


and Statistics

Table 20: THACO (To Hit Armor Class Zero)

Level or Hit Dice of Attacker
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20

\Warriors, Scouts, Creatures using d10 for Hit Dice
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1

Rocketjocks, Rogues, Creatures using d8 for Hit Dice
20 20 19 19 18 18 17 17 16 16 15 15 14 14 13 13 12 12 11 11

Medics, Engineers, Creatures using dé6 for Hit Dice
20 20 20 18 18 18 16 16 16 14 14 14 12 12 12 10 10 10 8 8

Table 23: Melee Weapons Table 25: Thrown Weapons and Heavy Weapons
Range Rate Max. Rate
(feet) Damage of Fire Range Damage of Fire
Knife 3 1d3 1 Dart special 1d4 1
Dagger 3 1d4 1 Brick, bottle, etc. special 1d4 1
Club, bottle, etc. 3 1d4 1 Grenade special  special 1
Mono Knife 3 1d6 1 Grenade Launcher 200 special 112
Cutlass 6 1d6 1 Plasma Thrower 400 4d10 112
Sword 6 1d8 1 Rocket Launcher 1000 5d10 112
Polearm 9 1d10 1
Mono Sword 6 1d10 1
Kryptx 6 var. 1 Table 26: Blast Radius (in feet)
Explosive grenade . .............. 10
. SUNIGFeNAaE .. . . ..o vvsivs s cnmonss 15
Table 24: Ranged Wespons Dazzle.grenade . ....cvoeicmusas 15
Max. Dam- Rate Gas'grenNade . ::::oxssns: s sndnas 20
Range age of Fire Shots Rocket launcher shell ............ 20
Needle Gun 300 1d3 3 20 Plasma thrower canister .......... 25
Bolt Gun 400 1d4 2 10
Desert Runner 200 1d4 1 10
Crossbow or 1d8 Table 19: Movement Rates
Kryptx 400 1d6 1 10
Laser Pistol 800 1d8 32 7 e I, S
: Human 600 150 300 —
Rocket Pistol 400 1d10 2 5 .
. Tinker 480 120 240 —
Microwave Gun 400 1d10 2 10
: Worker 360 90 180 —
Laser Rifle 3000 1di12 1 14 :
Terrine 720 180 360 —
Heat Gun 60 2d6 1 7
. Delph 480 120 600 —
Rocket Rifle 2000 2d8 1 10
Sonic Stunner 40 special 1 14 e 30 i £ -
i Runner 840 210 420  —
Stormrider 360 90 180 1200

Spacer 600 150 300 600
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Level or Hit Dice of Attacker
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20

\Warriors, Scouts, Creatures using d10 for Hit Dice
20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1

Rocketjocks, Rogues, Creatures using d8 for Hit Dice
20 20 19 19 18 18 17 17 16 16 15 15 14 14 13 13 12 12 11 11

Medics, Engineers, Creatures using dé6 for Hit Dice
20 20 20 18 18 18 16 16 16 14 14 14 12 12 12 10 10 10 8 8

Table 27: Basic Saving Throws Table 29: Falling Damage
Damage
Type . . Roll Needed Location per 10 feet Maximum
Explosion/Plasma Fireball ................. 14
; Earth 1d6 20d6
Electrical Shock . ........................ 13
. Venus 1d6 18d6
ParalysiSIStuniFall .. ..«ss a0 ssmmeannnss 15
: : Mars 1d4 10d4
Toxic Atmosphere/Gas/Poison . . ............ 14
Sutfocit 16 Mercury 1d4 8d4
uffocation. ... L iifia 1d2 8d2
Radiation ..................... ... ...... 13 Large asteroid 1 10
Extremes of Heator Cold. . ... ............. 13 9
Table 28: Racial Modifiers to Saving Throws
Explosion/ Electrical Paralysis/ Toxic/Gas/ Suffo-
Race Plasma Shock Stun/Fall Poison cation Radiation Heat Cold
Terran 0 0 +1 0 0 0 0 0]
Martian 0 0] = 0 =+ +1 =1 +1
Lunarian 0] 0} 0} =1 +2 +2 = |
Venusian 0 +1 +1 +3 -2 +1 +3 -2
Mercurian 0 0 +1 0] +1 +3 +4 =3
Tinker =3 =2 0 = 0] 0 0 0
Worker 0 0 +3 0 0 0 0 0]
Terrine +4 +3 +3 +3 +1 +2 +2 +2
Delph +2 +1 +3 +1 +4 +1 -4 +2
Lowlander +2 +3 +2 +4 -4 +1 +6 —i6
Desert Runner +1 +1 +2 0 +2 +2 =3 +4
Stormrider =2 +2 0 +4 -4 +1 0 +3
Spacer 0 +3 +5 +4 *x +4 +5 +5
**: Immune

BUCK ROGERS and XXVc are trademarks used under license from The Dille Family Trust. ©1990 The Dille Family Trust. All Rights Reserved.
Game Design ©1990 TSR, Inc. All Rights Reserved.



Table 4: Racial Modifiers

Str Dex Con Int Wis Cha Tech
Terran o) 0 +1 0 +1 0 0
Martian ={ +1 = 0 = +1 0
Lunarian =2 +1 =1 +2 0 0 0
Venusian 0 =1 +1 0] +1 -1 0
Mercurian =1 +1 +1 0 0 0 0
Tinker =2 +3 =2 0 o) 0 +3
Worker +3 0 +3 =2 —1 =3 -1
Terrine +2 +2 +2 =2 -1 -3 0
Delph +2 0 +1 0 0 +1 =2
Lowlander +3 0 +1 0] 0] -3 +1
Desert Runner +2 +2 +1 0 0 = 0
Stormrider +2 =2 +2 0 0 0] =2
Spacer 0] +1 +2 0 0 =1 +2
Table 18: Initiative Modifiers Table 14: Career Skills Lists
Dexterity 15 —1 Encumbered +2 Rocketjock Engineer
Dexterity 16 —2 Knee deep water +2 Drive Jetcar Jury Rig
Dexterity 17-18 —3 Slippery ground +2 Drive Groundcar Maneuver in Zero G
Dexterity 19-20 —4 Chest deep water +4 Maneuver in Zero G Notice
Dexterity 21-22 —5 Climbing, swimming, Notice Repair Electrical
Weapon out and entangled, other- Pilot Fixed Wing Repair Life Support
ready to use =2 wise hindered +3 Pilot Rocket Repair Mechanical
Alien environment  +6 Pilot Rotorwing Craft Repair Nuclear Engine

Use Rocket Belt Repair Rocket Hull
Table 16: Gravity and Encumbrance Medic Rogue

Diagnose Bypass Securit

Gravity (% of Welgnt LifegSuspension Tech C{imb Y

Planet Earth normal)  Multiplier o ;

Treat Critical Wounds Fast Talk/Convince
Mercury 33% X 3 ; oo
Ve 90% X 1.1 Treat leease Hide in _Shadows

Treat Light Wounds Move Silently
Earth 100% X 1 L .
— 16% X 6 Treat Pon.sonmg Notice
Mars 38% X 25 Treat Serious Wounds Open Lock

' Treat Stun/Paralysis Pick Pocket

\Warrior Scout
Table 12: XP Awards for Combat Battle Tactics Animal Riding
Level 1 ........ 15 Level 7 ....... 450 Demolitions Befriend Animal
Level2 ........ 40 Level 8 ....... 625 Leadership Climb
Level'3 . : x s 000 75 Level9 ... .anx 850 Maneuver in Zero G Move Silently
Level'd . ..aiis 125 Level 10 ... .. 1,150 Move Silently Notice
Level5........ 200 Level 11 ..... 1,500 Notice Planetary Survival
Level6........ 300 Level 12 .. ... 2,000 Repair Weapon Planetology

Use Rocket Belt Tracking
Table 13: XP Awards for Ship-vs.-Ship Combat

Losing Ship

Winning Ship Krait Starfire Scout Med.Cr. Trans. Hvy.Cr. Liner Battler
Krait fighter 200 *150 540 4,580 6,180 14,180 11,880 157,180
Starfire fighter 390 300 730 4,770 6,370 14,370 12,070 157,370
Scout cruiser (Rogue) 260 170 600 4,640 6,240 14,240 11,940 157,240
Med. cruiser (Argyre) *100 *150 *300 3,000 4,600 12,600 10,300 155,600
Transport *100 *150 360 4,400 6,000 14,000 11,700 157,000
Hvy. cruiser (Chryse) *100 *150 *300 *1,500  *3,000 10,000 7,700 153,000
Space Liner *100 *150 *300 3,700 5,300 13,300 11,000 156,300
Battler (Tharsis) *100 *150 *300 *1,500 *3,000 *5,000 *5,500 100,000

* = Minimum award




Table 33: Ship Weapons

Reload

Range Weapon Hit Reload
Type (hexes) Spaces Shots Damage Bonus Cost (cr) Weight (Ibs)
Beam Laser 6 1 unl. 10 +1 0 o’
Pumped Laser 4 2 unl. 20 0 0 0
Gyrocannon 4 1 50 10 +1 100 400
Missile Mount 6 1 4 40 0 300 400
Heavy Missile Mount 6 2 4 60 =i 900 1200
K-Cannon 4 5 6 100 =3 1500 4000
Light Acceleration Gun 2 1 15 20 =i 200 1500
Heavy Acceleration Gun 2 2 10 30 =2 400 3000
Table 34: Ship Hit Locations Table 35: Called Shots
1d12 Roll Ship Section Hit Penalty Ship Section Targeted
1 Sensors/Commo =6 Sensors/Commo
2 Controls =6 Controls
3 Life Support -4 Life Support
4-5 Fuel -3 Fuel
6-7 Engine =3 Engine
8 Weapon -6 Specific weapon
9-12 Hull -1 Hull
Table 30: Standard Tonnages Table 31: Speed and Maneuverability
Ship Type Tonnage Reaction AC Defense
Fighter ...c::::cesmmmmavsssq 10-20 Tonnage Speed Bonus Bonus
Asterover .................. 20-30 5- 15 5 -2 -4
Scout Cruiser ................ 20-50 20- 45 4 =i -2
Light Freighter . . ............. 30-50 50-100 3 0] 0
Heavy Freighter ............. 55-80 105-200 2 0] +1
Medium Cruiser . . ........... 55-200 205-500 1 +1 +2
Light Transport .. ........... 80-200 505 and up 1 +2 +3 or more
Heavy Transport ........... 205-350
Large Crulser . . ... cwwsusss s 205-500
Space LINEF .y cumumusmssss 500-800
BAHEF w5imsos scinmannass 1000-5000 Table 22: AC Modifiers
Target is or has: AC modified by:
25% hidden by cover ................... =2
y 50% hidden by COVer . sssssconvnnnssen -4
Table:azr.tShlp REplacement Pares Cost (cr) 75% hiddenby cover ................... -7
. 90% hidden by cover ................... =10
SeSEESOMMAEE . s Soan-0o0 25% hidden by concealment ............. -1
ControlsUNIt . .o usse s s can 3000-5000 .
: 50% hidden by concealment ............. =2
Life Support Module . ... .. 7000-9000 i
Fuel System 8000-10000 75% hidden by concealment ............. -3
Nuclear Engine ... ... .. 20000-40000 90% h!dden by concealment ............. -4
) i Dexterity 15.............. ... . ......... =1
Weapons (and # of spaces required): . _
Dexterity 16. .. ... ... i 2
BeamiLaser 1) wosesscsmunsns 1000 .
Dexterity 17: . cowees s supvsmssssnansmesss =3
Pumped Laser (2) ............ 1500 :
Dexterity 18=20x s v s : sopumavs s smmamny s s -4
Gyrocannon (1) ............. 2000 D . _
- A EXTETitY 21522 . s css i casmmuns s inamunss s 5
Missile Mount (1) ............ 2000 S L _
. ) Indimillumination. . .................... 2
Light Acceleration Gun (1) .. 2500 _
o Indarkness. . . ......... ... ... ... 4
Heavy Missile Mount (2) . ... .. 3000 :
: Dexterity 1=2. . s cvsvs s ssmuvussssamnsnss +5
Heavy Acceleration Gun (2) ... 5000 ;
K-CARRON 15 10000 DeXterity 3: . s ssssunss sspunuwes sessnns +4
fBY swmenassssasan Dexterity & . : s annmsnss s snnnnns s i@aasnss +3
Dexterity 5........... .. ... . ... +2
Dexterity 6................ ... .. ....... #i



Table 17: Equipment List
Cost \Weight

(credits) (pounds) Information/Description
\X/eapons
Club, bottle, rock ......... 0] 2-5 Free for the grabbing in many locations
Knife ................... 10 1 4" blade, also usable as a tool
Dagger ..:.::::ssswssasss 15 1 Larger than a knife, not designed for tool use
DArt : cczunss;icopsanmuss 15 2 Can be retrieved after being thrown
Grenade ................ 50 1 Various types; see Combat chapter for details
Cutlass.................. 100 4 Lighter and less lethal than a sword
Desert Runner Crossbow ... 100 4 Reload cost & weight: 5cr, 2 Ibs. (bolts)

10cr, 4 Ibs. (shells)
Polearm ................. 120 4 Long shaft, not usable in close quarters
Sword .................. 150 6 The best blade for hand-to-hand combat
MonoKnife .......ccovwus 200 1 No need to recharge in normal use
Needle GUIN . s« < s s vnmmmas 200 3 Reload cost & weight: 10cr, 1 Ib.
BOIt GUIN: s wwvisis s o vmmsmss 250 2 Reload cost & weight: 10cr, 2 Ibs.
Laser Pistol .............. 300 1 Reload cost & weight: 25cr, '/a Ib.
Sonic Stunner ............ 300 2 Must be recharged after 14 shots
Microwave Gun .......... 350 2 Must be recharged after 10 shots
Heat GUNl :..ccvvsssssmmns 400 2 Reload cost & weight: 80cr, 1 Ib.
Rocket Pistol ............. 400 3 Reload cost & weight: 50cr, 1 Ib.
Grenade Launcher ........ 500 3 Increases range of thrown grenades
Rocket Rifle .............. 500 6 Reload cost & weight: 100cr, 2 Ibs.
Laser Rifle: .. c.weassssswns 600 5 Reload cost & weight: 50cr, '/z Ib.
Plasma Thrower .......... 800 35 Reload cost & weight: 80cr, 4 Ibs.
Rocket Launcher .......... 1000 30 Reload cost & weight: 100cr, 2 Ibs.
MonoSword . ............ 2000 1 No need to recharge in normal use
Armor
Spacesuit . ............... 200 25 More expensive versions available
Light Body Armor ......... 250 15 Pieces may be purchased separately
Smart CIothes ....:::sswas 1000 30 See The Technology Book for accessories
Heavy Body Armor . ....... 1500 35 Pieces may be purchased separately
Battle Armor . ............ 2500 75 Airtight, very durable “suit” of armor
Battle Armor wiFields . . . ... 3000 80 Extra built-in features
Gear
Canteen ................ 1 3 Holds 1 quart of water
Flashlight .....co.0:0000 2 2 Range 100 feet; power pack lasts 20 hours
Protective Goggles . ....... 2 2 Protects against bright light, dust, acid
NELer jug . :ciwssvieessass 2 6 Holds 5 gallons
Messkit ................. 5 1 Cooking pot, frying pan, bowl, cup, knife, fork, spoon
Shovel .................. 5 1 Lightweight plastic shovel for digging
Carryall ... ccuwmsvines s 10 1 Small 1" X 2' backpack/carrybag
Personalradio ............ 10 2 Higher cost, lower weight for better models
Telephone ............... 10 2 Basic unit; others cost more
ICEAXE: ... i e e 20 1 Lightweight plastic axe for climbing
ROPE . cvvescumsmwmssssss 25 1 300 ft. coil, /4" diameter, supports 1,000 Ibs.
Camplight . .. ..cov00e:645 30 12 Powerful electric light on pole; illuminates 200 ft. radius
RationPack .::..:z:0::::: 30 2 1 week’s food for one human
Snowshoes .............. 30 2 Lightweight plastic shoes for travel on show or sand
Breather Helmet .......... 40 1 For Runners, Lowlanders, Stormriders
Replacement tank for Lowlander helmet costs 20cr

Spacer Translator . . ........ 40 1 Electronic voicebox for Spacers
Aerosol Mist Grenade . . . . .. 50 1 Single “‘defensive’” projectile
Aerosol Mist Shell ......... 50 2 Pack of 5 ““defensive’ shells
Backpack ................ 50 2 Holds 40 pounds or 6 cu. ft. of gear
ChaffShells .. ............ 50 2 Pack of 5 ““defensive’ shells
Infrared Goggles . . ........ 50 1 Allows user to see in darkness
o T 50 — About the size of a grain of rice; signal range 50 milées
Plasmatorch ............. 60 1 Hand-held cutting torch; fuel lasts for 1 hour



Table 17: Equipment List (cont.)

Information/Description
Increases swimming movement by 50%
Can locate direction and position on any planet
Basic personal unit; others cost more
Holds 1 man; rated to —50°F.
Advanced binoculars; more expensive versions available
Small leather case with basic tools
Portable personal computer; printer module costs 50cr
Allows underwater breathing indefinitely
Recharging pack for weapons, tools
Large case with vise grips, adjustable wrenches, gloves
2" x 5" X 1"; stops bugs and tracers from operating
Light plastic skis plus poles
Protects two men; larger sizes available
Extra memory modules cost 50cr each
Mobile robotic security device
Chemical supply pack: 1000cr, 8 Ibs.
Diagnoses problems with electrical devices
Powers a small ship or building for 72 hours
Protects from lasers and smart bullets
Mechanical, computerized ‘“‘doctor” for simple chores
Fuel pellet reload: 100cr, 1 Ib.
Gas canister reload: 20cr, 1 Ib.
One-passenger vehicle
Two-passenger vehicle
Three-passenger vehicle

Cost Weight

(credits) (pounds)
SWIMIEINS: 10 o <5 s 5 onts siss 60 2
Inertial Compass .......... 70 2
NIdeDPRONEe . ... i e o 75 5
Sleepingbag ............. 100 3
Macroglasses . . . s~ v 150 o
TechOOIS 1 ;. : < 5+ w5 s 150 3
COMPARK . . . v vom ies oo 15 200 L.
Gillmask ................ 200 5
Powerpack Charger Unit ... 200 10
Rocket Motor Tools . ....... 200 8
Scrambler ......: . ccieeds 200 2
SKIS': & x o vim wr e 6w 010 0 v s i 200 5
Pressuré Tent .. .. ...vcoma e 250 5
BIOSCANINGE < ciosv s 5 6 i 400 2
WaAtehDoX . . xis ¢ secemans 400 3
Drug Fabricator . . ......... 500 5
Tech Scanner ............. 500 2
Atomic Generator . ........ 600 10
Fieldfence . . .«. s : 55555 900 8
AULOSUFGEIY . . c v s o5 s s 1000 15
RocketBelt .............. 1000 10
SpaceBelt ............... 1000 8
Dragonfly . ..« cocomesm 15000 1000
Skimmer ..::.sssavavs s 20000 1200
Jetcar ... ::icesamsmsneis 35000 2000
Table 15: Overall Skill List
Dexterity Skills
Acrobatics Move Silently
Animal Riding Paint/Draw
Climb Pick Pocket
Drive Groundcar Pilot Fixed Wing Craft
Drive Heavy Pilot Rocket

Ground Vehicle
Drive Jetcar
Drive Motorcycle
Hide in Shadows
Maneuver in Zero G

Pilot Rotorwing Craft
Pilot Ship/Sumbersible
Play Instrument
Swimming

Use Rocket Belt

Tech Skills

Bypass Security Repair Electrical
Commo Operation Repair Life Support
Cook Repair Mechanical
Demolitions Repair Nuclear Engine
First Aid Repair Rocket Hull
Jury Rig Repair Weapon
Open Lock Sensor Operation
Repair Computer

Medic Skills

Diagnose Treat Light Wounds

Life Suspension Tech
Treat Critical Wounds
Treat Disease

Treat Poisoning
Treat Serious Wounds
Treat Stun/Paralysis

Intelligence Skills

Astrogation Law
Astronomy Library Search
Battle Tactics Literature
Biology Mathematics
Botany Memorize
Chemistry Metallurgy
Composition Mimic
Cryptography Navigation
Design Engineering Physics
Disguise Planetology
Economics Programming
General Knowledge Ship Lore
Geology Speak/Read Language
History

Charisma Skills
Act

Fast Talk/Convince

Animal Training Hypnosis
Befriend Animal Intimidate
Distract Leadership
Etiquette Sing
\X/isdom Skills

Notice Shadowing
Planetary Survival Tracking
Read Lips
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EARTH

3rd Planet of Sol System

Orbital radius: 93,000,000 mi. (1.00 AU)

Diameter: 7,900 mi.

Period of revolution: 365 days

Period of rotation: 24 hours

Gravity: 100% Earth normal

Escape velocity: 25,000 mph

Surface temperature extremes: —130°F to +140°F
Atmosphere: Breathable; polluted, but recovering

Status: Home world of Homo sapiens; devastated and presently
quarantined

Population: 3,000,000,000 (est.)
Government: Various forms; all currently under RAM control

Ports: Seven Class A, at Newyorg, Dallas, Canaveral, Paris, Moscorg, Buenos
Aires, and Melbourne
Nine Class B, at Los Angelorg, New London Org, Tomsk, Nairobi, Nanjing,
Honshu, Manila, Denver, and Guyana
Many Class C

Other prominent locations: Dozens of arcologies and orgs, too numerous
to list

Major imports: Technology, refined metals, fissionables, and drugs

Major exports: \X/ater, art objects, historical treasures, and (under duress)
raw materials

Copyright ©1990 The Dille Family Trust. All Rights Reserved.
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LUNA

Primary Satellite of Earth

Orbital radius: 240,000 mi.

Diameter: 2,160 mi.

Period of revolution: 27/ days

Period of rotation: 27'/2 days

Gravity: 16% Earth normal

Escape velocity: 5,350 mph

Surface temperature extremes: —280°F to +260°F

Atmosphere: Very thin, only significant inside deep craters and fissures
Status: Underground and domed settlements; gradually being terraformed
Population: 172,000,000

Government: Federation of independent underground arcologies

Ports: Five Class A, at Tycho, Aristoteles, Copernicus, Crisis, and Korolev
Three Class B, at Gagarin, Plato, and Kepler
Four Class C, at Archimedes, Clavius, Tranquility, and Keeler

Major imports: Water, heavy metals, food, and raw materials
Major exports: Technology, investment capital, weapons, and spaceships

Copyright ©1990 The Dille Family Trust. All Rights Reserved.
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VENUS

2nd Planet of Sol System

Orbital radius: 67,270,000 mi. (.72 AU)

Diameter: 7,520 mi.

Period of revolution: 225 days

Period of rotation: 243 days

Gravity: 90% Earth normal

Escape velocity: 23,000 mph

Surface temperature: 300°F (lowlands), 100°F (mountaintops)

Atmosphere: Acidic, high pressure; protective suits required for humans
below 5,000 feet

Status: Partially terraformed; settled by four principal population groups
Population: 90,000,000
Government: Theocracy; family-oriented clans

Ports: One Class A, at New Elysium
Two Class B, at Tellus Regio and Hestia

Other prominent locations: Freya, Rupes, Rhea, Sappho, and Alpha Regio
Major imports: Technology, spacecraft, weapons, metals, alloys, and gems
Major exports: Drugs, bioengineered animals, exotic foods, and chemicals

Copyright ©1990 The Dille Family Trust. All Rights Reserved.
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MARS

4th Planet of Sol System

Orbital radius: 141,710,000 mi. (1.52 AU)

Diameter: 4,200 mi.

