vehicles 154

Survival brood skill 24, '?5
Survival gear 155. 142-145
Survival training specialty T5
Swim specialty 55, '?5, '?'?
System astrogation specialty 5'?
System Operation broad skill '?'?, 55, 155
T'sa 25-25
Tables, general note '?
Tactics broad skill '?'?, 55, 555
Talents tpsionict 221, 225
Taunt specialty 51, 151
Teach broad skill 55, 55
Teach, specific field specialty 55
Tech Op 55, 15, 55
Tech Up careers 115-117
Technical challenges 125
Technical knowledge specialty 55
Technical Science broad skill '?'?, 55
Technothriller SF 155, 4-4
Tetekinesis broad skill 253
Telepathy broad skill 224
Temper flaw 5'?, 155
Temperature extremes 55, 55
Templates, supporting cast 55--55



Threaten lccmbat lacticl 55 Untrained 52
Threw specialty 5'1’
Threwn weapens iii‘, 5'?
Time trames IISF settings} l'?'l‘- l'i'5
Time travel 152
Tire specialty 225
Tcugh as Nails perk 55. 155. 12'?
Tcughness. general 52

ei ebjects 55. 124. 155
Trace pragram 151. 152
Track specialty T5. 52
Trailblasing specialty ‘.12, 2'1‘
Trained vs. untrained 5'1, 55. 52
Transfer damage specially 225
Transter pragram I51. 155
Traps 122
Trauma pack 155. 155-1115,2112
Travel 154-155. 145, 145
Treatment specialty '?5, 55
Twe weapens. attacking with 51. 5'?
Types at situatiens 55
Typical trader recc-rd sheet 2113
Unarmed Attack bread skill ’l'i'i, 55. 155.

155

narrative style 125
surprise 12-=1
visual sly le 125

155-251

tF'L 51 155-- I55
tPl.. ‘Fl 155-15?
IIPL 51 155
accessaries 122-125
armer 122
used I5‘?
weapens l25~12l

‘Jiger perk 55, 155
lfilla iris 55

Unarmed Attack rank benetits 55
Unarmed attacks -'-15-45 ilisicn. range el 45, 25

Utility pragrams l5tl—l5?
tlehicle cembat. general 152-12?. 155--25-It

apprcpriate skills 12'?
mediliers ta skill cbeel-rs 125

lfehiclle maneuvers 125, 155. 155
'v'ehir:le Gperatieri bread skill TF2, T5,

Tehicle scale 154. I25, 252. 254
Vehicle tactics specla I ty 55
Vehicle vs. character cembat 254
"i"ehicles 11'-‘L 5—PL 51 152, 155

lfirus pragram 151. 155

Water vehicle specially '?5
Weapcns. general Ill

accuracy 42
failure -=15

Weapens. attacking with twa 55. 55. 151-l
Weapens. electrcchemical 155
Wea pans. spaceship 152--154. 255
Weapans. thrawn -'-1'1’. 5'?
Weapons. vehicle 125-121
Weapans campartment I45. 255
Weapens specialty 55
Weren 25-55
Will 25, 22
Will teal '?5. 55
Will increase 12'?
Will resistance marlilier l-55, I55, 255
Will skills 135-55. SE1-55. 255-25-'1
Willpcwer perk 55. 151'. 12?
Wireless lilllack 152. 155. 2&5. 245
Waulid rlamage 52, 52

1521] 152, 155. 2-I1-Ill
Ienelegy specially '?5. 5-Ii
Kenemediciue specialty 55
Eere gravity 52. 55. 2 I 5
Zeta-g training specialty ill
ileetegy specialty 54
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s the scene epens . . . hastile alien vessels canverge an a
A starship in the distant reaches at space . . . scientists and
dactars exaniine the dying victim at a mutant strain at bacteria
. . . heavily arrnared space marines discaver an ancient artifact
an a desalate werld . . .

lrvrssirvs res Furune-ans EPIE AT A TIME!
This raieplaying game pravides a irarnevvarlr tar all kinds at
centenrparary ta far-future science iictian adventures. The
Ganremaster Guide. the campanian valume ta the .H.1.TEstt1't"r
Players I-landhaalt. centains everything needed ta mederate the
BLTERNITY game. including:

1" Fiules ter creating memerable supperting characters.
adventures. and campaigns tar any SF setting.

1* A “Fast-Play" chapter that teaches the basics at rnaderating
the game and pravides a starting adventure.
Starship canstructien rules and a tactical space cembat system.
Caniprehensive star system design rules. including stellar
classes and planetary enviranmenis.

in

||

1* Mare than EU aliens. creatures. and dangereus animals ta
use as eppenents

|n

1" Guidelines tar designing new alien species and alien artiiacts.
in

[tr
Adventure triggers ta spur yaur imaginatian and ignite the actian.
A cemplete index iar bath the Players Handhaek and the
Garnernaster Guide.
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