Period of revolution: 687 days

Period of rotation: 24'/z hours

Gravity: 38% Earth normal

Escape velocity: 11,160 mph

Surface temperature extremes (at equator): —80°F to +20°F
Atmosphere: Thin, concentrated in lowlands

Status: Extensively terraformed; most powerful planet in system
Population: 253,000,000

Government: Despotic corporate socialism

Ports: One Class A, in orbit above Pavonis
Two Class B, at Coprates and Marineris
Three Class C, at Pavonis, Utopia, and Hellas

Other prominent locations: Olympia, Chryse, Galilaei, Arsia, Memnonia,
Phytus, Solis, Argyre, Casini, and Hesperia

Major imports: Luxury goods, gems, rare metals, and wines
Major exports: Technology, weapons, and ships

Copyright ©1990 The Dille Family Trust. All Rights Reserved.






BUCK ROGERS

Native of Chicago, USA, OIld Earth
10th-level Terran rocketjock

Str17 Int 14
Dex 18 Wis 13
Con 15 Cha 16
Tech 10

AC 4 (smart suit) hp 55

Originally a top fighter pilot in the 20th Cen-
tury, Buck is a man out of the past, catapulted by a
strange sequence of events into his world’s own
future. In the year 1999, Col. Anthony “‘Buck’’
Rogers volunteered to go into space in an attempt
to shoot down an enemy battle sattellite, using a
fighter plane modified for space travel and
equipped with an experimental cryogenic life-
suspension system developed by the brilliant and
eccentric Dr. Faustus Huer.

During the battle, the cockpit of Buck’s ship
was ruptured and the vessel was blown out of or-
bit. As the cold of deep space began to close in,
Huer’s cryogenic device was automatically acti-
vated. Miraculously, it worked, and thanks to a
set of unforeseen but fortunate circumstances
Buck was plunged into a deep state of suspended
animation that allowed him to escape death for
centuries. Considered lost in action, Buck Rogers
became a legend among 20th-Century heroes
and a source of inspiration for freedom fighters of
the future.

After more than four hundred fifty years, Buck
awakened to a very strange new world: an Earth
controlled by Martian invaders and a solar system
filled with strange, advanced technologies and
odd, gene-twisted humans. Rescued by members
of the New Earth Organization (a rebel band ded-
icated to breaking the tyranny of the Martian su-
perpower, RAM), Buck quickly found himself the
center of an epic conflict spanning the width and
breadth of the entire solar system. Luckily, being
Buck Rogers, he was equal to the job.

Buck stands over six feet tall, has sandy brown
hair and a rangy, muscular frame. A simple, direct
kind of guy, he has overwhelming confidence
and optimism, a can-do mindset that runs com-
pletely counter to the self-centered, mercenary
mentality of the 25th Century. Buck hates to see
helpless or innocent people harmed, and just
hearing about such injustices can provoke cold-
blooded rage in the normally affable rocketjock.
Buck’s word also means a great deal to him—he

never makes a promise he doesn’t intend to keep,
no matter what it takes. He is even-tempered and
rarely gets mad, but when he does, watch out!

Buck also has a romantic streak; as a fighter pi-
lot and now as a rocketjock, he’s always been a
ladies” man and has the charm to match his good
looks. His main interest in the 25th Century is the
lovely but hot-tempered Wilma Deering. A defi-
nite chemistry exists between them, made all the
more interesting when the two are thrown to-
gether on some of NEO's toughest missions, but
so far nothing serious has developed. Another ro-
mantic complication is in the beautiful (but lethal)
form of Ardala Valmar, RAM heiress and part-time
information broker.

All in all, Buck retains the American “‘right
stuff”” attitude that made him a top fighter ace
back in his own day; this, and the legend that has
grown up around him over the intervening years,
has made him an invaluable player on the stage
of interplanetary politics. The stage is set for the
right man to lead Earth out from under RAM's
domination. Buck Rogers is that man.

Traits: Easygoing, smart, a bit cocky (comes
with being a fighter jock); stands up for the little
guy; honest and stubborn. Extensive knowlege
of Earth military history. Loves to fly anything.

Locations: Chicagorg (his main home on
Earth), Mars, deep space and anywhere there’s a
fast ship.

Trademarks: A charismatic grin, blue NEO uni-
form with full military package, a rocket pistol in
one hand and an antiquated .45 caliber Colt in
the other. Has no personal spacecraft at this time,
but can fly anything.

Buck’s gun: Unique among the weaponry of
the 25th Century, the .45 caliber pistol that sur-
vived through the centuries along with Buck is his
most distinctive trademark—but he only shows it
to those he intends to use it on. It has the same ba-
sic game characteristics (range, damage, ROF) as a
rocket pistol, but Buck gets a +2 bonus to hit
whenever he uses it. The bullets, being “only”
bullets, are immune to the sorts of electronic de-
fenses that can throw off a smart shell from a
rocket pistol. The bad news is that bullets are in
very short supply; he carries only 20 extra shells
(in addition to the gun’s full load of 6 shots) at any
time, and can only get more when he’s at one of
the few NEO bases that has the facilities to manu-
facture them.

Copyright ©1990 The Dille Family Trust. All Rights Reserved.
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WILMA DEERING

Native of Chicagorg Arcology
8th-level Terran warrior

Str 14 Int 15
Dex 16 Wis 10
Con 13 Cha 16
Tech 8

AC 4 (smart suit) hp 52

Wilma Deering was born in the large city-state
that rises above the shoreline west of Lake Michi-
gan. Her parents were active Reconstructionists,
devoted to the reunification of the nations of
Earth as independent and self-governing entities.
Both of them disappeared while on a diplomatic
mission. RAM was suspected for the disappear-
ances and supposed deaths, but nothing has ever
been proven.

Wilma fought for several years as an indepen-
dent “freedom fighter”” (RAM calls her a terrorist),
sabotaging RAM installations on Earth. She was
eventually captured and incarcerated first on
Mars (from where she escaped) and then on Ca-
lypso (a moon of Saturn). Wilma does not talk
much about her imprisonment in either place, ex-
cept to say it was there that she made many of
her contacts among other revolutionaries, crimi-
nals, and pirates. She got free from Calypso dur-
ing a raid by the infamous pirate Black Barney,
and soon made her own name as a privateer in
the reaches between Mars and the Asteroid Belt,
preying primarily on RAM ships.

After several months, Wilma returned to Earth
to officially join NEO, resuming her effort to free
her home world from RAM and its Protectorate
puppet state. For her actions, she has been sen-
tenced to death in absentia by the Directorate of
RAM, with a bonus going to the corporate officer
whose troopers bring her down.

Wilma is a tall, striking strawberry blonde with
a warm personality. Beneath that serene-looking
surface lies an explosive temper (Wilma isn't
above throwing things to make a point) and some
deep-set opinions about freedom in general and
RAM in particular. Wilma feels there is no middle
ground in a battle for liberation, and as such can
be merciless in a fight. Yet for all of this, she’s any-
thing but a humorless revolutionary. She has an

impish sense of humor, a fair knowledge of his-
tory and popular culture, and can get off a quick
quip with the best of them. She also has a weak-
ness for reading romance novels (something Buck
teases her about), which may have contributed to
her falling for Killer Kane’s smooth lines.

As a result of the loss of her parents, Wilma
tends to be overprotective of both her younger
siblings (Sally and Roberto ““Buddy’’ Deering) or
anyone else she considers a friend. Balancing this
concern for others is a wild, irrational streak to
put herself at personal risk in order to get the job
done, particularly if someone she cares about is in
danger.

One person who sets off this wild streak is Buck
Rogers. The mutual attraction between Buck and
Wilma was obvious from the first. But between
staying alive and battling RAM, neither one of
them has had much of a chance to explore the ro-
mantic possibilities.

The other barrier between Wilma and Buck is
Killer Kane. Still drawn to the dark, sardonic rock-
etjock, Wilma’s emotions wildly seesaw between
absolute loathing and romantic longing. To Buck,
Kane is a snake who needs to be stomped, and he
has no patience for Wilma’'s ambivalent feelings.

As comrades in arms, Wilma and Buck work to-
gether quite well; she respects his combat sense
and tactical brilliance; he relies on her judgment
and fighting skills. And even if they haven't fig-
ured it out yet, their friends and enemies are al-
ready starting to see them as an unstoppable
team—the team that they hope will lead the
forces of NEO to victory.

Traits: Hot-tempered, passionate (either about
a cause or a romance), stubborn, soft-hearted
where children or other helpless things are con-
cerned; can be an extremely ruthless fighter
when she needs to be.

Locations: Chicagorg, the Sprawls, Coprates,
deep space, and the Belt.

Trademarks: Flowing blonde hair, piercing
blue eyes, blue NEO uniform with full military
package, laser pistol and a laser knife hidden in a
sheath behind her neck, various gadgets for
breaking, entering and assaults. No particular
ship.

Copyright ©1990 The Dille Family Trust. All Rights Reserved.



DOCTOR HUER—————7—v




DOCTOR HUER

Created from pirated software, Chicagorg
Native (in original form) of Chicago,

USA, Old Earth
8th-level Digital Personality

Str n/a Int 18

Dex n/a Wis 17

Con nl/a Cha 15

Tech 15

AC 2 hp 80

Doctor Huer is a living program, a computer-
generated entity created by NEO to help Buck
Rogers get acclimated to the far future. The sud-
den cultural shock of moving between times was
SO great that Buck’s new allies felt he needed a
“seeing-eye dog,” someone who was capable of
explaining the differences in society and fill in 450
years of history. Their creation, officially known
as Huer.dos, is based primarily on Buck Rogers’s
best friend in the 20th Century, the now-famous
Dr. Faustus Huer.

The original Dr. Huer was a brilliant, if eccen-
tric, scientist. At the time of Buck’s original mis-
sion in the 20th Century, Dr. Huer already
possessed degrees in physics, chemistry, biology
and philosophy. A restless maverick, he was only
barely accepted by the scientific community,
whom he tended to regard as stuffy paper-push-
ers. With a pretty good feel for “‘breadboarding””
his own inventions, he was a competent techni-
cian as well, and it was because of this ability that
he was brought in on the secret military project
involving Buck Rogers. It was Dr. Huer’s design
for a life-suspension system that enabled Buck to
survive exposure to the cold and vacuum of outer
space—although neither the good doctor nor

anyone else at the time knew just how well the
system had worked.

Like the original doctor, Huer.dos is also a bril-
liant eccentric (after all, the personality engram
was based on Buck’s recollections, and Buck
knew Huer pretty well). As a computer-gener-
ated persona, Huer’s appearance varies, but
when normally accessed as a three-dimensional
hologram for conversation appears as a good-
looking, reasonably athletic man in his mid-fifties.

Huer.dos was programmed to interlock with
Buck’s personality, creating a persona that would
dovetail neatly with Buck’s needs. Where Buck is
blunt, Huer is diplomatic. Where Buck is straight-
forward and a regular guy, Huer is much more re-
fined and charming. As Buck has become more of
a part of NEO’s operations, his “‘sidekick’” has also
found himself a niche as a NEO spokesman, diplo-
mat, and political wit. Computer ambassadors
aren’t all that uncommon in the 25th Century,
and what better ambassador than one who can
go anywhere in seconds? But Huer.dos's greatest
strength is within the computer systems of the fu-
ture itself. In his own element, he is a vicious
fighter and dangerous opponent. \When dealing
with Buck he is more human, and therefore more
vulnerable.

Traits: Unflappable, eccentric, brilliant, a little
egotistical; constantly wandering off on strange
tangents.

Locations: Anywhere there’s an access to his
computer network (phones, radios, TV's, etc.).

Trademarks: Dapper dresser; dry, amused
voice with slight accent. Occasionally likes to
generate small props along with his basic holo im-
age, such as pointers, pipes, pets, and chairs.
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ARDALA VALMAR

Native of Coprates, Mars
8th-level Martian rogue

Str13 Int16
Dex 12 Wis 14
Con 9 Cha 18
Tech 10

AC 7 (light armor) hp 32

Ardala is a statuesque, dark-haired Martian
beauty (looking more like a true human than
many of her race), a fashionable socialite, and a
dangerous trader in black market information.
Her family has worked for and intermarried with
the Holzerheins, RAM’s ruling family, and as such
she has a great deal of power—if not at her direct
disposal, then in the hands of those who are eas-
ily manipulated by her.

The future is the age of the data bank and the
computer. Ardala is a broker in secret and danger-
ous information, using any data she acquires for
personal gain, and in particular to advance her
own high standard of living. She is a cold-
biooded businesswoman, acquiring major hold-
ings in large organizations through blackmail and
underhanded dealings, and just as ruthlessly cut-
ting them loose when she is done with them. She
treats other people in the same fashion, as pawns
to be manipulated and sacrificed to advance her
own ends.

Ardala has made and lost several fortunes, usu-
ally through letting her own greed get the better
of her, and taking wilder and greater chances.
Those she has manipulated and betrayed do not
kill her only because she has incriminating data
squirreled away on most of the important individ-
uals of the solar system. Among her investments
includes a private orbital base whose sole pur-
pose is to scan transmissions and information,
and thereby indicate to her possible areas where
she may make a profit.

Ardala’s match is the equally devious Killer
Kane. Occasional allies, lovers, and enemies, each
keeps a hold over the other with threats of black-
mail, hidden information and just plain old-fash-
ioned treachery. (It's rumored that Kane actually
does have something concrete on Ardala, but the
exact nature of this information is vague.) The
pair are indeed an evil duo, allied only so far as
their own greed allows. The only thing they al-
ways have in common is an obsession with Buck
Rogers—Kane wants him destroyed, while Ar-
dala merely wants him.

Like many of Ardala’s pet peeves, Buck Rogers
represents something she wants but can’t quite
get—first, as a frozen body stolen from her by
NEO, which barely beat her to the place where
Buck was found; later, as the victorous NEO gen-
eral who foils all her plans; and finally, as the
magnetic and handsome warrior who is willing
to flirt with her, but in the end keeps Ardala at
arm’s length. As an accomplished seductress and
bender of men’s wills, Ardala is both intrigued
and enraged that her wiles won’t work on this
“20th Century bumpkin,” little realizing that it is
Buck’s basic honesty that makes him impervious
to her charms.

If Ardala is obsessed by Buck, she’s positively
livid about Wilma Deering—that gawky NEO
tomboy who has managed to snare not only
Buck’s interest but Killer Kane’s as welll

Traits: Vain, cool, calculating; concerned about
clothes and jewelry.

Locations: Coprates, occasionally Luna.

Trademarks: Expensive designer clothes, sen-
sual smile, poisoned fingernails, mono knife with
a blue-tinted laser. Her personal ship is a modified
scout cruiser, the Princess of Mars.
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KILLER KANE

Native of suburban Losangelorg
8th-level Terran rocketjock

Str 15 int 14
Dex 17 Wis 10
Con 12 Cha 17
Tech 14

AC 4 (smart suit) hp 42

A survivor from the mean streets of ruined Los
Angeles, young Killer (if Kane has any other
name, very few have ever heard it) rapidly
learned that power was the best route to success.
Now the greatest turncoat of the 25th Century,
Kane has learned to revel in his power and abuse
it. Proud and haughty, he is not beyond lying to
advance his career, or leaking information to the
enemy in order to put rivals away. As the best pi-
lot in the solar system, he felt that he was above
the law, and when any irregularities were de-
tected, he used his power and reputation to sup-
press them.

Rapidly rising in the NEO forces, he made a
name for himself as the top rocketjock in the orga-
nization. His considerable charisma he turned to-
ward making friends for himself on the NEO
Council. Among these new friends was Wilma
Deering. The pair were a torrid item before Buck’s
arrival, during the time when Kane's self-interest
and Wilma’s fury about RAM domination turned
the pair into a dynamite team that captured the
imagination of the populace of Earth. Although
she was sometimes swept away by his charming
manner, Kane’s underlying ruthlessness made
Wilma usually keep her distance, and their ro-
mance became a series of short, clandestine meet-
ings instead of the marriage Kane hoped for. Even
now, Kane still truly loves Wilma, so much so that
he is driven.to act rashly where she is concerned.

This combination of his love for Wilma and his
own pride led to Kane's eventual downfall. Cap-
tured with Wilma by RAM, Kane bargained for
Wilma’s life, trading her “‘escape’” from Mars in
exchange for his agreement to work on behalf of
the Martians. (Wilma doesn’t know about Kane's
deal with RAM that enabled her to escape, but if
she ever thinks about it hard enough to put the
facts together, she might come up with the cor-
rect assumption.) Whether his original intentions
were to betray his new masters and escape him-
self or not, Kane soon found himself enjoying be-

ing on the “winning side” and went entirely
freelance, turning on his former comrades of
Earth.

Wilma is Kane’s one visible weakness. His
other, less obvious, one is his overweening pride.
At first, Kane betrayed NEO only to free Wilma.
But soon he realized just how much power a
clever man could wrest from RAM’s hands, and
he set out to do just that. He told himself that by
working from the inside, he would be able to one
day convince RAM to turn Regentship of Earth
over to him. With Wilma at his side, Kane the Re-
gent would then lead his people to freedom (un-
der his enlightened guidance, of course). Like
many men motivated by pride, Kane is oblivious
to the pain and suffering his ““dream’ will cause
for others—he truly believes that the end justifies
the means.

Killer Kane is tall and athletic, a deadly oppo-
nent in hand-to-hand combat. While not as mus-
cular as Buck Rogers, he is powerfully built, with
handsome features, black hair, and piercing
green eyes. Kane has a few affectations: A small
pencil mustache adorns his sardonic lips, and he
prefers to have his personal vehicles painted in
dark colors. “Just playing the villain again,” as he
might say.

With the arrival of Buck Rogers, Kane was
faced with a challenger for the title of the best pi-
lot in the solar system. The idea of being displaced
by some relic from the past became too much for
the arrogant Kane to bear, and soon led him to be-
come Rogers’s greatest adversary. Even in this,
however, Kane has maintained his own twisted
version of honor—in order to prove he is really
the best, he has become driven to challenge Buck
in direct combat, rather than relying on indirect
methods that might be less dangerous to him per-
sonally. For Killer Kane is a bitter man: a man who
believes that he really is doing the right thing,
and that history has unfairly branded him the vil-
lain.

Traits: Sardonic, arrogant, cool.

Locations: Luna (in his fortress, the ““Mark of
Kane”), Coprates, deep space.

Trademarks: Small waxed mustache and a curl
of hair falling into his eyes. When on a mission,
prefers to wear gray and black. His normal ship is
a scout cruiser, the Rogue, operating out of Luna.
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BLACK BARNEY

Native of Jovian Trojans
10th-level Terrine (variant) warrior

Str 19 Int 10
Dex 18 Wis 10
Con 18 Cha 8
Tech 13

AC 0 [battle armor) hp 90

Barney is a genetically modified human, engi-
neered to produce the ultimate warrior. Tall, in-
credibly strong, well protected by his armor, and
with concealed weapons beneath the skin (such
as foot-long daggers on the inside of each wrist),
Barney is a one-man fighting machine.

Black Barney was one of 150 gennies manufac-
tured at a laboratory in the Jovian Trojans by the
Dracolysk Corporation, a RAM division that had
fallen on hard times. Barney and his buddies, cre-
ated by combining human traits with certain rep-
tilian characteristics, were to be fully outfitted as
space raiders, increasing the corporate bottom
line by attacking rival divisions. Unfortunately,
something went wrong and the Barneys es-
caped, brutally killing their creators in the proc-
ess.

Unlike most types of gennies, the Barney line
was designed to create a subtle feeling of terror
and fear in onlookers. Along this line, Barney
was created to look moderately human (allowing
him to pass most not-too-close inspections), al-
though certain physical features are enhanced to
make him appear more frightening and power-
ful. His voice is inhumanly deep and inflection-
less, with a slight, hissing rasp built in. His torso is
incredibly muscled, yet he controls it with a
dancer’s grace. In his characteristic battle armor,
Barney projects an aura of inhuman menace.

All of this is not without cost. To achieve this in-
human speed of reflex and balance, the reptilian
aspect of Barney’s brain has been enlarged at the
expense of the higher, or human, brain. Barney is
a creature without pity and with only the barest
scraps of morality.

Forty-eight of the Barneys died in the corpora-
tion’s own “‘training process’ designed to weed
out the ones that were less than perfect. Another
12 perished when the warriors took over the

manufacturing complex, killing their Dracolysk
masters. The rest of the Barneys became space pi-
rates, and over the passage of time only 14 of
them have survived. Black Barney is one of them.
The rest are known by a variety of names and la-
bels, and not all are pirates any more.

Black Barney is loyal to his master of the mo-
ment, but perfectly willing to kill that master
when he shows any sign of weakness. His ship,
the Free Enterprise, is a captured RAM warship,
“liberated” from Deimos and manned by lesser
genetic warriors. Black Barney met Wilma De-
ering briefly on Calypso, when Barney was on a
raid rescuing prisoners that he planned to ransom
back to their original governments.

Barney is an amoral creature guided by few
prime directives. He gives loyalty to those who
can beat him, punishment to anyone who gets in
his way, and steadfastly believes that the solar
system is made for plunder. He is the best at his
job, and makes no excuses for his job (killing oth-
ers and taking their money). At least, that’s the
way he used to be. . . .

After he was defeated by Buck Rogers—nhis first
“failure””—Barney was astonished to find that he
was not immediately killed. At first, he stayed
with Buck merely to satisfy his prime directives.
But as he followed Buck through successive ad-
ventures, a feeling not unlike respect developed
within the gennie for the 20th-Century pilot who
defeated him.

Barney still isn’t one for showing feelings or
jolly camaraderie. He listens to Wilma only be-
cause Buck has ordered him to. His conversation
with Buck is usually monosyllabic, but Barney is
starting to realize that Buck is a very clever strate-
gist.

Traits: Grim, fond of cruel jokes, vicious; pro-
jects an aura of overwhelming menace.

Locations: Usually the Belt, although Barney
can and does go anywhere he wants.

Trademarks: Metal-and-plastic space helmet
covering his entire face. Scars all over his body. A
menacing, very deep voice. Daggers mounted on
his arms. The Free Enterprise, a specially modified
heavy cruiser equipped with a one-of-a-kind cam-
ouflage screen.
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SIMUND HOLZERHEIN

“Born” in RAM data banks
10th-level Digital Personality

Str n/a Int 18

Dex n/a Wis 18

Con n/a Cha 14

Tech 18

ACO hp 95

RAM rose to its current place of power more
than 100 years ago through the actions of one Si-
mund Holzerhein, an extremely effective and
ruthless businessman. As the great founder aged
and his flesh began to fail, Holzerhein arranged
to have his mind “uploaded” and made into the
basis of a computer personality. Existing as a pro-
gram within the vast RAM Main system, and with
absolute access to every section of RAM’s tremen-
dous computer system, Simund is nearly immortal
both in world view and life span. His original
body is stored in a glass suspension tube in the
basement of his palatial chalet overlooking the
Mars-Pavonis Space Elevator, with his now
nearly dead human brain kept active by life-sup-
port modules. In hologram form, he attends all
board meetings of RAM, and at odd times he can
be encountered stalking the corridors of his king-
dom like a light-energized spectre.

Holzerhein, even in human form, was not the
nicest individual—fiercely competitive and con-
stantly looking for ways to edge out his competi-
tion or step on anyone weaker than himself. As a
Digital Personality, he is even more distant, which
may be due to the fact he has lost interest in man-
kind or that (despite his original software) his
psyche has decayed. The unsavory elements of
his old life that Simund has retained have become
stronger and more sharply directed. A cultivated
veneer barely covers his savage lust for power
and control, while the boredom brought about
by decades of noncorporeal existence has in-
creased his appetite for novel forms of cruelty
and bizarre sensations—even if he can only expe-
rience them through his imagination.

When he chooses to appear as a hologram, Si-
mund is capable of looking any way he wants,
but sees no point in playing dress-up for a group
of subordinates. His normal “’public”” appearance
is of an older man with hard, wrinkled features
and cold, unblinking eyes—the sort of image that
he believes commands respect and obedience
(and he’s not wrong about that). Simund’s voice
is deceptively soft, laced with the faint Neo-Swiss
accent of his youth; he wears expensive, bland
clothing.

Although he holds very real and absolute
power over the RAM oligarchy, Holzerhein tends
to leave the day-to-day management of RAM to
his subordinates. The result is a continual power
struggle between various factions of RAM for
“real” control, while Holzerhein appears to be
only a figurehead. Factions and divisions of RAM
are often working against each other, occasion-
ally in open war, as one official tries to conquer
the others and gain both a position on board and
access to Holzerhein’s input.

The truth is, Simund is aware of almost every
aspect of his sprawling creation—he can get a
computerized status report anytime he wants—
but in his boredom and bitterness has learned to
delight in watching his relatives, friends, and ene-
mies battling in their futile struggles. He secretly
longs for some type of real competition—an ad-
versary might be capable of beating him at his
own game. One such enemy is Doctor Huer.dos,
who truly is capable of battling Holzerhein in the
electronic arena. But Holzerhein's greatest neme-
sis—a threat to all that Holzerhein controls, if not
to Holzerhein himself—is the man from the past,
Buck Rogers.

Traits: Deceptively calm, remote; mocking
laugh.

Locations: Holzerhein Crag, Mars-Pavonis.
Also RAM Main computer system, in Coprates
Chasm, Mars.

Trademarks: None. Simund makes a point of
being nearly invisible to most humans.
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Every manager works hard for the day when he too
will be able to live in the glittering pyramids of the
executives. Very few of them live to see that day.

Back in the deep tunnels behind the chasm walls
live the Workers—unintelligent slaves who take care
of the real grunt work of harvesting, planting, mining,
and waste disposal. The Martians have crafted other
types of gennies, mostly variants of the Worker that
are designed for specific purposes. The most feared of
all Martian gennies are the Terrines, elite soldiers man-
ufactured by RAM. Also formidable in their own way
are the Desert Runners who prow! the wide-open ex-
panses of the planet. (All three of these gennie types
are described in detail later in this chapter.)

Far out on the high, chilly Martian deserts are the
various anarchists, lowlifes, and desert rats who
refuse to toady and won't fit into the corporate struc-
ture. They are tolerated by RAM only because they
can do some of the dirty jobs that require more intelli-
gence than Workers have. Whether tending the
food farms of the shallow Boreal Sea, maintaining
the obsolete and run-down spaceport on the ground
at Pavonis, or monitoring the weather stations and
surveillance outposts sprinkled throughout the wil-
derness, these independents eke out a meager exist-
ence far removed from their corporate relations.

Advantages: Slightly more nimble and more char-
ismatic than normal humans; slightly less vulnerable
to radiation poisoning, cold, and suffocation. Able to
hear faint sounds that escape the notice of humans,
which makes them more difficult to sneak up on.
Able to make out images in dim light, which makes
them better at hitting a target in combat under that
condition. Aside from all of the above, the biggest
advantage of being a Martian is . . . being a Martian.
A character who is backed by RAM could have ac-
cess to great amounts of technology and manpower
(specifically, gennie-power) that would enable him
to succeed where a non-Martian would fail.

Disadvantages: Generally weaker and more frail
than humans because of their affinity for lower grav-
ity, which also makes them more susceptible to dam-
age from falls and other physical trauma. Vulnerable
to the effects of extreme heat. Sensitive ears cause
them to be hampered by loud noises, and sensitive
eyes give them problems in bright light. Last but far
from least, the disadvantage of being a Martian is
that most of the rest of the solar system identifies you
with RAM and thus sees you as an adversary. It can
be very hard for a Martian to make friends with non-
Martians, but a Martian in a player character group
that also includes members of other races might be
looked upon more favorably.

Role-playing Notes: A Martian player character is
not a RAM-type “‘bad guy.” (Characters of that sort,
such as the evil Simund Holzerhein, are NPCs whose
actions are controlled by the referee.) There are
plenty of Martians—even some highly placed in the
organization—who don’t agree with everything
that RAM is doing, and it is from this group that a
Martian PC will come. Of course, this means that
you'll have to conceal your true feelings whenever
you’re on Mars or in the company of RAM loyalists—
but that’s part of what makes role-playing a Martian
fun and challenging.

Lunarians

“Next to Power Deck Engineers, Lunarians
may be the toughest, stubbornest humans in the
solar system. And when a Lunarian becomes a
Power Deck Engineer . . .”

—Badinger

Physical Size: 4 to 5 feet tall, 120-180 Ibs.

External Covering: Smooth, hairless skin, usually
white, tan or beige.

Eyes: Human-based, larger and more sensitive.

Ears: Human normal.

Mouth: Human normal.

Nose: Human normal.

Genotype: Mildly altered human. Lunarians are
somewhat shorter than Terrans, with compact, slen-
der frames. Originally gene-altered to make their
eyes more sensitive, Lunarians have evolved further
in a few short centuries, to the point where their vis-
ual ability exceeds even that of Martians.

Cultural

Descended from a combination of Swiss, French,
German, British and Central European colonists, the
Lunarians are a fascinating series of contradictions.
They are famed as fearless mercenaries, known for
their cool competence in battle. Yet they are are also
rabid isolationists who scrupulously avoid interplan-
etary conflicts on their own behalf. They will handle
the business transactions of any intersolar govern-
ment, but will allow no military ships to land on their
planet.

Lunar cities are mostly built beneath the Lunar sur-
face, around and under huge domes that cover some
of the moon’s craters. Spaceports are always built
under domes (with retractable panels that allow
ships to enter and exit), since these are the principal
places where Lunarians must deal with traffic from
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Introduction: Fire in the Stars

Flint strode down the gangway, boot magnets
clicking against the steel ramp in the light gravity of
Ceres. From behind him, the brilliant flame of an out-
bound rocket’s exhaust illuminated the spaceport as
the winged bullet threw itself skyward. Flint turned
to look at the vessel and squinted against the glare.

He’d taken the Lady Jane through the Martian
blockade and out the other side, slugging it out toe
to toe with lasers blazing. Sure, he wasn’t a big hero
like Buck Rogers, but it was common knowledge
from the dives of Tycho Arcology Spaceport to the
salons of Coprates-Mars that if you wanted a cargo
delivered and didn’t care how it was done, Flint
was your man. He delivered. The New Earth Orga-
nization would get their secret weapon as prom-
ised, and they’d be able to stop the Martians’
assault on Earth.

He was about to break into a satisfied grin at the
thought of a job well done when he suddenly no-
ticed a sound behind him. Leaping out of a narrow
alley, the two men drew their lasers with blinding
speed. Flint threw himself to one side as the sizzling
blue-white bolts hissed overhead. One hand
clawed for his gun as he hit the deck. A sound of
thunder filled the night—

WWelcome to
The 25th Century!

In a future five hundred years away lies an
amazing world of space adventure, awaiting your
arrival. With this book and your imagination, you'll
soon be battling space pirates, thwarting mad scien-
tists and standing up against the invading fleets of
dictators in the exciting 25th-Century world of Buck
Rogers.

The year is 2456. Mars and Venus, once forbid-
ding alien wastes, have been terraformed into liv-
able worlds supporting millions of people. Colonies
float in the upper reaches of the Jupiter gas clouds;
cities are built on and inside the asteroids.

For all the triumphs of 25th-Century technology,
there are still dangers aplenty. Savage space pirates
prowl the dark wastes between the worlds. A pow-
erful and despotic government plots to enslave the
solar system. Renegade scientists isolate themselves
in remote laboratories, creating genetic monsters
and dangerous superdevices.

The 25th Century is a world where the scale is ti-
tanic and the action heroic. Fleets of sleek rocket
cruisers streak through the depths of intersolar

space, battering each other to scrap with blistering
lasers. Stalwart heroes lead daring assaults on aste-
roid fortresses. Villains are smooth, dangerous
predators with ambitious plans to rule planets,
backed by armies of vicious thugs. Every rundown
spaceport town is hip deep in secrets, villains and
adventures.

And now the future is yours, thanks to the magic
of role-playing.

\Xhat's Role-Playing?

If you're already experienced at the fine art of
role-playing, you may want to skip the rest of this
introduction and begin the process of making a
character right away.

However, if you’ve never done this sort of thing
before, you're probably measuring the thickness of
the rulebook and thinking, ““Hey, how am | sup-
posed to learn all this to play a game?” Relax.
You've done this role-playing stuff before.

Whenever you played games like cowboys and
Indians or super heroes and super villains, you and
your friends were pretending to play the part of
one side or the other. You acted out all the parts,
came up with your own plots, and even improvised
some dialogue.

That’s what role-playing is—pretending with
rules. You and the other players invented a make-
believe situation (say, a group of super heroes and
super villains slugging it out in a secret hideout). Ev-
eryone in the game did their best to act out their
part as realistically as possible; you talked like you
thought a super hero would talk, made big
speeches, and probably staged a lot of pretend slug-
fests where Good conquered Evil.

About half the time, when you pointed your
make-believe gun at the other kid and said, “‘Bang!
You're dead,” he turned around, yelled ““Am notl”
and kept playing. A big fight—a real one—
sometimes followed. To avoid this sort of thing,
role-playing games use rules to determine what you
can or can’t do. Using the rules, you’ll be able to de-
termine whether or not the other player’s character
was hit, how badly he was hurt, and other types of
questions. What the rules do is give your acting a lit-
tle structure.

So far, we’ve been talking a lot about what role-
playing is. But experience is the best teacher. Grab a
piece of paper and the dice in this game box. It's
time to tackle the High Frontier!



Fire In The Stars Revisited

Your first experience in the world of the 25th Cen-
tury will be a “read-along” adventure. It skips all the
learning of rules, for the time being, and gets right to
the heart of role-playing: making decisions. As arole-
player, you're going to make all the decisions that
your character would make in the course of his or
her adventure. Each decision you make will steer
your character and the plot line of the adventure in a
new direction.

In this read-along adventure, we’re going to give
you a choice of possible decisions. Once you've
made a choice, go to the numbered section specified
by that decision and keep reading.

1 it's nearly midnight as your towering silver rocket
comes to ground at the spaceport of the asteroid Ce-
res. It’s been a tough trip, starting with the pirates
who tried to overrun you just off Vesta. It took a cou-
ple of well-placed laser blasts to discourage them.
But the pirates were nothing compared to the
dodge-"em game you played with that RAM block-
ade cruiser off Callisto. If you hadn’t faked it into that
rock, the cruiser would have had you for sure.

Now, your heavy boot heels are clicking on the
tarmac as you stride away from the spaceport’s
launch bay. You've tucked the tiny box that contains
ol’ Doc Huer's latest brainstorm in the breast pocket
of your smart suit. Just in case, you've also tied down
your holster, and your heat gun is riding low and
loose.

As you make the first corner, steely eyes scanning
for danger, there’s a small sound behind you: boots
rasping in the black gravel of the road. Your space-
honed reflexes kick in, spinning you around. Stand-
ing in the shadows between two buildings are a pair
of men. Both have lasers drawn. Even before they
speak, you know from their clothes and weapons
that they’re Martian agents. You've been set upl

Do you try to talk your way out of it? Go to 2.

Do you run for it? Go to 4.

Do you go for your guns? Go to 3.

2 “Hey, spaceman,’ you say casually, addressing
one of the men as you face them down, “you got a
problem?” You pitch your voice low and mean, to
show you’re not really being casual.

“Listen,” replies one of the Martians in a grating
voice. ““We know you have the plans for the secret
weapon. If you'll deal with us, we’ll make it worth
your while.”

You think about it for a moment. If the Martians get
the secret plans, they will be able to continue with

their conquest of Earth. But you’re not sure you can
get past them otherwise.

Do you give the Martians the plans? Go to 6.

Do you go for your guns? Go to 3.

Do you run for it? Go to 4.

3 Your hand flashes down, and out darts your heat
gun! A jet of flame fills the narrow street!

To hit the Martians, you must roll a 13 or higher on
your 20-sided die. Your heat gun is far more powerful
than their lasers—it only takes one hit to kill both of
them.

The Martians must roll a 16 or higher on a 20-sided
die to hit you. (Because there is no one playing the
role of the Martians, you’ll have to roll for them.) You
can be shot three times by the Martians before you're
put out of action.

If you're hit three times, go to 5.

If you beat the Martians, go to 7.

4 You lunge to one side and make a break for it. As
you run down the street, you can hear the sizzle of
laser blasts splitting the air behind youl Suddenly,
pain stabs through your back once, twice, a third
time. You fall to the ground, barely conscious.

Keep reading with section 5.

5 Through the red haze clouding your mind, you
can hear the slow footsteps of the men as they cau-
tiously approach. One of them grunts as he leans
down to inspect your body. ““You think we could let
you get away with what you know?" he says with
an evil chuckle. “Think again, groundhog.” As he
gets back up, you feel everything go black. . . .

If you were killed in combat, go back to 2 and try
again.

If you got here as the result of a decision in 1 or 2,
go back to your previous section and make a differ-
ent choice.

6 \What does NEO mean to me anyway? you think.
A bunch of terrorists. Not worth wasting my life on.
You reach into your pocket and calmly remove the
box. “‘Sure,” you say. “I've got it. What's it worth to
ya?”

The Martian leader smiles; you're his kind of guy—
space scum who'll sell out to the highest bidder. “We
can talk,” he says, pulling out a handful of coins. He
counts out several hundred credits’ worth and hands
it to you. “Deal?”” he ventures with a greasy smile.
You take the money and toss him the box. You both
chuckle like polite sharks, and part as the best of
friends. . . .

Maybe it should be no surprise to hear the sound




of a laser being drawn behind you. Still clutching
your ill-gotten gains, you can't react fast enough to
go for your own weapon. The blazing blue-white
bolts pin you to the wall. You scream and fall, while
around you the coins clatter to the ground.

Goto 5.

7 As the last Martian falls, you let your heat gun
drop to your side. Just more space scum, you think,
turning on one booted heel and heading down the
street at a brisk pace. It wouldn’t be smart to be here
when the Port Patrol discovers the bodies.

You encounter no further resistance as you work
your way through the crowded asteroid city. Even-
tually, you reach a bright neon holo sign that says
Club Comet. the place where you're supposed to
meet your NEO contact. You step down into the cool,
blue-lit gloom.

You don’t exactly know who your contact is—all
you know is that he or she will be wearing a blue
smart suit with a gold rocket patch on the left sleeve.
You scan the club cautiously. Hmmm . . . There are
two people wearing blue with a gold rocket patch,
seated at opposite ends of the club. One is a power-
fully built man with iron-gray hair and a look that
projects a tough competence. The other is a young
woman, exceptionally attractive, with a thick spill of
flaming red hair that sweeps over slim shoulders. You
know which one of them you’d rather talk to, but
this is supposed to be a business decision. . . .

Do you approach the man? Go to 9.

Do you approach the woman? Go to 8.

8 ““You must be Captain Flint.” the tall redhead says
to you as you slide into the booth. “I must say that
you are far more . . . hmm . . . shall we say, dashing,
than your holo pics would let on.”

Flattery is nice, but you do have business to deal
with. “Look, lovely,” you say with a tight grin. ‘“We
can get down to introductions later. Right now, let’s
see the color of your money:.”

“I' have it right here,” she says, gesturing to a flat
case in her lap. “'But before we get down to business,
| suggest we order a couple drinks first. There are
people watching us—the gentleman in blue, for
example—and | want to allay their suspicions about
our meeting.”

You order two Colliding Asteroids; your favorite
drink. As you sip your drinks and watch the bar, she
hands the case to you under the table. You reach for
the item in your pocket . . .

.. . And suddenly the room starts to spin. Drugsl!
you think desperately, as you push back from the ta-
ble. But it's too latel As you crash heavily to the floor,

you feel her slender fingers withdrawing the NEO
invention from your pocket. As she leaves, she leans
down and brushes your almost-numb face with a
kiss. “Dear Captain Flint,” she breathes, “‘l would so
much have liked to stay and play . . . but | must be go-
ing now. If you're ever in Coprates, do look me up.
Just ask for Ardala . . . Ardala Valmar”’

Then you slip into blackness.

Go back to 7 and make a different choice.

9 ““You must be Flint,” the weatherbeaten spaceman
says to you as you sit down. “You look just like your
file holos. I'm Captain Rogers. You can call me Buck.”

You slowly slide the package out of your smart suit
pocket. “You sure don’t look like your holo pics,” you
say with a grin. “I'd always heard you were a lot
younger, and maybe a little better looking. . . .”

He takes the case from you, passing a hefty pouch
of coins to you in turn. “Disguise,” he says. “Other-
wise, my many Martian fans get very insistent about
meeting me.” He opens the case, peering closely at
the small, shiny metal object nestled there. “‘Time to
move,” he says, starting to rise.

Just then, the doors of the Club Comet fly open
with a crash. Framed in the door, you can see the
hulking forms of five RAM troopers! Seven feet of ar-
mored muscle, they hardly seem to need the huge
rocket rifles they are bringing to bear on your table.
“Youl” the leader shouts, his pupilless white eyes
pinning you down in their inhuman gaze. Your hand
slips silently, slowly, toward your holstered heat
gun—

\What Happens Next?

Well, that's what you decidel You've just had a
small taste of what it’s like to enjoy a role-playing
game. Once you master some of the rules—you
don’t necessarily have to learn everything at once—
you will be able not only to play in all kinds of excit-
ing adventures throughout the XXVc™ game world,
but also will be able to create your own adventures
for all of your friends’ characters to star in! So let’s
continue with the next step in this introduction: a
quick look at the basics of role-playing games.

The Basics

Dice

Dice are used in role-playing games to determine
the outcome of decisions where chance plays a
part—for example, the combat episode that was part
of the read-along adventure. You could decide to fire



at the Martians, but only the dice could “decide”
whether you actually hit them (or vice versa). Dice
have a number of different uses in the XXVc™ game,
all of which will be explained as we go along. Before
you know it, you'll be generating random numbers
(a fancy term for “rolling dice and reading the re-
sult”) just as if you’ve been doing it all your life.

In the game, you’ll find a number of types of dice
besides the everyday six-sided die you've seen be-
fore. There are other dice with four, eight, ten,
twelve, and twenty sides. For convenience, each
type of die is usually referred to by the prefix “d” fol-
lowed by the number of sides on the die. For exam-
ple, a regular six-sided die would be referred to as a
dé. A d4 has four sides, a d8 eight sides, and so on.

Sometimes the number you need to generate is
simply the result of a roll of one or more dice. For ex-
ample, the instruction “Roll 1d6™ tells you to roll one
six-sided die, getting a number from 1 to 6. “Roll
3d8” instructs you to roll an eight-sided die three
times (or three eight-sided dice all at once, if you have
that many) and add the resuits together.

But you aren't limited to generating only the num-
bers that are printed on the dice. A die roll such as
“1d6+ 1" means that you would roll one six-sided
die and add 1 to the result, yielding a number from 2
through 7. A roll of *2d8 + 2" produces a result from
4 through 18.

A special use of the 10-sided die is to roll a percent-
age (a number from 1 through 100). To do this, roll
1d10 twice; the first result is the tens digit and the
second result is the ones digit. For instance, a roll of 7
followed by a roll of 5 would be a result of 75. The
only exception is two consecutive rolls of 0, which
translates to a result of 100. If you have two 10-sided
dice of different colors, you can roll a percentage by
tossing both of them at once, as long as you specify
beforehand which die is the tens digit and which is
the ones digit.

The Referee

Another essential part of every XXVc™ game is the
referee—a member of the playing group who is not
role-playing a particular character. What does a ref-
eree do? First of all, like a referee in a football game,
he or she is the arbiter of the rules of the game. He
makes sure that all the players play fair and give each
other chances to role-play their characters fully. He
also makes decisions on whether your character
would be able to do certain things within the context
of the game world.

The referee is also the storyteller of the XXVc™ -

game world. Think back to the read-along adven-
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ture. There were sections of dialogue and sections
of description. Much of the dialogue in an adven-
ture is handled by the players, as part of the process
of portraying their characters. But all the descrip-
tions of places and events—what the Club Comet
looks like; what happens when players make deci-
sions; in short, how the world reacts to the player
characters—would all be handled by the referee of
the game.

The referee represents all of the characters that
are not played by the players. These non-player
characters, or NPCs, include all of the villains, some
of the heroes, and all of the minor characters who
play parts in an adventure. The referee handles
their actions and dialogue. He's the one who does
the talking for Buck Rogers, the seductive and
deadly Ardala Valmar, the Mar-
tians who ambushed Captain

If You've Played
the AD&D® Game. ..

... alot of the rules in this book are going to look
familiar. There’s a reason for this. While there are
quite a few differences between the games, the
XXVc™ game is structured a lot like the ADVANCED
DUNGEONS & DRAGONS® game, making it easy to
learn this one if you know the other one.

The big differences between the two games are all
related to the fact that they take place in very differ-
ent worlds. First, being based in the realities of sci-
ence, the XXVc™ game doesn’t have magic spells or
spell casters. The only wizardry you'll see here will
be the technical magic performed by scientists and
engineers.

Second, for defining special
abilities that some characters

Flint at the spaceport, and
other characters who interact
with the player characters.
Maybe you’ll want to be-
come a referee yourself. If so,
you should study the section of
the World Book that describes
how to create XXVc™ game ad-
ventures. However, before you
throw yourself straight into
refereeing, we suggest that

you first get familiar with the .

rules in the rest of this book. Be-
fore you or any of your friends
can become a referee, you all
need to know at least the ba-

Player Character

In these rules, you’'ll see that
phrase (or PC) used to refer to the
character that’s being role-played
by a XXVc game player.

The term might seem redundant;
after all, don’t the words “player”’
and ‘‘character’” amount to the
same thing? Actually, no.

The player is you. The character is
the person you represent while you
play the game. When you make
decisions on what to do, try to
forget that you—the player—are
involved in a game. React the way
your character would react, and
stay within the limits of what your
character can do.

have and others don’t, the
XXVc™ game uses a skill system
rather than the AD&D® game’s
system of proficiencies. The
words “skill” and “proficiency”
aren’t that far apart in meaning,
but you’ll see that the skills of a
XXVc™ game character play a
much more important role in
determining what that charac-
ter can and can’t do.

Third, the system for combat
in the XXVc™ game works
somewhat differently from the
AD&D® game’s combat system,
primarily because most of the

sics of what the game is about
and how the rules work.

Supplies

The XXVc™ game box contains everything you
need to play the game, but life will be a little easier
and more organized if you also have a bit of extra
equipment:

—Pens or pencils and a few sheets of scratch pa-
per for each participant;

—Several photocopies of the Character Record
Sheet (the last page of this book) for players to record
information about the characters they create;

—Some extra dice, if you have them. The game
will move a lot more quickly if every player has his
own dice, so you don’t have to keep passing dice
around the table.

And don’t forget to bring along a lot of
imagination. That's the most important part.

battles in an XXVc™ game ad-
venture are settled by using projectile weapons—
lasers, rocket pistols, and so forth. Hand-held weap-
ons such as swords, clubs, and knives are still
available in the 25th Century, and sometimes they
can come in very handy, but they aren’t as central to
the combat system as hand-held weapons are in the
AD&D® game world.

While it’s not impossible to transfer a character
from an AD&D® game world to the XXVc™ game
universe, we don’t recommend trying it. This game
uses far more deadly weapons and requires many
more skills than the average AD&D® game character
would have access to. Without the aid of magical ar-
mor and weapons—which don’t exist in the non-
magical world of the 25th Century—a hero from the
AD&D® game would find himself made short work
of by even a moderately skilled warrior of the 25th
Century.



Ready to Roll

“\Well, for starters, | was born on Ceres In a
fifteen-foot pressure dome, in between a meteor
shower and a pirate attack . ..”

—Captain Flint

The first thing you're going to need to adventure
in the 25th Century is a character. A character is the
person you play in a XXVc™ game; like an actor ina
movie, you'll portray this person’s reactions to the
world, events, dangers and triumphs. It's just like
watching your favorite TV series or movie and imag-
ining what it would be like to be the hero—except in
this game you are the hero.

But to start out, you're going to need a framework
to hang all of this acting on. Is your player character
smart, slow, strong, good-looking? All these ques-
tions, and more, will be answered when you deter-
mine his or her attributes.

Attributes are basically a way of defining and mea-
suring the natural abilities the character was born
with; how strong he or she is, how smart, how at-
tractive, etc. We “‘grade” people this all the time in
real life, with expressions such as, ““Well, as dates go,
he was a five on a scale of one to ten.”

In this game, we take that kind of grading system a
bit farther. Each attribute covers a specific area of
ability, and is defined by a basic score ranging from 3
to 18. (This basic score may be altered by the race you
choose for your character; see the next chapter.)

You determine your attribute scores (also called
ability scores) by rolling 3dé seven times, writing
down the total for each roll. Then, assign these
scores to your character’s attributes in any order you
want.

Grab yourself a Character Record Sheet—you can
photocopy one from the example in the back of this
book—and let’s get started. (\Write down your scores
in pencil for now, because when you get to the next
chapter you may find that some of them are modi-
fied.) The first attribute is . . .

Strength

Obviously, a character’s Strength (Str) score is a
measure of how strong the character is. But it also
covers a few other related areas: the character’s en-
durance, stamina, and muscle bulk. (Your character’s
Strength score is a general tipoff to his or her weight
and physique. A high score means that the character
is visibly well muscled and of at least average
weight, while a low score indicates someone who is

obviously undermuscled and probably under-
weight.) Strength is an important attribute for any
character who plans to do some fighting.

The Strength score of a character has the following
game effects, as detailed on Table 1.

Table 1: Strength

Hit Damage Max. Strength
Bonus Bonus Weight  Lift Feat
1 =5 ~4 1 3 0
2 -4 =3 2 5 0
3 -3 -2 5 10 0]
4 -2 -1 10 25 0]
5 =2 = 15 40 0]
6 -1 0 20 55 0
7 -1 0] 25 70 0]
8 (0] 0 30 90 1
9 0 0 35 100 1
10 0 0 40 115 2
11 0] 0 45 125 3
12 0 0 50 140 4
13 0 0 55 155 5
14 0] 0 60 170 7
15 0 0 65 180 9
16 (0] +1 70 195 10
17 +1 +1 85 220 15
18 +2 +2 110 255 20
19 +3 +4 200 400 40
20 +3 +6 300 500 50
21 +4 +8 450 650 60
22 +4 +10 600 800 70

Hit Bonus: \Whenever the character uses a melee
weapon (club, sword, knife, etc.), or a physical attack
(such as punching), his Strength allows him to be bet-
ter at hitting his target. A positive number gives the
character a greater chance of hitting; a negative
number (which is technically a penalty, not a bonus)
makes his chance of hitting smaller.

Damage Bonus: The character’s Strength can also
modify his chances of doing damage to his opponent
whenever he scores a hit with a melee weapon or an
attack with his bare hands.

Weight: The number in this column on the table is
how much weight, in pounds, the character can
carry without being encumbered. (The effects of en-
cumbrance are described in the chapter on Outfit-
ting.)

Maximum Lift: This is the heaviest load, in
pounds, that the character can pick up and hold at
waist level. A character can’t move more than a few
steps while carrying a load like this. But if you need
to lift part of a wrecked rocket hull off your partner, a




high Maximum Lift capability would be very impor-
tant.

Strength Feat: This percentage figure defines the
character’s chance to perform some unusual act of
strength—breaking down a heavy door, toppling a
barriers, bending a metal object—at a suspenseful or
dangerous time when his life or the lives of his
friends might depend on it. (This reflects the reality
that people with ordinary strength are sometimes ca-
pable of doing extraordinary things when they're in
danger or under stress.)

Dexterity

A character’s Dexterity (Dex) score is a measure of
his hand-eye coordination, agility and reaction
speeds, and other physical reflexes. Because Dexter-
ity is an important part of piloting rockets, jetcars,
and other 25th-Century vehicles, a high Dexterity is
very important for rocketjock characters. A lot of
other skills (see the chapter of the same name) are
also related to Dexterity. As illustrated by Table 2,
Dexterity can greatly affect a character’s ability to
succeed in combat with ranged weapons (lasers,
heat guns, and other devices that can hit a target
from a distance).

Table 2: Dexterity

Reaction Missile Defensive

Bonus Bonus Bonus
1 . +6 -6 +5
2 +4 -4 +5
3 +3 -3 +4
4 +2 =2 +3
5 +1 -1 +2
6 0 0 +1
7 0 0 0
8 0 0 0
9 0 0 0
10 0 0 0
11 0 0 0
12 0 0 0
13 0 0 0
14 0 0 0
15 0 0 -1
16 -1 +1 -2
17 -2 +2 -3
18 -2 +2 -4
19 -3 +3 -4
20 -3 +3 -4
21 -4 +4 -5
22 -4 +4 -5

Reaction Bonus: This modifies the die roll used to
determine initiative (see the chapter on Combat). A
negative number means that the character is capable
of acting quickly to gain initiative; & positive number
means the opposite.

Missile Bonus: A high degree of hand-eye coordi-
nation makes the character a much better marksman.
This value is added to the die roll made when a char-
acter attacks with a ranged weapon. A positive num-
ber increases the character’s chance of scoring a hit.

Defensive Bonus: This number modifies the char-
acter’s ability to avoid being hit, by changing his Ar-
mor Class (defined in the chapter on Combat). A
negative number is good for the character, while a
positive number increases his chance of being hit by
an attack.

Constitution

Maybe your character is strong and fast, but how
tough is he? Constitution (Con) measures physical
toughness and also some forms of mental toughness,
such as resistance to pain and hardship. Table 3 de-
scribes two important aspects of a character’s Consti-
tution.

Table 3: Constitution

Hit Point System
Bonus Shock
1 -3 25
2 -2 30
3 =2 35
4 =1 40
5 =1 45
6 -1 50
7 0] 55
8 0 60
9 0] 65
10 0 70
11 0] 75
12 0 80
13 0 85
14 0 88
15 +1 90
16 +2 95
17 +2(+3) 97
18 +2(+4) 99
19 +2(+5) 99
20 +2(+5) 99
21 +2(+6) 99
22 +2(+6) 99

Figures in parentheses are for warriors; see the
chapter on Careers for more information.




Hit Point Bonus: Hit points are a measure of how
much damage your character can take (more details
are provided in the chapters on Careers and Com-
bat). A character with a high Constitution receives an
automatic addition to any die roll for gaining new hit
points, while a character with an extremely low
Constitution suffers a penalty to that die roll.

System Shock: This percentage figure represents
the character’s chance to withstand some kind of se-
vere physical trauma—a sharp blow to the head or
severe blood loss, for instance—that would other-
wise cause unconsciousness or death. (More infor-
mation on System Shock rolls, and some of the
occasions when it is appropriate to make them, is
given in the chapter on Combat.)

Intelligence

Intelligence (Int) measures how smart the charac-
ter is. It is also an index of his memory, reasoning abil-
ity, wit, and cleverness. A character with low
Intelligence would have trouble making complex
plans, doing mathematics problems, or (at really low
levels) even reading and writing.

A moderately high (at least) Intelligence score is
mandatory for any player character in the XXVc™
game universe. After all, people who can’t keep their
wits about them—or forgot where they left them—
aren’t cut out to be heroic adventurers. (See the chap-
ter on Careers for more information.)

The specific effects of Intelligence in the context of
a game adventure are described in the chapter on
Skills and in the section on Ability Checks at the end
of this chapter.

Wisdom

The attribute of Wisdom (Wis) is basically a mea-
sure of common sense (which is not always the same
as Intelligence). A character with reasonably high
Wisdom knows enough to not stick his fingers into
things without looking, that you can’t get something
for nothing, and that you shouldn’t tease Buck
Rogers about his age (4911). Wisdom is important for
all player characters, but particularly for scouts and
rogues, who typically spend a lot of time dealing
with novel situations and unusual people.

The specific effects of Wisdom in the context of a
game adventure are described in the chapter on Skills
and in the section on Ability Checks at the end of this
chapter. ‘

11

Charisma

Charisma (Cha) is a measure of how persuasive and
personable a character is. It's not necessarily an indica-
tion of how physically attractive the character is, but
we all know that good leaders are generally also
pleasing to look at (or, at least, they’re not hideous).

If your character has an extremely high Charisma,
he or she probably has the personality of a potential
leader along with good looks; at the other end of
the scale, a character with low Charisma is probably
burdened not only with a bad attitude but also has
an appearance to match.

However, don’t assume that the two aspects of
Charisma always go together like this. History is full
of examples of effective leaders who were physi-
cally unimpressive (Napoleon, Hitler) and attractive
people whose powers of persuasion and leadership
ability were minimal (Marie Antoinette, General
Custer). For characters whose Charisma is in the
middle ground (the vast majority), the attribute
comes from a combination of respectable appear-
ance and pleasant or mildly forceful demeanor.

Charisma is useful for most characters, but.is espe-
cially important for scouts (who use it to befriend
animals and deal with new societies), rogues (who
use it to charm their victims and talk their way out
of things), and rocketjocks (who use it to sweet-talk
romantic interests in spaceport barsl).

Tech

Tech (short for Technological Knowhow) is a spe-
cial combination of Intelligence and Wisdom that
pertains specifically to a character’s affinity with ma-
chines and his instinctive or actual knowledge of
how they work. However, it’s not related directly to
those other two attributes; it’s quite possible for a
character to have low Int and Wis and still have a
high Tech score, or vice versa.

For a character with a low Tech score, the opera-
tion of a simple food dispenser might be a challeng-
ing task. Someone with a high Tech will walk up,
give it a kick in the right spot, and get free meals for a
month (we all know someone like this). Although a
high Tech attribute is useful for all XXVc™ game char-
acters (the 25th Century is a high-technology soci-
ety), it is most important for engineers, who
frequently deal with machines.

Ability Checks

A lot of things can happen to a character in a
XXVc™ game adventure, and not all of them can be




covered by specific rules. That's where Ability
Checks come in.

To determine the success or failure of a character’s
attempt to do something that’s related to one of his
abilities (Str, Dex, Con, Int, Wis, Cha, Tech) but isn’t
within the framework of the rules, roll 1d20 and
compare the result to the character’s score in that
ability. If the die roll is equal to or less than the score,
the attempt succeeds; if the die roll is greater than
the score, the attempt fails.

For example . . .

The engineer has all he can do to keep the reactor
from blowing, so he’s tossing you a wrench and
counting on you to tighten the bolt on the pressure
plate next to where you're standing. Using the
wrench is easy—but first you have to catch it. In this
case, the referee might call for your character to
make a Dexterity Check to see if you grab it, or he
might have the engineer make the same kind of
check to see how accurate the toss is . . . or, if the
rocketjock at the controls is presently pulling the
ship through a vicious turn, he might call for both of
you to make checks.

You and your friends walk into the lobby of a
dingy hotel, interested in resting your bones for the
night. The guy behind the desk looks like he'd
rather bite your arm off than talk to you. The lucky
spokesman (hopefully, you chose the character
with the highest Charisma) walks up and asks for a
room. The referee calls for a Charisma Check to see
how things worked out. If it succeeds, you get the
room. If it fails, you don’t. If it fails by a lot, you've
got about three seconds to vacate the area before
the guy starts filling the air with laser blasts.

Sometimes, the referee will tell a player what's
happening and then have the player roll an Ability
Check for his character. At other times, he’ll simply
ask for a 1d20 roll without telling the player what

it's for. Or he might roll the check himself, not telling
anyone what's going on until it's over. All of these
are Ability Checks, and they can be a referee’s best
friend whenever he wants to determine the out-
come of some event without simply making the de-
cision himself.

Alternatives

The method of generating attribute scores de-
scribed at the start of this chapter—roll 3d6 and take
down the result—tends to result in average scores.
It’s just as possible to get a 3 as it is to wind up with
an 18, and most scores will be somewhere around
the middle range of 10or 11.

To improve your character’s chance of getting off
to a good start, you can—with the referee’s
permission—use one of these alternate methods:

1. Roll 4d6 for each score and discard the lowest
result. (Your chances of getting a 3 are reduced by a
factor of six, while your chances of rolling an 18
stay the same.)

2. Roll 3dé6 twelve times, writing down each total.
Then discard the lowest five and assign the remain-
ing seven to your character’s attributes. (Your
chances of getting a 3 using this method are
roughly 1 in 100 trillion.)

3. For each ability score, roll 1dé6 and add 10 to
the result. This produces numbers ranging from 11
through 16, producing a character who is neither
exceptionally powerful nor exceptionally weak,
and probably also enables the character to qualify
for most of the occupations that are open to player
characters (see the chapter on Careers).




Races

The next thing you have to do to create a XXVc™
game character is decide where he or she comes
from. After a few hundred years and several gener-
ations of genetic alterations, this is pretty important,
because most citizens of the 25th Century are now
adapted to the worlds on which they were born.

Although all of these various types of people are
called Martians, Venusians, Lunarians, and other
colorful names, they’re all still humans—closely re-
lated to the people of Earth, who are called Terrans.

But some of the major races of the 25th Century
are the result of large-scale genetic engineering;
they are not considered human but are called “‘gen-
nies,” which is a short term for “‘genetic mutants.”
Gennies are heavily modified so that they can live in
the most extreme conditions: the bottom of the Ve-
nusian acid swamps, the hydrogen clouds of Jupi-
ter, the depths of interplanetary space. If your
character is a gennie, where you come from is of
critical importance, because you may not be able to
survive anywhere else.

Each character race discussed in this chapter is de-
fined in a standard format, including information in
each of these categories:

Physical Size: The height and weight of an aver-
age specimen.

External Covering: Skin color and texture, fur,
scales, etc.

Eyes: Variations in color or shape, etc.

Ears: Variations in size or shape; special abilities.

Mouth: Shape and size; special notes, especially
related to eating habits.

Nose: Shape and size; special abilities, especially
related to breathing.

Genotype: The basic creature type, plus informa-
tion on aspects that have been modified.

Table 4: Racial Modifiers

Str Dex Con
Terran 0 0 +1
Martian =1 +1 |
Lunarian -2 +1 -1
\Venusian 0 =1 +1
Mercurian =] +1 +1
Tinker =2 +3- -2
\Worker +3 0 +3
Terrine +2 +2 +2
Delph +2 0 +1
Lowlander +3 0 +1
Desert Runner +2 +2 +1
Stormrider +2 -2 +2

Spacer 0] +1 +2

Cultural: Notes on the character type’s society,
including government, clothing, traditions, family
life, etc.

Advantages: Significant ways in which the char-
acter race is superior to other races.

Disadvantages: Aspects of the character type
that make it inferior to other races.

Role-playing Notes: Some brief advice on possi-
ble ways to portray a character of this race.

Check Your Options

Before settling on a race for your character, take a
look through the rest of this chapter—the section
below on racial modifiers, plus all of the individual
race descriptions. Also, it would be a good idea to
consult with your referee; if he’s planning an ad-
venture or a series of adventures to take place in a
certain location, he may require you to create a
character of a suitable race.

This brings up a point about how the XXVc™
game differs from other types of role-playing
games. Because of the wide variety of environ-
ments in the XXV c™ game universe, you' may not be
able to use the same player character in every ad-
venture you play. So, your referee might have you
begin with a Terran, to use in a set-up adventure
that opens on Earth. This character could travel to
Luna, Mars, and lots of other places, as long as he
has the proper equipment.

But if the referee’s story eventually takes you to
the ocean depths or the surface of Venus, it might
be a good idea to switch to a Delph or a Lowlander
character for the duration of that part of the saga.
Then, when the story moves to another location,
leave the Delph or the Lowlander behind—maybe
you’ll be back, and when you do return, your “‘spe-
cialized’’ character will be waiting for you.

Int Wis Cha Tech
0 +1 0 0
0 o +1 0

+2 0 0 0
0 +1 =il 0
0 0 0 0
0 0 0 +3

-2 | -3 -

-2 = -3 0
0 0 +1 ~2
0 0 o +1
0 0 el 0
0 0 0 =2
0 0 -1 +2




Racial Modifiers

As you can see by looking at Table 4, the combina-
tion of genetic engineering and environment af-
fects your character’s ability scores—no character
comes through this part of the process without
some alteration to the basic scores that you rolled in
the previous chapter. After you make a race selec-
tion, check the table and modify your character’s
ability scores as indicated.

For example, let’s use a character who ended up
with the following attribute scores:

Str 12 Int 15
Dex 16 Wis 10
Con 10 Cha 11
Tech 9

We’ve decided that this character will be a Mar-
tian. Referring to Table 4, we can see that his Mar-
tian heritage slightly raises his Dexterity and
Charisma and lowers his Strength, Constitution,
and Wisdom. After making the necessary adjust-
ments, the character’s attributes look like this:

Str 11 Int 15
Dex 17 Wis 10
Con 9 Cha 12
Tech 9

If your choice of race causes your character’s
Strength, Dexterity, or Constitution to be altered,
you'll need to flip back a few pages and make a
note of the characteristics (Hit Bonus, Missile Bonus,
etc.) from Tables 1 through 3 that are changed.

You can see that the racial modifiers on Table 4
range from =3 to +3, which is why Tables 1
through 3 include ability scores lower than 3 and
higher than 18. No ability score can ever be reduced
below 1, regardless of what Table 4 says, and an al-
ready high score can be boosted as high as 21. (In
Tables 1 through 3, we’ve allowed for the possibil-
ity ot Str, Dex, and Con scores of 22. This is a level
that PCs can't attain, but which the referee might
use for a super-powerful creature that he creates.)

A special note on modifiers to Charisma: Any
change from the score generated by a dice roll only
affects that race’s Charisma when an individual of
one race is interacting with a member of a different
race. For example, a Lowlander has a —3 modifier
to Charisma, so an individual with a score of 9 in
that attribute has an effective Charisma of 6 from
the viewpoint of a Martian, a Tinker, or a member of
any other race. But the modifier is disregarded (spe-
cifically, for the purpose of an Ability Check) when
one Lowlander is interacting with another member
of the same race.

Your character’s race also has an effect on his or
her saving throws—statistics that determine how
the character fares against special dangers such as
explosions, radiation, and extremes of temperature.
These aspects of each character race are covered in
general terms in the following descriptions, but if
you want more information, flip ahead and check
out the section on saving throws in the chapter on
Combat.

“Terrans

“The descendants of a history both glorious
and destructive, Terrans know better than
anyone the power of rebirth and redemption.
Theirs is the Homeworld of Man, and they are
the root of us all.” .

—Badinger’s History of the Solar System

Physical Size: 5 to 6 feet tall, 120-250 Ibs.

External Covering: Smooth, relatively hairless
skin, usually in shades of brown, dark brown, red,
tan or beige.

Eyes: Human normal.

Ears: Human normal.

Mouth: Human normal.

Nose: Human normal.

Genotype: Terrans are the least gene-tailored of
all human species; this makes them marginally
adaptable to a wide variety of environments.

Cultural

If you come from Earth, you come from a mess.

Centuries of rampant pollution and war have re-
duced the planet to a wasteland in many areas. To
top it off, in the 23rd Century, interplanetary war
left most of Earth’s cities in rubble, with gangs of
semi-barbarians roaming the shattered ruins.

Life within these “sprawls” is violent, savage,
and often short. Most survivors belong to a gang of
some sort, organized around family lines or neigh-
borhoods. These gangs are constantly at war with
each other for whatever stores of food, weapons or
tools can be found. Gangs are ruled by the most
powerful. It’s a tough, brutal life, with little chance
of survival, much less advancement.

The luckiest Terrans come from one of the inde-
pendent arcologies. These are huge fortress build-
ings, self-contained, with their own power plants,
factories, schools and living facilities. Like the castles
of the Dark Ages, the arcologies were built to with-
stand the collapse of civilization. W ith their massive




Terran

walls and powerful weapons, the arcologies are
well able to stand off any attacks by roving mutant
gangs.

The arcologies’ greatest strength is also their
greatest weakness. Isolated from each other behind
their tall armored walls, the arcologies suffer from
inbreeding, corruption, stagnation and overcrowd-
ing. Most arcology governments are oppressive re-
gimes installed by the Martian overlords who have
gained control of the planet. Other governments
were left in place only because they agreed to sell
out to the Martian raiders, trading their freedom for
luxury goods and personal power.

Advantages: Terrans are extremely adaptable.
They can live anywhere on Earth—a statement
many other racial types can’t make—and with basic
body protection and breathing apparatus can sur-
vive indefinitely in a variety of hostile environ-
ments.

Disadvantages: From a comparative standpoint,
Terrans are at a minor disadvantage in game terms
because they have the smallest number of racial
modifiers to ability scores and saving throws. But
this is only a minor drawback, more than offset by
their adaptability.

Role-playing Notes: A Terran player character is
confident in himself and in his race’s ability to even-
tually throw off the yoke of Martian oppression,
but he is also a realist: If man is to regain his free-
dom, the process will be a slow one composed of
many small steps. Play your Terran character with a
combination of determination and patience, and
you won't be far off.

Martians

“As the oldest surviving civilization in the
solar system, the Martians have the sort of
superior attitude and aloof manner that makes
them appear to be terrible snobs.”

—Badinger

Physical Size: 6 to 7 feet tall, 120-200 Ibs.

External Covering: Smooth, hairless skin, usually
in shades of brown, red, tan or beige.

Eyes: Human-based, larger and more sensitive.

Ears: Human-based, somewhat larger.

Mouth: Human normal.

Nose: Human-based, with flaring nostrils.

Genotype: One of many races that are mildly al-
tered from the human norm. Martians tend to be
slender and fine-boned, with long legs (a product of




growing up in the low gravity of Mars). They have
large, deep chests and noses with wide nostrils, im-
proving their ability to breathe the extremely thin
Martian atmosphere. Their eyes are large and sensi-
tive to very low amounts of light, and their ears
have been enlarged to better capture sound. The
Martian upper classes also indulge in gene-tailoring
for esthetics, so that many wealthy individuals are
almost inhumanly beautiful.

Cultural

As the oldest surviving and most advanced civili-
zation in the solar system, the Martians have come
to believe that they are the best of New Humanity,
and that eventually all the rest of mankind will be
their servants. Skilled in genetic engineering, they
have already made the first strides along this dark
and evil path by creating genetically altered slave
races like the Workers and the Terrines, as well as
building a mighty battle fleet that prowls space
preying on weak and defenseless ships of the other
planets.

Once a civilization of bold corporate pioneers
and adventurers, the Martian society has degener-
ated into a rigid castehood of executives, managers,
and workers. The executive culture of Coprates
Chasm (the most extensively terraformed area of
Mars) is glittering, decadent and martial. High-
ranking men often dress in militaristic uniforms that
double as business suits and sneer at the so-called
“lesser planets.” Upper-class Martian women are
glittering social butterflies whirling through a
round of gay parties that mask the savage intercor-
porate battles going on beneath the surface.

Every “civilized”” Martian is tied to or affected in
some way by RAM, a politicalleconomic/military
megalith descended from the mighty Russo-
American Mercantile Corporation that was formed
in the 21st Century. The Martian elite lives in mas-
sive pyramidal arcologies on the floor of Coprates
Chasm, overlooking tranquil artificial lakes and for-
ests. Their forms of entertainment are theater, film,
parties, duels, and ice yachting.

Along the walls of the chasm live the managers,
the middle-class functionaries of the Martian civili-
zation. The manager cities are bleak, featureless
malls with antiseptic plastic furnishings. Their main
entertainments are watching the tri-dee, eating syn-
thetic foods, and scrabbling for a few extra meals.
There are no restaurants, movies or parks in the
manager cities. Managers’ lives are not
uncomfortable—they live and work in clean apart-
ments and offices—but they are also not fulfilling.




other planets. Beneath other domes are luxurious
parklands dotted with slender, elegant white build-
ings. However, as with their spaceports, the Lunari-
ans usually only use these beautiful low-gravity
palaces to greet formal visitors from offworld, per-
sonally preferring the safety of their tunnels instead.

Although small and dimly lit, the Lunar tunnel cit-
ies are not uncomfortable. Bright murals adorn the
fused stone walls, and small markets and meeting
places are neatly fitted into alcoves along main pas-
sageways. Crowds of pleasant, quiet Lunarians
throng these small mallways at all hours.

Practical but not stuffy, Lunarians enjoy music, art,
theater and low-gravity sports. They wear simply cut
clothing, usually adorned with bright scarves or
other bold accents in primary colors. Much like the In-
dian caste marks of Old Earth, all Lunarians have a
small triangular patch affixed to their foreheads. This
patch is used to denote the rank, status and family of
Lunar individuals.

Lunarians are stubborn, clannish and very aloof.
They don't get into arguments often, but when they
do, they show a bulldog tenacity. Competence is
highly prized in their civilization, and the highest-
ranking Lunarians are well known for their high in-
telligence and business savvy.

Advantages: Products of a culture that prides itself
on cool-headedness (unless provoked), Lunarians are
innately more intelligent than members of other
races. Their more delicate frames give them a better
Dexterity than normal humans. From living on an es-
sentially airless world, they have developed a strong
resistance to radiation and the threat of suffocation.
Their large eyes enable them to see in almost total
darkness (negating any combat penaities that would
otherwise apply).

Disadvantages: Their smaller size makes them gen-
erally less strong and less physically tough than hu-
mans. They are slightly more vulnerable to
temperature extremes and to the effects of toxic
gases and poisons than humans are. The sensitivity
of their eyes makes it impossible for them to stand
long periods of exposure to bright light without
wearing some sort of protective goggles. Because of
their upbringing in the tunnels beneath the Lunar
surface, all Lunarians suffer from agoraphobia (fear
of open spaces). Whenever a Lunarian is not under a
dome, in a ship, or otherwise enclosed by a structure
or a vessel, he may be required to make Wisdom
Checks (to see if he has the will power to fight off the
fear). Failing this check will cause the character to be
uncooperative, or even catatonic, until he is brought
to a place where he feels safe.

Lunarian




Role-playing Notes: As a group, Lunarians are im-
personal and standoffish, but a Lunarian player char-
acter is cut from a somewhat different mold. He’ll
have no trouble getting along in a group of mixed ra-
cial types—although he will resist any attempt to do
something harmful to Luna or any of his kinfolk. In
order to function as an adventurer in the outside
world, a Lunarian will have conquered his agora-
phobia to the extent that he needs to make Wisdom
Checks much less frequently than an average Lunar-
ian does, but this problem will still be something to
keep in mind.

Venusians

“The Venusian looks inward, seeking answers
in the immaterial. But be warned: A sleeping
dragon awakened Is a swift and terrible foel”

—The Ishtarian Book of Seven Clouds

Physical Size: 5 to 6 feet tall, 120-250 Ibs.

External Covering: Smooth, hairless skin, in shades
of brown, tan or beige.

Eyes: Human-based, narrow and covered by a
protective membrane.

Ears: Human-based, slightly smaller.

Mouth: Human normal.

Nose: Human normal.

Genotype: Mildly altered human. Venusians tend
to be Asiatic in appearance, with small, narrow eyes
and long, thick hair. The ears are smaller and close to
the head; the eyes are gene-tailored with a clear nic-
titating membrane (it covers the eye when desired)
to protect them against acid rains. Venus's heavy at-
mospheric pressure has produced a tendency to-
ward heavier, stronger frames in its natives.

Cultural

Although Venus is primarily known for the theo-
cratic civilizations of its main continent, Ishtar, there
are really three different types of Venusian civiliza-
tion.

The Aerostaters are primarily traders and herds-
men. Hovering high above the smoky black storms of
Venus in their dirigible-cities, the Aerostaters are
somewhat disdainful of the Ishtarians, whom they
consider spacy monastics. Their civilization is that of
a race of aerial gypsies, full of flashy, flowing cloth-
ing, rugged but friendly manners, and tough, open
people.

With daily acid rains and lightning storms, Aero-
staters don’t go out of their floating domains too of-

Venusian




ten, so their clothing is light and loose. Aerostater
entertainment runs to large, friendly parties with
lots of wine and dancing. As in other nomadic cul-
tures, there are many festivals, family rites, supersti-
tions, traditions and legends to tie the group
together. This social nature extends everywhere—
entire areas of the Aerostates are devoted to huge
rooms full of cushions, where citizens gather to eat,
discuss events, and trade.

The residents of the southern continent, Aphro-
dite, are primarily farmers and miners, living on
huge fiefs controlled by several hereditary families.
These Aphrodite Families are descended—
literally—from the original Venusian colonists who
ocupied only the atmosphere above the planet’s
surface. The hard lives of the Aphroditians have
made them stubborn, hot-tempered people, jealous
both of the gypsy ways of the Aerostaters and the
relatively easy life of the Ishtarian theocrats.

The Aphroditians are shrewd traders whose es-
tates provide most of the mineral and farm exports
of Venus. The members of the wealthiest Families
entertain with lavish parties and balls, while the
lower classes are content to amuse themselves with
strong drink, gambling, and savage brawls.

The Ishtarians produce plastics, medicines, bioge-
netics and light industry; however, their chief ad-
vantage over other \Venusian civilizations is their
domination of ground-to-space (and back again)
transportation. The nucleus of the huge Ishtarian
trade fleet is made up of the original Venusian war-
ships from the old System States Alliance, upgraded
and reinforced by newer cruisers. Although the
Aerostaters do have the facilities to allow small
ships to land on and take off from their floating cit-
ies, the Ishtarians accommodate heavy vessels from
their sophisticated spaceport at New Elysium, the
capital of the Ishtar Confederation. Ishtarian cruis-
ers and transports are the largest of their type in the
solar system, and every vessel is heavily armed.
With this clout, Ishtarian convoys can travel with
impunity anywhere in the solar system, handling
the trade of all three Venusian civilizations for a
modest percentage.

While the center of the Ishtarian community is
the Temple, where the Elders of the Faith meet to
discuss important matters, the Ishtarian civilization
is not by any means as puritanical as their simple
loose robes and muted color schemes might sug-
gest. Wine shops, communal baths, esthetic arts,
and theater are everywhere, while more physical
activities include exhibitions of traditional ritual
combat and martial arts. Ishtarian cities often have

huge auditoriums where community ‘“‘entertain-

ments’’ are held. There is room for great poets, sing-
ers and ceremonial warriors, as well as great priests.

Advantages: Sturdier body construction gives Ve-
nusians a slight advantage in Constitution (al-
though, all races considered, this is not remarkable).
Generally introspective and not prone to snap deci-
sions, Venusians have higher Wisdom than most
other races. Accustomed to the acidic environment
and high temperature of their home planet, they
are resistant to poisons and extremes of heat.

Disadvantages: Delicate or abrupt movements
are harder to accomplish in high atmospheric pres-
sure; as a result, Venusians have lower Dexterity
than humans. The same personality traits that give
them higher Wisdom also cause them to have
slightly lower Charisma. They are especially vulner-
able to cold, as might be expected, and because
they’re accustomed to having lots of air to breathe,
they are more easily harmed by the threat of suffo-
cation.

Role-playing Notes: A Venusian player character
can be either an Ishtarian, an Aphroditian, or an
Aerostater (game-related characteristics are the
same for all three types). If a group of PCs contains
Venusians of different types, then it will be neces-
sary for those characters to overcome or forget
about their cultural differences and work together
for the sake of the group.

Mercurians

“Coming from their rough-hewn beginnings,
Mercurians place a much higher value on
esthetics than many of the other colonial races.”

—Badinger

‘“Good taste can’t be bought. Bad taste can.”
—A Martian’s-eye View of Mercury

Physical Size: 5 to 5'/2 feet tall, 120-250 Ibs.

External Covering: Smooth, hairless skin, usually in
shades of brown, dark brown, red, tan or beige.

Eyes: Human normal.

Ears: Human normal.

Mouth: Human normal.

Nose: Human normal.

Genotype: Mildly altered human. Mercurians are a
polyglot mixture of Terrans (mostly), Martians, and a
few Venusians. Because of interbreeding over the
years since the pianet was settled, the distinctive
Martian and Venusian physical traits (eyes and ears)
have been ““humanized” to the point where they are
for practical purposes nonexistent. Mercurians are




gene-tailored for stockiness, which saves space in
their underground warrens, but their other distinc-
tive characteristics are more a product of environ-
ment than genetics.

Cultural

Each of Mercury’s four cultural groups is de-
scended from refugees of Earth, Mars and Venus,
who established solar power around this ovenlike
world in the early 24th Century. These energy-
collector satellites, called Mariposas, now provide
most of the energy needs of the entire solar system.

As could be expected, the Mariposa owners and
operators soon became extraordinarily rich from sell-
ing power to other planets; however, great weaith
didn’t necessarily confer great taste on these rough-
hewn spacemen. Their asteroid cities are monuments
to gaudy expense, literally exploding with tinsel
towers, baroque mansions, bad copies of Renais-
sance statues, and low-taste bric-a-brac. These Sun
Kings, as they now call themselves, dress in a wide
variety of styles depending on their personal tastes;
Arabian Nights robes exist side by side with 16th-
Century doublets, while others affect the styles and
tastes of the more fashionable Coprates or Lunar jet
sets.

The Sun Kings wield a tremendous amount of
power over their planet-bound relations. While oth-
ers live on the planet and mine its ores, they actually
own the land, distributing the profits from offplanet
trade as they see fit. This autocratic system has made
the Sun Kings unpopular with other Mercurians.

The warren cities beneath the planet’s surface are
the homes for the rank and file of Mercury, known as
Miners. Unlike the Lunar tunnel cities, the warrens of
Mercury are actually huge systems of caves, a net-
work occasionally broken by enormous spacedocks
with semi-transparent retractable domes at surface
level. Within the warrens are buildings, parks, fac-
tories and transportation systems much like those
found in any surface-dwelling civilization. Because
of this “‘underground openness” and the fact that
they do come to the surface to operate their mining
machines, the Miners do not suffer from the problem
with agoraphobia that is common to Lunarians.

In style, Miners are somewhat like the Sun Kings,
but on a more modest scale. Lacking the money for a
full show of gaudiness, they are well enough off to
wear a lot of gold, flashy clothing, and expensive
gadgets.

The Musicians are the equivalent of a merchant
class. These are the people who operate the stores
and other businesses both in the warrens and on the

Mariposas and other orbital colonies. They are con-
sidered harmless by the other groups of Mercurian
society, but their numbers are significant enough to
make them a factor in issues involving the planet’s
population as a whole.

Culturally related to the Musicians but profession-
ally quite different are the Desert Dancers, nomadic
wanderers who actually live on the surface in huge
rolling arcology-buildings called track cities. These
track cities were created in the early days of the colo-
nization of the surface, designed to travel between
the vast solar power arrays scattered around the
planet. The Dancers move around, tending to repairs
to the solar collectors and doing occasional mining—
but always careful to stay on the side away from the
sun, so they don’t get bombarded by the incredibly
intense solar radiation. More pragmatic than the
warren dwellers and the Sun Kings, they wear loose,
Arabian-style clothing, affect very little jewelry, and
are usually armed with the traditional Mercurian ver-
sion of the mono knife, called a technodagger.

Oddly enough, the Musicians—despite their
name—are not particularly accomplished in music
and other fine arts. It is the Desert Dancer civilization
that is known for its skill in the performing arts;
Dancer poets, writers, artists, and bards are highly
prized systemwide, and proceeds from tours and
performances are a major source of the track cities’
income.

Advantages: Mercurians are unique among the
human races in having heightened Dexterity and
Constitution. They are highly resistant to radiation
and extreme heat.

Disadvantages: Because their solar collectors and
mining machines remove the need for them to do a
great deal of physical labor, Mercurians are slightly
less strong than normal humans. They are more vul-
nerable to extreme cold than any other human race.

Role-playing Notes: A Mercurian player character
can be from any cultural group, but is probably not a
high-ranking member of the Sun Kings hierarchy;
such a character would have little reason to travel
and would be more concerned with keeping an eye
on his wealth than doing heroic deeds to help oth-
ers. On the other hand, it's easy to imagine that a
Miner or a Musician might become disenchanted
with his life and decide to join a group of adventur-
ers. Perhaps the best choice for a Mercurian PC
would be a Desert Dancer who has some kind of per-
forming skill and habitually goes on “concert tours”
to other planets. This would be an excellent cover for
the entire PC group, easily explaining why they
move from place to place so frequently.
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Gennies

13. What vat did you crawl out of?"”
— 1,001 Things Not to Say to a Gennie

Genetic mutants, or “‘gennies,” represent the most
extreme type of genetic experimentation in the 25th
Century. Unlike the mildly gene-tailored human
races (Martians, Lunarians, Venusians, Mercurians),
gennies are extensively altered—still recognizable as
coming from human stock, but often that's where
the resemblance ends. Most gennies are specifically
designed to survive in a certain environment, which
often means that they find it difficult or impossible to
adapt to other types of living conditions.

Because gennies are so heavily altered from the
human norm, it is impossible for them to interbreed
with any other species of human. This has been used
as an argument by bigots among the human races to
justify the gennies’ status as ““lower life forms.”

Tinkers

“If Tinkers were bigger, they might rule the
solar system—as long as they could do it from
inside an air duct.”

—G@Gilbert’s Guide to Gennies

Physical Size: 2 to 3 feet tall, 60-80 Ibs.

External Covering: Smooth, soft, humanlike skin,
covered in soft gray fur.

Eyes: Human-based, very large and sensitive.

Ears: Human-based, small and pointed.

Mouth: Primate-based, small, with slightly pointed
teeth.

Nose: Human normal, snubbed.

Genotype: Tinkers were originally bioengineered
(by a division of RAM) to work in small, cramped ar-
eas such as the tunnels, ducts, and hatchways in
space stations, asteroid colonies and rockets. Their
huge eyes allow them to see clearly in almost total
darkness. Through crossing with small anthropoid
species such as lemurs and gibbons, they have long,
sensitive fingers and a longer reach than normal hu-
mans. In addition, as an unforeseen but pleasant by-
product of the gene-manipulation process, Tinkers
have a unique combination of curiosity and technical
skill, giving them an almost uncanny ability to fix,
modify and build things. They make very good engi-
neers (although at two or three feet in height, most
of them have problems living up to the ““tough guy”’
image of the engineering fraternity).

Cultural

The Tinker culture is based around tools, machines
and the manipulation of symbols. Books, especially
texts on engineering and hard science, are especially
dear to them; whenever a group of Tinkers bands to-
gether, they will inevitably begin to assemble a large
library of books, film chips, and gadgets. Their pack-
rat nature makes them reluctant to throw anything
out; it might be “useful” later.

Comfort is another important part of Tinker life. In-
dividual Tinker residences are small, warm warrens
(the inside of an orbital colony’s heating duct will do
just fine), filled with treasured items, comfortable
clothes, well-worn books, and collections of odd
knickknacks. Tinker clothes are bright, warm, and
usually have dozens of pockets for holding tools, in-
struments and spare parts.

The center of Tinker culture is the Nest, a commu-
nity of between five and ten Tinkers, most of whom
are related. A Nest is often started in a normal
(human-scaled) room, and extends through air ducts
and secret passages until it may encompass hun-
dreds of feet of corridors and tunnels. The Nest is
ruled in a rough but generally democratic fashion,
with the eldest and most skilled Tinkers overseeing
boisterous group meetings during which important
issues of the Nest are discussed.

Advantages: By and large, Tinkers are the most
dextrous and most technically proficient of all races.
Their eyes are as sensitive as those of Lunarians (ne-
gating penalties for operating in darkness). In combi-
nation with their small size, these attributes make
Tinkers capable of doing a myriad of tasks that no
one else can accomplish.

Disadvantages: Although strong and sturdy for
their size, Tinkers are weak and frail compared to all
other races. They are the most vulnerable of all races
to being hurt by explosions and electrical shock. Be-
cause they thrive on living inside closed-in spaces,
they suffer from a mild form of agoraphobia (see the
section on Lunarians for more details); a Tinker must
make a Wisdom Check whenever he spends 24 con-
secutive hours in a wide-open environment.

Role-playing Notes: Tinkers have grown accus-
tomed to people thinking of them as pets—and they
hate itl A Tinker player character is in a prime posi-
tion to help change that image, with high Dexterity
that makes him valuable in combat and high Tech to
keep a ship and everyone’s equipment in top condi-
tion. ““We couldn’t have done it without you” is a
statement that every Tinker loves to hear from his
companions.




\X/orkers

““The Worker leads a simple life, and In that
respect has the envy of every other intelligent
species.”

—Gllbert’s Guide

Physical Size: 4 to 5 feet tall, 150-300 Ibs.

External Covering: Leathery, rough skin, similar to
humans, but tinted a distinct shade of gray.

Eyes: Small and dark.

Ears: Small and close to skull.

Mouth: Wide and thick.

Nose: Human normal.

Genotype: Workers are the general, all-round
grunts of the RAM oligarchy. As a group, they are
simple, relatively unintelligent, and unimaginative.
They are bred for strength at the expense of other at-
tributes, with short muscles anchored to an extra-
heavy skeleton. Supposedly, this genotype derives
from a cross between human and gorilla or chimpan-
zee stock, but rumor has it that RAM scientists actu-
ally backbred human stock, singling out latent genes
of Homo habilis (the predecessor of Homo sapiens).
They sure look it.

Creating the first Workers, back in the early days
of the breakthrough in genetics, was expensive. But
RAM scientists brought down the long-term cost by
tailoring the Worker to reproduce quickly and often.
Worker females give birth after a six-month gestation
period (roughly the same as that of a baboon, in-
stead of the nine-month period for a human), and
young Workers reach physical maturity in only
seven years.

Cultural

What culture the Worker subtypes have has been
primarily created by RAM. There are no politics, reli-
gion, or science in the Worker lifestyle. Worker com-
munities resemble medium-security prisons, with
everyone in the crew watched over by a small con-
tingent of armed guards. Daily life has three basic
components: Food (nutrient pastes served in the caf-
eteria), rest (in dormitories with few if any creature
comforts), and work. Workers who perform better
than others do get some simple rewards and incen-
tives: better-tasting food, a larger living space, more
unsupervised “‘free time.”

Worker gennies can be found in many places
throughout the Solar Alliance—the basic genotype
has been sold over and over again, with few
changes. Usually skin tints vary, so that others can
tell where the Worker has come from. Mercurian

Workers are bald, slightly more human-looking than
other types, and have yellowish skin. Martian Work-
ers have hairy bodies and reddish skin. Workers in
the Asteroid Belt are more apelike than Martian
Workers and have a bluish skin tint.

Although Workers are primarily thought of as
things rather than people, the brighter ones often
manage to escape the barracks and make it to free-
dom. These refugees easily find work in occupations
where strength and constitution are important, such
as warrior and scout. But their lives are spent in con-
stant fear of being captured by one of their former
overlords and of being dragged back into slavery.

Advantages: Workers have a better combination
of strength and durability than any other race.

Disadvantages: The mental abilities (including
technical skill) of Workers are poorer than those of
any other race. As a way of keeping them under con-
trol, many Workers are engineered so that they must
have a special type of food paste to stay healthy—
and that food is only available at the work camp
where they're stationed. (Going without the special
food will cause the Worker’s Strength and Constitu-
tion to drop by 1 point per day; if either score reaches
0, the Worker dies. No matter how weak he is, a
Worker will recover back to full strength in one day
after getting a new supply of the special food.)

Role-playing Notes: Not all Workers are mindless
clods, and a Worker player character will always be
one of at least moderate intelligence (8 or higher).
Rather than “belonging” to some other character, a
Worker PC is an independent personality, capable of
making his own decisions. Still, he will instinctively
thrive on hard labor—willing to take on any physical
job and see it through. Most Worker player charac-
ters do not need special food to survive, which
makes it possible for them to travel along with an ad-
venturing group.

Terrines

““The only thing more fearsome than a Terrine

Is a bad-tempered Terrine. Unfortunately, all of
them are bad-tempered all of the time.”

~Gllibert’s Guide

Physical Size: 6 to 7 feet tall, 250-300 Ibs.

External Covering: Leathery, sandpapery skin,
with callus plates over groin, chest, abdomen and in-
ner limbs.

Eyes: Small, with variable pupils; somewhat cat-
like. The vision range is very acute and stretches from




bright light to near pitch black.

Ears: Large, cupped, and catlike, capable of folding
back along the skull.

Mouth: A narrow slit with sharp fangs. Speech is a
guttural, combat-oriented language.

Nose: Two thin slits, which can be closed fully.

Genotype: While there are several different varia-
tions of Terrines, the primary model, described here,
is used heavily in RAM combat units throughout the
Alliance. This model was designed specifically for use
on Earth (which is how the name was derived), but
can exist in any environment where a human can
survive.

Terrines are created to do one thing well—Kkill.
Shark genes provide a sandpaperlike skin and hard-
ened plates of cartilage over critical areas. The skull is
bald and heavily armored with extra-thick cartilage,
with brow ridges protecting the catlike eyes. The en-
tire skeleton is massively built. Hard spurs of horn
project from the heels and elbows, and the hands
and feet are tipped with retractable talons. Muscles
are long and ropy, with boosted reflexes. All Terrines
are double-jointed.

Cultural

Terrines have a culture designed for them by their
RAM overlords. It is a brutal, savage culture, based
around individual combat units, in which only the
strong survive. Terrines are conditioned to obey any-
one of the distinctive Martian genotype (a tall frame,
thin features, typical body coloration and scent). Al-
though Terrines are less intelligent on the whole
than other races, all of them have a high degree of vi-
cious animal cunning. Anyone who underestimates
even a “stupid” Terrine usually doesn’t live long
enough to regret it.

Like Workers (with whom they share a lot of back-
ground), Terrines live in barracks and are given food
paste for their basic nutritional needs. One major dif-
ference from \Workers is that Terrines are respected
(make that feared) members of RAM'’s military force.
They wear uniforms with patches denoting their unit
and rank. However, they usually have no names and
are known only by group and individual serial num-
bers.

The Terrine way of life is centered around power,
pain, and punishment. They are indoctrinated to be-
lieve that RAM Martians are the highest form of life,
Terrines the second highest, and all other humans
and gennies a distant third. During training, each
new Terrine must undergo pain and brutality until he
is hardened to the toughness of steel. The first test of
fitness for a novice Terrine is to plunge a knife into his

own belly and survive the test. Almost all of them
do.

Like Workers, some of the smartest Terrines decide
to escape from their overlords, choosing to pursue
careers as freelance mercenaries.

Advantages: Terrines have better physical attrib-
utes (Str, Dex, Con) than any other race and a high
degree of resistance to any kind of special attack
form. A Terrine’s tough skin gives it a natural Armor
Class of 7, and if he doesn’t have a better weapon to
use, he can attack twice per round with his claws for
1d6 + 3 points of damage per attack. (See the chapter
on Combat for explanations of Armor Class and at-
tacking.)

Disadvantages: Terrines have poorer mental facul-
ties (Int, Wis, Cha) than most other races. Even the
most intelligent Terrine can’t deny his heritage and is
subject to the Terrine battle rage: Whenever a Terrine
gets involved in combat, he must make an Intelli-
gence check. Failing the check means that he will
fight to the death or until he is knocked out (perhaps
by a companion who doesn’t want him to go down
fighting).

Role-playing Notes: A Terrine PC will be of the ren-
egade type, and will always be of at least moderate
Intelligence (smart enough to be a warrior or a
scout). He is still subject to battle rage, but because
some of his pro-RAM conditioning has worn off, he is
allowed an extra Intelligence check (maybe even an-
other beyond that, if the referee permits it) if the first
check fails.

Delphs

‘““After decades of trying to develop a
relationship with the dolphin, mankind came up
with a different way of achieving the same goal:
the Delph.”

—Gilbert’s Guide

Physical Size: 7 to 8 feet tall, 200-400 Ibs.

External Covering: Rubbery skin, with a coating of
blubber underneath. The skin is usually patterned in
shades of blue, gray or black.

Eyes: Human normal.

Ears: Pinholes recessed far back on the skull. The
forehead contains a spongy tissue filled with oil that
serves as a receiver for sonar signals.

Mouth: Thin lips with pointed teeth. The tongue is
short and thick. The upper palate is slightly altered to
allow the delph to make and project a clicking sound
that is detectable by other Delphs’ sonar hearing.
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Delph

Delph speech has a whistling, breathy quality.

Nose: Short and flat, with interior valves that close
to provide a watertight seal.

Genotype: The first major gennie type created,
human-based with seal and dolphin characteristics,
Delphs are designed to live in the ocean depths of
Earth, coming up every so often to breathe. Large
lungs, improved circulation, and a small “‘backup”
chamber in the heart allow Delphs to stay underwa-
ter for periods up to two hours. The limbs are short,
and the fingers and toes webbed. Delphs are all
double-jointed and can rotate their ankles through
more than 90 degrees, allowing them to use their
feet as a “tail” for propulsion and steering while
swimming.

Delph males are hairless; females have long, black
hair on their heads that streams out behind them
when they swim. A Delph infant, too small to swim
as fast as his parents, can entwine himself in his
mother’s hair and be towed along when she is on
the move.

Cultural

Delphs are designed to tend the vast fish ranches
and kelp beds of Earth. Despite some rather drastic
modifications, they remain basically human in ap-
pearance and attitude. Delphs can and will eat any-
thing that a normal human eats, but prefer raw
seafood and kelp.

Delphs have the full range of human emotions,
and are one of the most psychologically balanced of
the gennie subtypes. Much like their dolphin rela-
tives, they are playful and easily amused, often join-
ing adventuring parties for companionship or just
curiosity.

Their society is mobile; individuals have very few
possessions except for a loincloth, a weapon or two,
and a couple of prized baubles (Delphs are fond of
Jewelry). What cities they have are primarily huge,
openwork rafts, with as many rooms below water
as above. These communities drift along with the
ocean currents, often accompanied by herds of
whales or dolphins. Delph society is a series of
loosely structured clans, with the eldest member
leading each “pack.”

Advantages: Primarily because of their size,
Delphs are generally stronger than humans. Their
playful, easygoing nature makes them more charis-
matic than most other creatures. They have consider-
able resistance to almost all forms of special physical
attacks.

Disadvantages: As a product of heredity and soci-
ety, Delphs are not technically proficient. They have




very little tolerance for extreme heat. Most impor-
tantly, a Delph is restricted by the need to be in or
near water at all times. If a Delph has not been fully
immersed in water for eight hours, he or she immedi-
ately loses 1 point of Str, Dex, and Con and another 1
point from each attribute for every additional hour. If
any one of those attribute scores reaches 0, the
Delph dies. Ten minutes of being underwater once
every eight hours is enough to prevent the loss of
points, and one hour of submersion will bring a
weakened Delph back to full vigor.

Role-playing Notes: The need for water is a limita-
tion on what a Delph player character can do and
where he or she can go. (Although it is possible to
put a submersion tank aboard a ship to allow a
Delph to travel in safety, this is not customarily
done.) The key to role-playing a Delph PC is to be
carefree and inquisitive—but not to the point where
you endanger yourself or your companions.

Lowlanders

“The ultimate example of irony, the
Lowlander Is perhaps the most remarkable
genetic achievement of all—and also the gennie
that has the potential to become the biggest
enemy of all humankind.”

—Glibert’s Guide

Physical Size: 4 to 5 feet tall, 200~-300 Ibs.

External Covering: Scaly, heavily armored skin.

Eyes: \Very large, black or green, with variable pu-
pils; somewhat catlike. The vision range is very acute
and stretches from bright light to near pitch black.

Ears: Cup-sized tympanic membranes on either
side of the elongated skull.

Mouth: A narrow slit with either large molars (veg-
etarian types) or hundreds of sharp needles (preda-
tor types). Speech is a sibilant hissing, with clicks
interspersed.

Nose: Two thin slits, which can be closed fully.
There are also gill-like ruffs around the neck; these
are used only when the creature is submerged.

Genotype: Lowlanders are an extensively modi-
fied race, human-based but having many reptilian as-
pects. The skin is armored and scaled; the body is
thick, squat and heavily muscled. The skull is ex-
tremely elongated, stretching back in a bulge back
over the neck, and reinforced by a powerful, over-
long neck. Extra-flexible vertebrae allow the Low-
lander to fully rotate the head like an owl.

Lowlander




Cultural

Lowlanders are one of the most advanced gennie
cultures. Originally designed to be terraformers
working with machinery on the Venusian surface,
they have recently rebelled and are now pursuing
their own agenda. This turn of events occasionally
prompts a Lowlander to leave the Venusian surface
to interact with the non-gennie inhabitants of Venus
(whom they call Uplanders). However, the vast ma-
Jjority of Lowlanders remain devoted to their day-to-
day occupation: tending to the unique agriculture of
the Venusian surface, which is the sole source of the
raw materials for two rare and highly desired drugs,
gravitol and lifextend (see the Medicine section of
the Technology Book for more information).

The Lowlanders are supremely well-adjusted—
they like the way they are, they enjoy the weather,
and they think their culture is wonderful. What they
don't like is change of any sort—and this change in-
cludes the Uplander plan to terraform the entire sur-
face of Venus and make it habitable for them instead
of for Lowlanders. For this reason, Lowlanders get
very belligerent when someone different comes into
their domain, unless someone can convince them
that the visitors mean no harm.

Advantages: Lowlanders were engineered for
strength and enhanced technical expertise (so that
they can operate and repair the specialized devices
they use in their work). They are virtually immune to
the effects of extreme heat, highly resistant to toxins
and poisons, slightly less resistant to most other
forms of physical trauma. The sensitivity of their eyes
is a benefit when they are fighting in near darkness.
They are the only race, at present, that can survive
without special protection and function well in the
acidic swamps that cover most of the surface of Ve-
nus.

Disadvantages: Because of their appearance, Low-
landers have a deficiency in charisma when dealing
with other races. They are especially susceptible to
suffocation (since they’re accustomed to extremely
high atmopsheric pressure) and to trauma caused by
exposure to extreme cold. In order to survive in
something other than their native environment,
Lowlanders must wear helmets and breathing packs
to provide the high pressure, acidic atmosphere they
breathe. A Lowlander breathing apparatus is good
for 72 hours (3 days) before its storage tanks need to
be replenished—but a Lowlander will die if deprived
of his breathing apparatus for only 10 minutes.

Role-playing Notes: A Lowlander PC will not leave
the surface of Venus except for a very good reason,
probably involving the welfare of all Lowlanders.

Because of this limitation, it’s very difficult to use a
Lowlander player character through a series of ad-
ventures that take place in different locations. (The
same is true of other gennie types described later in
this chapter.) We recommend that the Lowlander be
used as a player-character type only in special situa-
tions.

Desert Runners

““Mars, for all its technological marvels, is still a
planet composed mostly of wilderness. And in
that wilderness, the Desert Runner reigns
supreme.”

—Glilbert’s Guide

Physical Size: 6 to 7 feet tall, 150-200 Ibs.

External Covering: Short, thick fur, usually in a rust
red or ochre yellow shade. Mottled bands of black or
deep brown cover the fur, breaking the pattern up
for better hiding ability. A thin layer of fat undercoats
the skin.

Eyes: \Very large, black or green, with variable pu-
pils; somewhat catlike. The vision range is very acute
and stretches from bright light to near pitch black.

Ears: Large, rising to points on either side of the
narrow skull: A wide membrane unfolds the ear like
an umbrella, making the hearing very acute. A Mar-
tian Desert Runner can hear a man crossing sand at a
distance of more than five miles.

Mouth: Wide, generous mouth, with longish
fangs mixed with normal human teeth. Desert Run-
ners can eat human food of all types.

Nose: Short and pug-shaped, with slitlike holes
that can close to keep out dust. Sense of smell is not
particularly acute, since the thin atmosphere of Mars
makes it tough to track prey by scent.

Genotype: Martian Desert Runners were one of
the first fully engineered gennies, designed to com-
pete in the savage conditions of the Martian pla-
teaus. As these regions were  seeded with
wandering herbivores and scavengers, Desert Run-
ners were employed as ‘“‘sheepdogs,” moving the
great, slow meat-beasts on their migrations from
temperate to equatorial regions, and thinning the
ranks of weak or diseased animals.

The Desert Runner genotype mixes elements of ca-
nine and feline stock with a basic human form; like
wolves, they are able to lope on all fours for days,
yet like cats, they have long claws for fighting (tool
use is not hindered by the hand-claws, which are re-
tractable). The body is elongated and light, with the
legs able to propel the Martian Desert Runner in




great leaps over the sands. The toes are webbed and
tipped with long, retractable talons. The webs are
covered with tufts of hair, making the feet into ideal
“sandshoes.” The chest is deep and covered with
powerful muscles. A silky ‘‘mane” of hair covers the
head and upper body, often decorated with braids
and interwoven trinkets.

Cultural

The Desert Runner genotype was designed by one
genetics house, which then sold the basic pattern to
various food divisions of RAM. Each division wanted
its herds of herbivores to prosper. Therefore, each
Desert Runner variant was instilled with a fierce
sense of territory that centers on one particular herd.
There are roughly seven subtypes, distinguished by
fur color and pattern but otherwise physically identi-
cal. Runners are aggressive to the extreme, not only
between types, but also within the groups.

The Desert Runner social unit is an extended pack,
usually ruled by two or three packmasters—Ilarge
males who have ascended to dominance the hard
way. Competition within the pack is fierce and
bloody. The pack is nomadic, living in a way some-
what similar to the Plains Indians of the 18th and
19th Centuries; the main living structure is a portable
domelike tent designed to be buried under the sand
during the fierce dust storms. \Weapons are simple
crossbows, knives, and the occasional technological
castoff taken from a human body. Clothing is made
of tanned skins, with styles and colors varying
widely between groups. Most Runners wear some
form of leather body armor, crafted from the hides of
the beasts they shepherd. Copper and gold orna-
ments, earrings, and jewelry are common.

Advantages: Runners are bred for enhanced
strength and dexterity. They are remarkably resistant
to extreme cold and are not easily affected by most
other forms of physical trauma. Their leather armor,
for the vast majority of Runners who wear it, gives
them an effective natural Armor Class of 8. (A Desert
Runner who has leather armor will never be found
without it.) Instead of an attack with a weapon, Run-
ners can use their claws in hand-to-hand combat, do-
ing 1d6+1 points of damage on a successful hit.
(When their claws are retracted, they do 1d4 points
of damage with bare-hand attacks, just as most other
characters do; see the section on Brawling in the
Combat chapter for details.)

Disadvantages: Runners cannot tolerate extreme
cold, and they are at a slight disadvantage (Charisma
penalty) when dealing with members of other races.
Their most significant limitation is their need to wear
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special masks or helmets to lower the pressure of the
air they take in whenever they are somewhere other
than the surface of Mars. When exposed directly to
high-pressure atmosphere (such as on Earth or Ve-
nus, or in the tunnels of Luna or Mercury), a Desert
Runner will lose 2 points of Strength per round and
will die if that attribute score reaches 0. For a Runner
in weakened condition, putting on one of the special
breathing masks or helmets will negate the entire
Strength loss in 1 round. In an airless environment, a
Runner needs a breathing apparatus with a self-
contained air supply, just as other air-breathers do.

Role-playing Notes: A typical Desert Runner char-
acter will almost never leave the surface of Mars.
However, a player character of this race can occa-
sionally be found elsewhere—as long as he is guar-
anteed a constant supply of breathable air (several
spare masks close at hand). In order to get along with
other members of an adventuring group, a Desert
Runner PC will suppress his natural aggressiveness
toward them and take it out on the opposition in-
stead.

Stormriders

“In a few short years, we may come to realize
that the Stormrider was man’s most brilllant
genetic achievement. And this might not be seen
as good news.”’

—Gllbert’s Guide

Physical Size: 15 to 20 feet tall/long, 800-1,200 Ibs.

External Covering: Smooth, leathery skin, in
muted violets, reds and oranges. Slightly transparent
at the ends.

Eyes: Very large, pupilless. The vision range is very
acute and stretches from bright light to infrared.

Ears: Cup-sized tympanic membranes on either
side of an elongated skull. The membranes are sensi-
tive to radar, sonar, and radio waves.

Mouth: Wide and lipless, with small teeth. Stormri-
ders derive most of their nourishment from floating
algae cultures and the herds of livestock they culti-
vate.

Nose: One thin slit, which can be closed fully.

Genotype: One of the most ambitious gennie
types, the Stormriders combine ray and shark genes
with a human foundation. The arms and legs are
merged into long, batlike wings, with only the fin-
gers and lower legs extending. The chest is deep,
with a central “’keel” (prominent breastbone).

Stormrider




Cultural

Developed as herders and terraformers, the
Stormriders of Jupiter are one of the most nonhuman
of the gennie species. Little is known of their technol-
ogy or social structure, and these topics are the sub-
ject of great debate. The Stormriders, however,
aren’t talking.

Their cities are vast, open structures of living bal-
loons, domes and spinnerettes, riding the boundary
layers of atmospheric pressure. For all their alienness,
the Stormriders are closest in temperament to the hu-
mans of the Venusian Aerostates, with whom they
maintain an active trade of aerial technology and in-
formation.

The Stormriders’ economy is based on the gene-
aitered livestock they raise and sell to other civiliza-
tions in the Outer Worlds. They trade foodstuffs for
technology—both the mechanical and the genetic
kind. Deep within their cities, the Stormriders are
conducting genetic research of their own, mostly re-
lated to combining organic parts and machinery.
Coupling this knowledge with the technology they
are getting from the Aerostates, it may only be a mat-
ter of time before the Stormriders leave Jupiter in
their own organically based spaceships.

Advantages: As with most gennie races, Stormri-
ders’ physical attributes are improved over those of
humans. In order to cope with the unearthly envi-
ronment they live in, Stormriders are highly resistant
to toxins and poisons, extreme cold, and electrical
shock. They are the only gennie race capable of fly-
ing without external power.

Disadvantages: Because their arms and legs are so
heavily modified, Stormriders are the least dextrous
of-all races. Their strange appearance is a hindrance
(Charisma penalty) when dealing with members of
other races. Their wings are rather delicate, making
them vulnerable to damage from explosions. They
are especially susceptible to suffocation, and when-
ever they are away from the high atmosphere of Ju-
piter they must wear special breathing devices that
supply the combination of gases they require. A
breathing device can keep a Stormrider alive and
strong for up to 10 hours before its tank needs re-
placing. If deprived of this apparatus, a Stormrider is
affected the same as a Desert Runner (see the ““Disad-
vantages” section of that entry). Stormriders can fly
only in dense atmospheres, such as on Venus or Jupi-
ter.

Role-playing Notes: Almost without exception,
Stormriders spend their entire lives in the atmosphere
of Jupiter. This makes it difficult to role-play a Stormri-
der PC for an extended period of time. However, a

band of player characters who visit Jupiter may find
a Stormrider to be a welcome short-term addition to
their group.

Spacers

’Spacers approach the line that separates man
from machine. Some would say they have
stepped over it.”

—Gllbert’s Guide

Physical Size: 5 to 6 feet tall, 150-200 Ibs.

External Covering: A smooth, silvery skin, with a
biocybernetic aluminum outer layer. Black patches
(heat retainers) appear on the body at will, to collect
energy. There is a blubber layer between the outer
skin and the internal organs.

Eyes: \ery large, also silvery in color, and covered
with a hard outer lens.

Ears: None.

Mouth: A small slit. Spacers communicate by sign
language, or, if they are commonly around humans,
by means of a special translator around the neck, ac-
tivated by their body’s natural electrical currents. The
mouth is used only to ingest water or powdered
rock.

Nose: None. Spacers breathe from small airholes
Jjust under the jawline. This oxygen intake is supple-
mental to their normal air source, produced by their
intestinal flora.

Genotype: Spacers are the most inhuman of all the
gennie races. They are designed to live for extended
periods in space without special suits or environ-
ments. A specially developed type of algae inhabits
the stomach and intestinal tract, converting thermal
energy, water and minerals into oxygen and nutri-
ents for its Spacer host.

Spacers also have a highly reflective skin, with a
thin aluminum coating sprayed on at birth. This coat-
ing helps protect them against radiation and cosmic
rays. Much as a chameleon changes its color, a Spacer
can cause black patterns to appear on its back and
chest, creating areas where heat can be accumu-
lated. The Spacer simply turns itself toward the near-
est heat source to gather energy. If energy or water
are scarce (beyond the orbit of Jupiter), a Spacer can
get energy from exposure to battery-powered lamps
or other low-level radiation sources.

Spacers have no special movement ability; most
move by physically propelling themselves from rock
to rock. A rare few have obtained space belts that
they can use to cut the time of especially lengthy
trips.




Cultural

Spacers have no real culture—they are solitary
souls, usually living in asteroid fields and ring sys-
tems, where they comb the rocks for water, minerals,
and trace elements. To pay for tools and personal
gear, they locate important deposits of iron, gold,
copper, and radioactive minerals for the human min-
ers of these regions. Occasionally, several Spacers
will band together for company and mutual cooper-
ation, but these random gatherings are far from a
true civilization.

Advantages: Spacers have a higher constitution
than most other races, and a life of working with
tools gives them enhanced technical ability. They are
never affected by the threat of suffocation, and are
almost impervious to most other forms of physical
trauma.

Disadvantages: A Spacer must have a special trans-
lator in order to communicate verbally with anyone,
including another Spacer. If a Spacer goes 48 hours
without being exposed to a source of sunlight or ra-
diation (a simple lamp will do), it will die of starva-
tion.

Role-playing Notes: Despite their alien nature,
Spacers can exist virtually anywhere in the solar sys-
tem and thus could be part of a group of on-the-
move player characters. However, because their
mentality is so different from that of humans and
other races, it is very rare that a Spacer will leave the
solitude and security of his normal life in search of
action and opportunity.

Important Details

By choosing a race, you've taken a big step toward
defining your character. Now, before you move on
to the next chapter, take a few minutes to add some
small but important touches.

Gender and Age

Is your character male or female? Young, middle-
aged, or getting on in years?

Although we often use ““he” in these rules to refer
to characters in general, instead of “'he or she,” that
word choice is merely for the sake of simplicity. Don’t
get the idea that the game is slanted in favor of male
PCs; in fact, there is no difference in the XXVc™ game
rules between male and female player characters.
However, the sex of your character could be very im-
portant in the context of an adventure—a female PC
might have better luck negotiating with a male non-
player character, and vice versa. Don’t make this de-




cision lightly, and don’t automatically choose to play
a member of your sex. Having a character of the op-
posite sex is @ good way to add another interesting
facet to your role-playing experience.

Usually, beginning player characters are young
adults—they’ve reached an age when they have to
decide what to do for a living. You can decide exactly
how old your character is, if it matters, or you can
simply express his or her age in general terms (late
teens, mid-20's, etc.).

Name and Nickname

Your character could have a normal-sounding
name, such as Bob or Sue. But seeing as this is the
25th Century, you probably will want to pick some-
thing more exciting.

Of course, a Terran name might just be Robert or
Susan—Terrans are proud of their long history and
traditional names. Martians tend to have names that
are combinations of Russian and English derivation,
such as Harrison Kirovsky or Viadimir Jones. Mercuri-
ans favor Arabic-sounding names such as Kemal and
Rashad, while Venusian names are often melodious
combinations with a certain Indian or Chinese flavor.
Gennies usually have simple, descriptive names, like
Scar, Streaker, or Black Barney. (When your ancestors
were grown in a vat, family names aren’t so impor-
tant.)

Even if your character has an ordinary “real”
name, he or she can use an exciting and descriptive
nickname. A character who calls himself Blackhand
Starbuck will automatically stand out as a force to be
reckoned with. So will someone with a memorable
name such as Sweetbeam or The Comet Kid. A nick-
name can also be related to a character’s interests or
career. It's pretty easy to visualize a scout named
Tracker or an engineer called The Fixer.

Put some thought into choosing a name. It should
tell something about the character and his back-
ground. It should also be a name you like, because
(we hope) you and your character are going to be us-
ing it for a long time.

Personality

You don’t have to work up a complete history and
psychological profile of your character (although
some people find this a lot of fun), but at the least
you ought to give your character a distinctive per-
sonality by coming up with some quirks.

Quirks are the outstanding habits, likes, dislikes,
and traits of a character. They help you get a handle
on how the character thinks, and what he or she
cares about in life. A quirk could be something like
“"He hates to eat fish” or ““She’s very stubborn.”

For example, a player named Angie is creating a
character named Leanna Pascal. Angie knows that
Leanna is very smart and dextrous (from her ability
scores). She decides to give Leanna these quirks: First
of all, Leanna is a compulsive reader; she’ll read any-
thing she can get her hands on. Leanna is also vain—
she’s been known to stop and straighten her hair in
the middle of a firefight. Finally, Leanna is a little
afraid of flying. Whenever she climbs into a rocket,
she thinks about the possibility that something bad
will happen to the ship.

How do all those quirks come into play during an
adventure? Try this for an extreme example: Leanna
is a passenger on a spaceliner. To get her mind off her
fear of flying, she pulls out a book as soon as the liner
leaves port. She gets so engrossed in what she’s
reading that she doesn’t notice the whispers being
exchanged by the two men seated right in front of
her. After a couple of hours, she’s finished reading
the book and has nothing else to occupy her time, so
she decides to head for the ladies’ room and freshen
up a bit. While she’s there, she hears a commotion in
the passenger compartment. She peeks out the door
to find that the men who were sitting in front of her
have hijacked the ship—and she’s the only one who
can do anything about itl




Careers

If you're not part of the gene pool, then you
must be part of the labor pool.
—25th-Century slogan

Okay, you've got a character. He has a lot of char-
acteristics that make him unique, and a lot of poten-
tial.

But what he hasn’t got yet is a job.

Jobs in the XXVc™ game rules are called careers.
A career is the profession your character has chosen
to take up in this future world of high adventure,
and is the source of his skills, his experience, and his
cash flow. Player characters have six careers to
choose from:

Rocketjocks: Right-stuff rocket pilots who can
outmaneuver and outromance anyone in space.

Warriors: Professional fighters who lead teams or
armies into battle.

Scouts: Planetary explorers and loners with a spe-
cial talent for survival.

Engineers: Tough rocket-engine technicians who
can fix anything . . . or so they claim.

Rogues: Gamblers and information traders who
play both sides against the middle.

Medics: 25th-Century physicians who can per-
form incredible medical feats.

Characters as a Team

As you can see, these careers mesh neatly to-
gether to create a well-rounded adventuring team.
Rocketjocks fly the ships, engineers keep things run-
ning, warriors handle the combat, scouts lead the
expeditions into uncharted territory, and rogues
handle the sneaky stuff. Meanwhile, the medic is
there to put everyone back together again before
the next battle.

Because teamwork is an essential part of the en-
joyment of a role-playing game, it's a very good
idea for all of the players in a group to choose ca-
reers for their characters so that the group has a lot
of variety and not too much overlap. Five rocket-
jocks can't fly one ship at the same time, and four
engineers would have an equally hard time keep-
ing busy. Six warriors might be able to waltz
through any combat situation, but without a rocket-
jock and an engineer they can’t get to where the
action is.

The referee of your playing group may have

something to say about the careers he wants the PC
group to contain, based on the types of adventures
he has planned to throw at you. No matter what
type of adventure is ahead of you, though, the 25th
Century is a tough and dangerous place where
teamwork counts.

Before you read more about the career choices,
we need to introduce you to experience levels, hit
points, and skills—three aspects of any career that
are vitally important.

Experience Levels

Experience levels are a rating system to give you
an idea of how accomplished your character is in his
career. Beginning PCs start as 1st-level characters
and work their way up by earning experience
points (XP), which the referee awards for successful
achievements during an adventure. (Players note:
The last section of this chapter discusses experience
points—and should only be read by someone who
wants to become a referee.)

When a character’s experience point total is high
enough, he advances to a higher experience level.
Higher-level characters have more and better skills,
a greater ability to hit an opponent in combat, and a
higher chance of survival than lower-level charac-
ters. Warriors and medics also gain special career-
related abilities as they rise in level.

Each career has its own “’price tag” for increasing
in levels. The experience-point tables (Tables 6-11)
for the careers reflect the fact that it's often harder
to get better, more powerful, and more renowned
in one career than another. (For example, a brain
surgeon vs. a truck driver. Or a medic vs. a rocket-
jock.) Each table goes up to 12th level; attaining
each higher level requires as many experience
points as it took to reach the previous level. For in-
stance, it takes 880,000 XP for a character to be-
come a 13th-level rocketjock—the 440,000 for 12th
level plus 440,000 more—and the requirement for
14th level is 2 X 880,000, or 1,760,000. Player char-
acters, and the non-player characters they encoun-
ter, seldom will attain such extremely high levels

Hit Points and Hit Dice

Hit points represent how much damage a charac-
ter can absorb before he’s killed. Hit points can be
restored through rest and healing, although this
process is accelerated by proper medical treatment.

When a character is hurt, he loses hit points. (This
topic is fully covered in the chapter on Combat.) If a
character’s hit-point total is reduced to O, he is dead.




Every time a character rises in experience level, he
gains more hit points. The increase is variable, de-
pending on the career of the character and the
number rolled on a die. (Specifics for each career are
covered later in this chapter.)

Every character and creature in the XXVc™ game
universe that can be engaged in combat has either a
specific number of hit points or a certain number of
Hit Dice (abbreviated HD). The HD classification is
most often used for non-player characters and crea-
tures that aren’t defined in terms of a career (and
thus, aren’t capable of rising in level as player char-
acters are).

When you see a reference to a “3 HD" creature,
for instance, what this means is that the creature’s
hit points are determined by rolling three dice (ei-
ther 3d6, 3d8, or 3d10, de-
pending on how powerful the
creature is). The creature’s Hit

Yhat if . ..

The Choices

There are six careers to choose from in the XXVc™
game world, but it’s rare when a character actually
has that many choices, because each career has cer-
tain requirements for “‘admission.” Take a look at Ta-
ble 5. Find a career you want to know about, and
then look at the line beneath that name to see
which races are eligible to take up that career. Exam-
ine the whole table to see all your choices, and then
make a preliminary decision.

Now, compare your character’s ability scores to
the ““Ability Scores’ entries for that career on Table
5. The numbers given are minimum requirements. If
the character’s ability scores meet or exceed all of
them, then that career is one of his possible choices.

In the unlikely event that
your character’s ability scores
are too low to qualify for any

Dice designation also relates to
its ability to score hits in
combat—meaning, in essence,
that a 3 HD creature fights as
well as a 3rd level character.

Skills

A lot of the differences be-
tween careers have to do with
what characters are and aren’t
capable of: their skills, or lack
thereof. In this chapter (espe-

If you had your heart set on
playing a certain type (career) of
character, you may be disappointed
to find out that your hero doesn’t
meet the requirements.

Don’t despair too much. Your
referee will certainly be willing to
let you back up a step and
rearrange some ability scores so
that your character does qualify.
And you have some consolation:
From now on, you’ll have at least a
general idea of what it takes to get
into a certain career, and when you
create other characters you can

career, your referee might use
two possible solutions: To get
into a specific career, adjust any
scores for required abilities—
up or down—to the minimum
(just as if you had rolled the
bare minimum to begin with).
To try your luck all over again,
pick up the dice and roll a new
set of ability scores. The referee
may use one of these solutions
or come up with a different
way to tackle the problem.

cially in the section on Chang-
ing Careers), you’ll find
g play.
references to career skills, gen-
eral skills, and Skill Checks. In
the next chapter, you’ll get a better understanding
of these terms and a better appreciation for how
each career is different from the others.

If you're a newcomer to the XXVc™ game and
you have definite ideas about what you want your
character to be able to do, you might take a short
look at the next chapter after you review your char-
acter’s career possibilities. If this isn’t the first charac-
ter you've created, then you already have a general
idea of the skills that are directly connected with
each career.

tailor them for a class you want to

Table 5: Career Requirements
Str Dex Con Int Wis Cha Tech

Rocketiock — 13 — 11 — 12 —
Human*, Delph, Desert Runner, Spacer

Warrior 10 8 10 8 — - -
Any except Tinker and Stormrider

Scout - - 8 8 9 8 —
Human* only

Engineer 10 — 12 8 — — 13
Human*, Tinker, Lowlander, Desert Runner

Rogue - 13 - 8 9 13 -—
Human* only

Medic - 12 - 12 12 - -

Human*, Tinker
— = No minimum requirement
* Includes Terrans, Martians, Lunarians,
Venusians, and Mercurians




The Rocketjock

**So | let him move In for the kill, then pulled a
zero-gee roll, cut inside his pass, and walked out
of the bar with the girl.”

—Overheard in several rocketjock hangouts

Combine the Red Baron, Eddie Rickenbacker, and
“Pappy’’ Boyington. Put him behind the controls of a
nuclear-powered bullet screaming into combat at
Mach 9, armed to the teeth. What have you got? A
rocketjock in his element.

Cocky to the extreme, rocketjocks know they‘re
the coolest humans in the universe. They can outfly,
outfight and outromance any three mere mortals,
and they’re the first to tell you so. Rocketjocks can fly
anything—from huge passenger liners to tiny
fighters—and do it better than anyone else could.

Piloting a rocket calls for fast reflexes and smart de-
cisions, and keeping up the image is also important.

A rocketjock must have above-average scores in Dex-

terity, Intelligence, and Charisma.

The perfect example of a rocketjock, of course, is
Buck Rogers. Some people in the solar system know
this already. Others have yet to learn.

Ability Score Requirements: Dex 13, Int 11, Cha
12

Eligible Races: Human, Delph, Desert Runner,
Spacer

Dice for Hit Points: 1d6 per level through 9th; +2
hit points per level at 10th and higher

Special Abilities

The rocketjock gets a + 10 bonus to all Skill Checks
involving piloting or driving.

For every even-numbered level attained, the rock-
etjock receives a +1 adjustment to Charisma (to a
maximum of 21) when dealing with someone of the
opposite sex and the same race.

Table 6: Rocketjock Levels and XP

Needed to Total

Experience rise from XP when
Level lower level attained
1 0 0

2 1,250 1,250

3 1,250 2,500

4 2,500 5,000

5 5,000 10,000

6 10,000 20,000

7 20,000 40,000

8 30,000 70,000

9 40,000 110,000

10 50,000 160,000
11 60,000 220,000
12 220,000 440,000
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The \X/arrior

“Actlons speak louder than words. Grenades
speak louder than actions.”
—An anonymous warrior

The ship-smashing and planet-busting weapons of
the 25th Century have added a new dimension to
combat, but most battles are still won or lost on a
man-to-man basis. There is still a need for soldiers,
and for men and women to lead those soldiers.
That's where the warrior comes in.

A warrior is a character who has devoted his life to
mastering the skills of combat. A warrior is more
than just a fighter; he is also a tactician, a strategist,
and a leader.

Because warriors are well trained and accustomed
to harsh fighting conditions, they can withstand
damage more easily than other career types. (\War-
riors are the only characters who use 1d10 for hit
points.)

Ability Score Requirements: Str 10, Dex 8, Con
10, Int 8

Eligible Races: All except Tinker and Stormrider

Dice for Hit Points: 1d10 per level through 9th;
+ 3 hit points per level at 10th and higher

Special Abilities

The warrior is formidable in combat even without
a weapon; he can attack twice per round with bare
fists and score 1d6 points of damage (plus his
Strength bonus, if any) on each hit.

For every even-numbered level he attains, a war-
rior receives a +1 ‘'specialization bonus’ for a
weapon of his choice, which is applied to attack rolls
and damage rolls whenever the warrior uses that
weapon. These bonuses can be applied to the same
weapon (to a maximum of +3), or they can be
spread out among various weapons.

A warrior with exceptional Constitution (17 or
higher) receives an improved Hit Point Bonus when-
ever he rolls a die for new hit points; see Table 3.

When a warrior reaches 8th level, he is both
skilled and famous enough to attract a following of
11-20 (1d10+10) like-minded soldiers or merce-
naries, known as the warrior’'s company. Members
of the company will follow the warrior’s orders as
long as they are treated fairly. They may be moti-
vated by a thirst for adventure, experience, money,
or even ideological beliefs. (The company does not
automatically show up as soon as the warrior
reaches 8th level, and may not appear at all. Details
are left up to the circumstances of your XXVc™ game
world and the decision of the referee.)
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Table 7: Warrior Levels and XP

Needed to Total
Experience rise from XP when
Level lower level attained
1 0] 0
2 2,000 2,000
3 2,000 4,000
4 4,000 8,000
5 8,000 16,000
6 16,000 32,000
7 32,000 64,000
8 61,000 125,000
9 125,000 250,000
10 250,000 500,000
11 250,000 750,000
12 250,000 1,000,000

The Scout

‘“\¥e dropped him off stark naked in the
middie of the desert. He walked out.”
—Overheard while swapping scout stories

In the wild lands of the solar system, a special kind
of adventurer has emerged. The scout has evolved
out of the activities of planetologists and explorers of
the early colonial age. A scout is tough, resourceful,
and has an amazing ability to live off the land—no
matter how alien that land is. He is the 25th-Century
equivalent of Daniel Boone, Kit Carson, and Admiral
Perry rolled into one package.

Scouts are always in the forefront of any coloniz-
ing effort or assault wave. Dropped onto a new
world, a scout will soon identify and deal with any
possible dangers. Scouts are also skilled planetolo-
gists, and can often deduce important information
about a region from a few clues. These abilities are
reflected in the scout’s Planetology and Planetary
Survival Skills.

Having to hunt for survival makes the scout skilled
in tracking in a wide variety of environments. Scouts
also specialize in moving silently through any terrain.

Often the first people to enter an unknown wil-
derness, scouts may encounter many types of dan-
gerous animals or unknown civilizations, requiring a
great deal of empathy with nonhuman viewpoints.
This reflects itself in the scout’s ability to befriend un-
known animals or strange humanoids.

Abllity Score Requirements: Con 8, Int 8, Wis 9,
Cha 8
Eligible Races: Human only

Dice for Hit Points: 1d8 per level through 9th; +2
hit points per level at 10th and higher

Special Abilities

For every experience level attained, a scout re-
ceives a +5 bonus to any Skill Checks related to his
career skills (+5 at 2nd level, +10 at 3rd, +15 at 4th,
etc.). Although other characters can learn to do the
things a scout does, it’s almost impossible for them to
be as skilled as a scout is in these areas.

Table 8: Scout Levels and XP

Needed to Total
Experience rise from XP when
Level lower level attained
1 (0] 0
2,250 2,250
3 2,250 4,500
4 4,500 9,000
5 9,000 18,000
6 18,000 36,000
7 39,000 75,000
8 75,000 150,000
9 150,000 300,000
10 300,000 600,000
11 300,000 900,000
12 600,000 1,500,000

The Engineer

““So then, the Port Inspector says, ‘This ship
isn’t fit to haul garbage.’ They had to hold me
back, or | woulda wrapped a wrench around his
head.”

—One engineer to another

An engineer isn't as cocky or flashy as a rocket-
jock, but he’s got at least as much pride and tough-
ness. It takes a special breed of character to hunker
down in the cramped confines of the power deck,
nursing those big atomic engines through the Aste-
roid Belt. You have to be tough enough to crawl| out
on the hull to patch a damaged fin in the middle of a
cosmic ray storm, then come on in and get the reac-
tor back on line in time for the pilot to make a soft
landing (definitely the best kind).

The most important attribute for an engineer is
Tech, followed closely by Constitution and Strength.
Most engineers also have above-average Intelli-
gence. \enusians, Mercurians, and Lowlanders
make good engineers because of their resistance to
extreme heat. A Desert Runner who leaves his natu-
ral habitat might start a career as an engineer be-




cause of his race’s high tolerance for radiation. The
career is also open to members of several other races.

Engineers are adept at squirming into tight places
to get at hard-to-repair parts. (For obvious reasons,
Tinkers are better at this aspect of engineering than
other characters.) They usually prefer the dim, red-lit
confines of a ship’s power deck, with its thundering
engines and hissing pumps.

Engineers love machines. They have great respect
for fine workmanship, and good tools are consid-
ered with near reverence. Although an engineer
may be grubby and bad-tempered and have plenty
of unpleasant personal habits, his rocket engines will
always be kept in the best condition possible and
clean enough to eat off (but don’t consider doing
that—he’s likely to wrap a wrench around your
head for tryingl).

Abllity Score Requirements: Str 10, Con 12, Int 8,
Tech 13 :

Eligible Races: Human, Tinker, Lowlander, Desert
Runner

Dice for Hit Points: 1d8 per level through 9th; +2
hit points per level at 10th and higher

Special Abilities

Because he’s accustomed to handling the tools of
his trade, an engineer can always pick up a hand-
held implement (wrench, pry bar, etc.) and use it as a
weapon with a +2 bonus to his attack roll. A tool
used as a weapon causes 1d6 points of damage on a
successful hit, or perhaps more (referee’s judgment) if
the tool is especially large or heavy. Except in cases of
life or death, an engineer will not let another charac-
ter use his tools as weapons, and even if this is done,
other characters don’t get the attack bonus.

Table 9: Engineer Levels and XP

Needed to Total

Experience rise from XP when
Level lower level attained
1 0 0

2 1,250 1,250

3 1,250 2,500

4 2,500 5,000

5 5,000 10,000

6 10,000 20,000

7 20,000 40,000

8 30,000 70,000

9 40,000 110,000
10 50,000 160,000
11 60,000 220,000

12 220,000 440,000

The Rogue

The customer Is always right—as long | agree
with him.
—Favorite rogues’ slogan

Every society has a contingent of characters who
get by on wit, stealth, and behind-the-scenes power
rather than hard labor, loud talk, and visible clout. In
the 25th Century, these characters are called rogues,
and they are among the most colorful denizens of a
colorful age.

Some rogues are willing to work for the highest
bidder, disregarding considerations of good versus
evil. Rogues who become adventurers (player char-
acters) do have a definite sense of ethics and
morals—they target their dirty deeds against the
cause of evil. No matter what their motives, all
rogues have the same method of operation.

A rogue doesn’t always work in direct or obvious
ways. He isn't much for strong-arm tactics—his area
of expertise is usually as a cat burglar, information
broker or spy. Some rogues, such as Ardala Valmar
(see her NPC Profile Card), have created entire corpo-
rate empires through information trading.

Many rogues have entertainment skills, giving
them a cover for their true profession and enabling
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them to make a living between ““missions” by giving
performances. Especially among the culture-starved
satellites of the Outer Worlds, such skills are highly
prized.

Because so much of a rogue’s livelihood depends
on impressing, convincing, and fleecing other peo-
ple, a high Charisma score is essential. The require-
ment for Dexterity is equally high—without fast
reflexes and light fingers, a rogue just isn’t a rogue.

Ability Score Requirements: Dex 13, Int 8, Wis 9,
Cha 13

Eligible Races: Human only

Dice for Hit Points: 1dé per level through 9th; +2
hit points per level at 10th and higher

Special Abilities
Rogue characters get a + 10 bonus to Skill Checks
for any of their career skills (see the next chapter).

Table 10: Rogue Levels and XP

Needed to Total
Experience rise from XP when
Level lower level attained
1 0] 0]
1,250 1,250
3 1,250 2,500
4 2,500 5,000
5 5,000 10,000
6 10,000 20,000
7 20,000 40,000
8 30,000 70,000
9 40,000 110,000
10 50,000 160,000
11 60,000 220,000
12 220,000 440,000

The Medic

If it's not broken, don’t fix It.
—The Medics’ Code

When the warrior looks like a Swiss cheese, the
rocketjock’s spread himself and the cruiser all over
the desert, and the engineer’s glowing like a night
light, the medic has the job of getting them back to
normal. Until the next time.

Although much of 25th-Century medicine is
automated, the job of a medic still involves the
personal touch. This is especially true of an
adventurer (player character) who is a medic, since
much of his work occurs in places where the finest

of computers and machinery might not be
available.

A medic can engage in combat and (like most
people) has some skill in areas not related to his
profession. But whether he’s part of a group of
adventurers or spends all his time in the research
lab, a medic’s primary function is to heal and cure.
That takes Intelligence, and practically every medic
is well above average in this ability. Medics who are
members of an adventuring group also need high
Dexterity and Wisdom, for taking fast action and
making good decisions under fire.

The training of a medic is long and ongoing. Not
all of the skills of his craft are available to the
beginning medic; sometimes he must have a
minimum level of ability in a certain skill before he
can practice a more difficult one.

Abllity Score Requirements: Dex 12, Int 12, Wis
12

Eligible Races: Human, Tinker

Dice for Hit Points: 1dé per level through 9th;
+ 2 hit points per level at 10th and higher

Special Abilities

Theoretically, anyone can learn to fly a rocket
ship or fix an engine. But only a medic can learn the
skills directly related to his career—diagnosing,
healing, and curing.

A medic is the only type of player character who
can operate a drug fabricator or an autosurgery.
(See The Technology Book for descriptions of those
devices.)

Table 11: Medic Levels and XP

Needed to Total
Experience rise from XP when
Level lower level attained
1 0 0]
2 1,500 1,500
3 1,500 3,000
4 3,000 6,000
5 6,000 12,000
6 12,000 24,000
7 24,000 48,000
8 48,000 96,000
9 96,000 192,000
10 192,000 384,000
11 384,000 768,000
12 768,000 1,536,000




Changing Careers

“I'm sooooo confused!”’
—Leanna Pascal, rogue/medic

People don’t always do the same thing all their
lives. Sometimes they decide to start out on a new
career path. Any character in the XXVc™ game can
change careers, as long as his ability scores are high
enough to qualify for the career he wants to enter.

For instance, if your rocketjock character reaches
a high enough level to satisfy you and has the re-
quired scores in Dex, Int, Wis, and Cha, he can be-
gin a new career as a rogue. However, a character
can make a career change only when he is between
adventures. (Finish the current playing session,
which must also be the conclusion of your charac-
ter’s latest adventure. Make the change during “off
hours,” and start the next playing session with the
changed character.) Also, a player character can
only change careers once—there’s no going back,
and no such thing as a three-career character.

The character begins at 1st level in the new career
and gains experience as a 1st-level character, but re-
tains the hit points and THACO number he had at-
tained in his previous career. (More information
about THACO numbers can be found in the chapter
on Combat.) Experience points are not accumulated
from one career to the next.

The character immediately gains hit points when
he switches careers, rolling the type of die (1d6,
1d8, or 1d10) that pertains to the new career. He
continues to gain a random number of hit points at
each new experience level until he has rolled a total
of 9 dice for hit points, including the dice he rolled in
his previous career. After that, he gets the standard
increase (+2 or + 3) for the career he is in, just as if
he had attained 10th level in that career.

His THACO number remains the same during his
advancement in the new career, until he gets to a
level where the THACO for the new career is better
(lower) than his current THACO. After that, his
THACO number continues to change according to
the schedule for the new career.

A character’s career skills and other career-related
advantages are always based on his current occu-
pation, with previous advantages (such as Skill
Check bonuses) being lost as part of the change.
When a character chooses a new career, his old ca-
reer skills become general skills. These skills can still
be improved—except in the case of a character who
changes from a medic to something else. He gets to
keep his medic skills, at their current ratings, but
can’t improve them.

The process works much the same in reverse: Any
general skills that are career skills in the new career
are automatically converted into that category at
their current ratings. (They can now be improved
more quickly because of their status as career skills.)

In all other respects, the character is treated as if
he was just beginning his professional life at 1st
level.

For example, let’s look at Leanna Pascal, a charac-
ter who began as a medic because she thought that
was the right thing to do. After earning 6,000 expe-
rience points and reaching 4th level in that career,
she decides to follow her instincts instead and be-
come a rogue.

She gets to keep the 14 hit points she gained as a
medic. She uses the same type of die (1dé) for hit
points as a rogue, and immediately rolls for more hit
points to mark the beginning of her new career. She
uses 1dé6 for additional hit points through 5th level
as a rogue, at that point she will have rolled 9 dice
for hit points (4 as a medic, 5 as a rogue), and from
then on she gets a straight +2 addition to her hit
points for every new level she attains.

The THACO number for a 4th-level medic is 18.
Leanna gets to use that number throughout the
early stages of her new career, and it won’t change
until she reaches 7th level as a rogue.

Next, her medic skills are moved over to her gen-
eral skills list, and she acquires the career skills of the
rogue: Hide in Shadows, Move Silently, Fast Talk/
Convince, Pick Pocket, Open Lock, Bypass Elec-
tronic Security, Climb, and Notice. She already had
Fast Talk/Convince and Notice as general skills, so
she gets to transfer them into career skills and keep
the Skill Points she had spent on them.

Because she’s no longer a medic, she can’t im-
prove her medic skills, but she can continue to use
them at the ratings they currently have.

Leanna says goodbye to her 6,000 XP; she must
start over at O and gain all of her experience as a
rogue from now on. She can refer to herself simply
as a rogue or as a rogue/medic. (In a two-word ca-
reer description, the new career is always listed
first.)

Once a medic with a promising future, Leanna
Pascal is now a 1st-level rogue—but one who hap-
pens to have a bunch of hit points and several skills
that rogues aren’t supposed to know. No wonder
she’s a little confused to begin with . . . but she’ll get
used to her new career very soon.




Experience

Note: The remainder of this chapter is for the
referee’s eyes only. If you're a player, skip ahead
to page 46.

One of the most important tasks you’ll face as a
referee is the awarding of experience points to
player characters. You're in charge of determining
when a PC deserves experience points for his
actions, and also deciding how large that reward
should be.

In this section of the rule book, we’ll give you
some advice and some guidelines to get you started.
But be aware, right up front, that specific decisions
about XP awards are entirely up to you. Because no
two groups of PCs, and no two adventures, are
ever the same, it's impossible for us to say exactly
how many XP you should hand out in a certain situ-
ation.

If you're a little apprehensive after reading that
last paragraph . . . well, don’t be. You'll see that the
general ideas are pretty easy to grasp, and once
you’ve gotten a handle on how the process works,
you'll have little trouble making decisions that are
right for you and your group of players.

Success

That's the key word in any decision about experi-
ence points. Think in terms of what the PCs suc-
ceeded in doing during an adventure or some part
of an adventure, and you’ve automatically identi-
fied the actions that might be deserving of XP
awards.

Being victorious in combat is one obvious form of
success. Whenever the PCs defeat an opponentor a
group of bad guys, they should receive experience
points.

Performing some task that’s critical to the comple-
tion of the mission is also a form of success. This may
involve decoding a secret message, winning a race
from Mars to Luna, repairing a damaged radio and
using it to call for help, or doing one of a multitude
of other things, depending on the adventure you're
running and what the PCs need to do in order to
succeed and survive.

Success can also be defined in smaller ways—
making a good decision, impressing or befriending
a non-player character, using imagination instead of
brute force to solve a problem. Running away from
a heavily armed squad of RAM troopers won'’t get
the PCs any experience points for victory in combat,

but you might want to give them some credit for
having the sense not to bite off more than they can
chew.

Don’t be too liberal in your definition of success.
If the PCs are walking down one side of the street
and a squad of RAM troopers is moving past them
on the other side of the street, the characters don't
deserve an XP award for avoiding combat with the
troopers. But if those soldiers draw their weapons
and order the PCs to stop for “inspection,” it’s a dif-
ferent story. Now the characters have a decision to
make, and if they make the right one, they deserve
credit for doing so.

From that example, you can see that the defini-
tion of success is closely tied to challenges and deci-
sions. Characters can only achieve success (in terms
of XP awards) when they also have a chance of fail-
ing. Meeting a challenge, overcoming an obstacle,
choosing from a variety of options—all of these
things require active decisions and specific actions
on the part of the PCs.

Another example: Deciding what to have for din-
ner is no big deal when you're choosing from a
menu in a restaurant. But let’s make the decision
into a challenge—you’re lost in the wilderness,
nearly starved, and your menu consists of two
clumps of plants. You know that one of the plants is
poisonous . . . but which one? By making a Plane-
tary Survival Skill Check, you can identify the plant
that's safe to eat—and if you succeed, you earn ex-
perience points for being equal to the challenge.

Advancement

A player character needs to earn experience
points in order to advance to a higher level in his
chosen career. While experience points are nice to
get, a character’s experience level is what it’s all
about. Players will be eager to have their characters
rise in level so that they can have improved skills
and be more formidable in combat. They’ll want to
earn experience points frequently, and they’ll want
the rewards to be sizable so that it doesn’t take too
long to get from one level to the next.

It’s only natural for players to be concerned about
how fast their characters improve. But they should
understand that, as the referee, you have a great
deal of control over how quickly PCs advance in
levels. In addition, there are a couple of “‘control
mechanisms’’ built right into the rules. To be sure
that your players don’t get any fundamentally
wrong ideas about level advancement, make sure
that they understand these two facts:




1. Characters can only advance in levels during
the time between adventures.

2. A character can only advance one level at a
time, regardless of how many experience points he
has earned in the adventure that was just con-
cluded.

If you follow those two rules, plus the advice
given above on when to award experience points,
then the control you have over level advancement
is a matter of how much of an award you give for
each action that deserves one.

Take a look back at the XP tables for the various
careers described earlier in this chapter. Sometimes
the numbers differ from one table to another, but all
of the tables have one basic feature in common: It’s
a lot easier (in raw numbers of XP needed) for a
low-level character to advance than it is for a high-
level character.

That's the first clue about how your reward sys-
tem should work. As a character rises in level, he be-
comes capable of overcoming stronger opponents
and meeting tougher challenges. When he suc-
ceeds, he should receive a larger XP award to reflect
that difference in strength. Actually, the system is
pretty similar to the way careers and wages work in
the real world: When you start out, you have a lot
to learn, and you aren’t expected to do things that
are beyond your ability. You get paid for what you
do—not much at first, but as you get better at your
Job, your salary goes up. Now you're doing things
that are more important—tasks that you weren't
even capable of earlier in your career. The higher
you rise in your profession, the longer the distance
to that next salary bracket (level), but you're also
making a lot more money (XP) than you used to
make, so the climb isn’t as long as it would be other-
wise.

To the framework of the career XP tables, add
these two rules of thumb:

1) A group of player characters should not
go through more than five or six consecutive
playing sessions without at least one PC at-
taining a new level.

2) After about 45 or 50 playing sessions, at
least one member of the PC group should be a
9th-level character, but no character should be
higher than 9th level.

What's a playing session? It can be a single ad-
venture, played from start to finish in one sitting.
More often, a playing session covers just part of an
adventure—a few chapters out of a larger story.
This is especially true of long and complex adven-
tures designed to test higher-level PCs; it may be im-

possible for you and the players to spend hour after
hour getting through the whole thing. It’s safe to
say that almost all playing sessions will last at least
two hours; even a simple and straightforward ad-
venture can easily take that long.

Rule of thumb number 1 is designed to keep you
from being hesitant about advancing your PCs. If
you don’t hand out experience points liberally
enough to keep things moving, level-wise, your
players may think you're being stingy and they
won'’t enjoy the game as much as they would if
your rewards were more generous.

Rule number 2 covers the other extreme, keeping
you from moving characters up the ladder too
quickly. If you're too generous with XP awards, ex-
perience points will lose a lot of their value and
players may become bored because they think the
game isn’t challenging enough. Worse yet, you’ll be
obliged to keep creating stronger and stronger op-
ponents that have a chance of standing up to the
super-powerful PCs you’ve helped to create. If the
player characters keep surviving and succeeding,
there will come a time when the only thing left for
them to do is have a showdown with the baddest
bad guy in the solar system. But if that day arrives
after only a handful of playing sessions, then what
are you (and those characters) going to do for an
encore?

Especially if your players are newcomers to the
game, it’s not a bad idea to move their characters
through the lower levels fairly quickly. You can try
setting things up so that—assuming they succeed in
what they’re supposed to do—some or all of the
PCs will get from 1st to 2nd level in only a couple of
playing sessions. It's encouraging to new players,
and gives a sense of security even to experienced
players, for them to get some immediate and defi-
nite benefits from the hard thinking and hard fight-
ing their characters are doing—as long as they
understand that gaining levels isn’t always going to
be as easy as it starts out to be.

The Numbers

Like it says at the start of this section, we can’t tell
you exactly what to do in any particular situation
when it might be appropriate for you to award ex-
perience points. But here are some general guide-
lines.

Overall Success
Achieving the ultimate goal of a mission ... 1,000
Achieving a major subgoal . ............. 750




When all is said and done, each PC in a group of
adventurers usually deserves some overall credit for
succeeding at what the group was supposed to do—
possibly in addition to any awards the individuals re-
ceived along the way. The figures given above are
the roughest approximations of any of the numbers
in this section—possibly too high for 1st-level charac-
ters (many of whom could jump almost to 2nd level
on this reward alone) and almost certainly too low
for characters who have attained high levels (8th
and above) and are taking on missions of great diffi-
culty and great significance by that time.

If you don’t want low-level characters to ad-
vance by leaps and bounds, give them only an over-
all award for success in an adventure or a major
part of an adventure and make the size of that
award exactly what you want it to be. As the PCs
rise in experience and need a lot more points to get
from one level to the next, you can start rewarding
them for specific actions (see the rest of this list), and
give them an overall award as well if you so desire.

Use of Skills

Succeeding at an Impossible Skill Check .. .. 500
Succeeding at a Difficult Skill Check . . ... .. 300
Succeeding at an Average Skill Check. . . . .. 100
Succeeding at an Easy Skill Check. .. ...... 25

The numbers for these rewards are geared to-
ward lower-level characters, whose skills aren’t too
well developed yet. As a character rises in level and
gets better at many of his chosen skills, you may de-
cide to eliminate rewards for Easy and Average
checks that are related to skills in which the charac-
ter has a high rating. And in general, whenever a
character has a better than 50% chance of succeed-
ing at a Skill Check, you should think twice about
handing out large amounts of experience points for
such an action.

Using a skill in an unusualway .......... 200
Using a skill in auniqueway ............ 350

If a player is inventive enough to use one of his
character’s skills in an unusual way (something you
didn’t expect him to try), the character deserves an
XP award whether or not his Skill Check is success-
ful. (Add this award to whatever you give out for
succeeding at the check, or give this award anyway
even if the check fails.)

Wise Choices
Correct decision in a crucial situation . . . . .. 350
Correct decision in an important situation .. 150

These numbers are pretty closely related to the

Skill Check numbers given above, which means
they’re also geared to lower-level characters. (In
general, we’re assuming that making the right
choice in a crucial situation is a little tougher to do
than succeeding at a Difficult Skill Check.)

To the Victor. ..

Of course, characters. also get experience points
for success in combat—and in this case, the awards
are specific. The numbers on Table 12 (below) are
constants that apply no matter what the level of the
victorious character is. For instance, if a PC defeats a
3rd-level NPC (or a creature that has 3 Hit Dice), the
player character earns 75 XP. If the odds were
against the PC and he managed to succeed partly
because he used a skill or made a wise decision, he
may qualify for an additional award.

Using these specific numbers helps to ensure that
high-level characters don’t get a lot of experience
points simply by beating up on less powerful oppo-
nents. A 10th-level character who takes aim on a
1st-level NPC and wins the battle with one shot
gets a grand total of 15 XP. At that rate, if that’s all
he does, it will be a long time before that character
sees 11th level.

Table 12: XP Awards for Combat

Level 1 ........ 15 Level 7 ....... 450
Level2........ 40 Level8....... 625
Level 3 ........ 75 Level9....... 850
‘Level4........ 125 Level 10 ..... 1,150
Level5........ 200 Level 11 ..... 1,500
Level6........ 300 Level 12 ..... 2,000

Winning in ship-vs.-ship combat

Base award Opp. Tonnage X 20
Plus (Opp. Speed —Speed) X 100
Plus (Opp. Tonnage —Tonnage) X 2
Plus (Opp. Wpns—=Wpns) X 200
Plus Individual combat awards
(optional) (as above)
Minimum
award Opp. Tonnage % 10

These calculations can be a little complex, be-
cause there are so many variables involved in ship-
vs.-ship combat. Basically, the system works this
way: If the PCs are fighting from a slower ship, they
get more credit for defeating the faster one. If
they’re on a larger ship, they get less credit for beat-
ing a smaller one. If their ship is more heavily armed
than the enemy ship, they get fewer points than
they would if the ships were evenly matched or if
the enemy had more weapons.




In addition to the XP awards that are related di-
rectly to the differences between the two ships, you
may choose to add individual combat awards from
the table preceding the one above, especially if the
enemy ship was manned by pilots and gunners
who were of higher level than the PCs.

In the above table, “Opp. Speed’” and “'Opp. Ton-
nage’” are the figures for the enemy ship; ‘‘Speed”
and ““Tonnage” are the figures for the ship the
player characters are fighting from. “Opp. Wpns"’
and “Wpns'’ are the number of weapons each ship
has, regardless of what types of weapons they are
or how much damage they do.

If the ship that wins the combat is a great deal
larger than the opposing ship, the total of the above
calculations will be a very low number (usually less
than zero). In such a case, the crew members of the
winning ship receive only the minimum XP award
of the opponent’s Tonnage X 10 and do notreceive
any bonus awards for individual combat.

Here are three examples to illustrate how the
arithmetic works (see the Ship Data Cards in the
XXVc™ game box for numbers and details):

Joe the rocketjock, at the controls of a NEO Star-
fire fighter, blasts a Krait fighter to smithereens.
Joe’s XP award is figured as follows:

Krait’s Tonnage (10) X 20 200
Difference in Speed (+2) X 100 +200
Difference in Tonnage (—5) X 2 - 10
Difference in Wpns (0) X 200 0

Total award 390

A group of PCs, aboard a scout cruiser similar to
the Rogue, manage to disable and then destroy a
medium cruiser similar to the Maximus Argyre:

Medium cruiser’s Tonnage (150) x 20 3,000
Difference in Speed (—2) X 100 =200
Difference in Tonnage (+120) X 2 +240
Difference in Wpns (+8) X 200 +1,600

Total award 4,640

Table 13: XP Awards for Ship-vs.-Ship Combat

A heavy cruiser similar to the Chryse happens to
encounter a Krait fighter. Before you can say ‘‘Battle
Stations,” the cruiser opens fire and the combat is
over. Because the fight was such a mismatch, the
crew of the heavy cruiser receives only the mini-
mum award for victory against the fighter:

Krait’s Tonnage (10) X 20 200
Difference in Speed (+6) X 100 +600
Difference in Tonnage (—490) x 2 -980
Difference in Wpns (—19) X 200 - 3,800
Total —-3,980
Minimum award (Krait’s
Tonnage X 10) 100

As you can see from the last example, it almost
doesn’t pay for a big ship to take on a little one, at
least not from the standpoint of earning XP. The sit-
uation is the same as for a high-level character who
engages low-level characters in individual combat:
If the crew of a heavy cruiser does nothing but zip
around the solar system beating up on fighters,
those characters are going to climb up the
experience-point ladder at a very slow rate.

To get you started and to keep you from having to
make all the possible calculations, Table 13 provides
the XP awards (not including individual combat
awards) for head-to-head combat involving eight of
the different ship types listed on the Ship Data
Cards. You'll see that some of the point totals are
awfully high—but in most cases those are awards
you’ll never have to worry about making. (After all,
how likely is it for a single Starfire fighter to defeat a
battler?) The numbers on the high end of the table
are provided mainly for comparison purposes, to
give you an idea of just how tough it is for a small
ship to win against a big one.

\Winning Ship Krait  Starfire Scout
Krait fighter 200 *150 540
Starfire fighter 390 300 730
Scout cruiser (Rogue) 260 170 600
Med. cruiser (Argyre) *100 *150 *300
Transport *100 *150 360
Hvy. cruiser (Chryse) *100 *150 *300
Space Liner *100 *150 *300
Battler (Tharsis) *100 *150 *300

* = Minimum award

Losing Ship

Med.Cr. Trans. Hvy.Cr. Liner Battler
4,580 6,180 14,180 11,880 157,180
4,770 6,370 14,370 12,070 157,370
4,640 6,240 14,240 11,940 157,240
3,000 4,600 12,600 10,300 155,600
4,400 6,000 14,000 11,700 157,000
*1,500 *3,000 10,000 7,700 153,000
3,700 5300 13,300 11,000 156,300
*1,500 *3,000 *5,000 *5,500 100,000




Group Awards

It’s usually obvious when an individual PC de-
serves an XP award of his very own—it was he
who succeeded at the Skill Check or made the wise
decision. At other times, it's equally obvious when
success was the result of group activity and team-
work. When the whole group deserves a reward
(such as when they attain the goal of an adventure
or a major mission within the adventure), all you
have to do is give each PC a certain amount of expe-
rience points. Often, this amount will be the same
across the board; sometimes, depending on circum-
stances, you might have a reason for giving more
points to some characters than to others.

As a general rule, whenever the PCs are acting as
a group, each of them deserves some portion of a
group reward—even if they don’t all do the same
things on the way to attaining a particular goal.
One common example of this situation is ship-vs.-
ship combat: Even if not every player character in
the crew was piloting the ship or manning a
weapon, each PC in a well-coordinated group prob-
ably had a role in bringing about the victory. When
the battle is over, figure out the XP award that the
group deserves for defeating the enemy ship and
then divide those points up among the characters—
either evenly, or on a sliding scale according to how
well you think each PC performed.

Extra Credit

The advice we’ve presented earlier in this section
will cover a lot of your needs when you have to de-
cide when an individual or a group deserves experi-
ence points and how much of an award to
make—but that’s not all there is to the system. You
also have to allow for rewards for achievement and
performance that can’t be neatly slipped into a par-
ticular category.

Most of the time, “extra credit” awards have
something to do with teamwork, cooperation, and
good role-playing. (These concepts are fundamen-
tal to enjoyment of the game, but because they're
not precise quantities, it’s difficult to attach constant
point values to them.) When an adventure or a part
of an adventure comes to a close, ask yourself the
following questions about the player characters
and the players:

Did they work together in their attempt to suc-
ceed?

Did the characters help each other in times of
danger, risking harm to themselves or making sacri-

fices in order to do so?

Did the players ‘‘stay within” their characters,
making an honest attempt to role-play according to
the abilities and personalities of those characters?

If you can answer ““yes” to any of those ques-
tions, then some or all of the characters are proba-
bly entitled to an extra credit award. If you do give
out extra points, we recommend that you limit the
reward (per character) to no more than 10% of
what you determined the award for overall success
would be.

And one more important point: When you give
out extra credit, be sure to let the players know
you're doing it—and why their characters are get-
ting the bonus. This is an effective way to encour-
age the players to keep doing these Good Things in
the future.

The Proper Order

There’s no denying that experience points and
experience levels are an important aspect of the
XXVc™ game. Although it’s not possible to ““win” a
role-playing game the same way that someone can
win a game of checkers or chess, there is a need for
a way to gauge the success of the players, and
that’s the need that is filled by the experience-point
system.

However, you have to be careful not to let the
quest for experience points obscure the real point of
the game—which is, simply, to have fun. If you give
your players excitement and enjoyment through
the adventures you run and the way in which you
run them, experience points and levels will not be
their principal motivation for getting together to
play the game—and that’s as it should be. Excite-
ment and enjoyment are not related to the levels of
the PCs in the player group; they're related to the
challenges that players and their characters face as
they go on adventures in the world of the 25th Cen-
tury.

As long as both you and your players keep things
in their proper order—fun ahead of “winning"'—
every one of you will get the most possible out of
the XXVc™ game.




Skills

‘“\Wow. Sure made a big crater when he hit.”
‘“Yeah. Slow learning curve. . ..”
—Two would-be rocketjocks,
viewing a training film

While your character’s attribute scores can give
you an idea of his general capabilities, they won’t
give you a good idea of the specific abilities that
come from training. The only way to cover that is
through skills—abilities that your character has taken
the time to learn specifically; to practice and study
until he can do them better than the average guy
hanging around the spaceport.

Why do you need skills? Skills come into play
whenever your character is trying to do something
that requires a certain amount of expertise to accom-
plish.

In other words, what we call attempting a Skill
Check.

Skill Checks

Any time a character wants to do something out
of the ordinary, he will need to attempt a Skill Check
for that particular task by rolling a percentage (2d10,
designating one die as the tens digit and the other as
the ones digit, with “00” representing a result of
100). The player attempting the Skill Check must roll
lower than his character’s skill rating in the particular
task in order to succeed.

Automatic Success/Failure: A roll of 01-05 will al-
ways succeed on a Skill Check—as long as the char-
acter has at least 1 point in the specific skill. Likewise,
a roll of 96-00 will always be an automatic failure,
no matter how many points the character has in the
skill.

Modifying Skill Checks

“Hmmm,” you think to yourself. *But not all tasks
are equally easy.” Right. Skill Checks are modified by
how tough the achievement is to accomplish. For ex-
ample, it’s pretty simple to change a light bulb. But
try changing a light bulb on top of a greased pole in
the middle of a thunderstorm while a gang of troop-
ers takes potshots at you with lasers! Just got a lot
harder, didn't it?

The chance of succeeding at a Skill Check is modi-
fied by increasing or reducing the required dice roll

for the attempted task (round all decimal values
down):

Easy: Skill rating X 2

Average: Normal skill rating

Difficult: Skill rating X /2

Impossible: Skill rating X /a

For example, with a 95 rating in the Pilot Rocket
skill, it’s no problem for an ace to land his cruiser on
Venus (an Average task, requiring a dice roll of 01—
94). But add an acid storm with 400 mph winds, and
the task moves up to Difficult. The ace now has a skill
rating of 47 (rounded down) and needs a roll of 01-
46 to land safely. Throw in a RAM fighter squadron
or some previous hull damage, and the task is now
Impossible. The ace has a rating of 23 and must roll
01-22 to succeed.

Rating the difficulty of the task is, of course, the re-
sponsibility of the referee. (Once a character has ac-
complished a Difficult or Impossible task, it may—at
the discretion of the referee—be easier for him to do
the same thing a second time.)

Skill Points

Skill points are the ““cash” that a character spends
on building up his skills. Beginning at 1st level, and
every time thereafter that the character advances a
level, he automatically receives a certain amount of
skill points with which to buy new skills or increase
old ones.

Exactly what do you buy with those skill points?
That's where career skills and general skills come in.

Career Skills

These are groups of specific skills that are directly
related to a character’s occupation. There are eight
career skills for each career, as listed on Table 14.

Career Skill Points

You improve your character’s career skills by
spending career skill points, dividing those points be-
tween your eight career skills in any way you want
(subject to the limitation described below). A begin-
ning character gets 40 career skill points, and every
time he advances in experience level he receives 40
more.

You don’t have to allocate points to every career
skill, but you can’t put more than 15 points into any
single career skill at one time. It is possible for a career
skill rating to exceed 100 (and you may want to
“load up” on certain skills, to improve your chances
of succeeding at a Difficult or Impossible Check).




Table 14: Career Skills Lists

Rocketjock

Drive Jetcar

Drive Groundcar
Maneuver in Zero G
Notice

Pilot Fixed Wing
Pilot Rocket

Pilot Rotorwing Craft
Use Rocket Belt

Medic

Diagnose

Life Suspension Tech
Treat Critical Wounds
Treat Disease

Treat Light Wounds
Treat Poisoning

Treat Serious Wounds
Treat Stun/Paralysis

\Warrior

Battle Tactics
Demolitions
Leadership
Maneuver in Zero G
Move Silently
Notice

Repair Weapon

Use Rocket Belt

Special Abilities

Engineer

Jury Rig

Maneuver in Zero G
Notice

Repair Electrical
Repair Life Support
Repair Mechanical
Repair Nuclear Engine
Repair Rocket Hull

Rogue

Bypass Security
Climb

Fast Talk/Convince
Hide in Shadows
Move Silently
Notice

Open Lock

Pick Pocket

Scout

Animal Riding
Befriend Animal
Climb

Move Silently
Notice

Planetary Survival
Planetology
Tracking

As described in the chapter on Careers, certain
types of characters get special benefits when at-
tempting Skill Checks related to some or all of their
career sKills.

If your character is a rocketjock, now’s the time to
remember that he receives an automatic + 10 bonus
to any Skill Check involving piloting or driving. That
includes Drive Groundcar, Drive Jetcar, Pilot Fixed
Wing, Pilot Rocket, Pilot Rotorwing Craft, and Use
Rocket Belt.

If he’s a scout, keep in mind that he receives a +5
bonus to any Skill Checks related to his career skills
for every experience level he attains ( +5 at 2nd level,
+10 at 3rd, +15 at 4th, etc.).

And, if he’s a rogue, he receives a +10 bonus to
Skill Checks for any of his career skills.

For a rocketjock or a rogue, simply start the charac-
ter with an automatic rating of 10 in any career skill
where he gets a bonus. Then take your first 40 career
skill points and dole them out. For a scout, remember
to add 5 to all of his career skill ratings every time the
character advances a level.

Starting Career Skills

As an example of how to allocate career skill
points, we’ll use Flint the rocketjock. At the begin-
ning of his career, he decides to concentrate on the
Pilot Rocket skill and to ignore (for the time being)
Maneuver in Zero G. As a I st-level character, he ends
up with the following career skill ratings:

Points Total
Career Skill Used Bonus Rating
Drive Jetcar 2 10 12
Drive Groundcar 3 10 13
Maneuver in Zero G 0} 0} 0
Notice 10 0 10
Pilot Fixed Wing 2 10 12
Pilot Rocket 15 10 25
Pilot Rotorwing Craft 3 10 13
Use Rocket Belt 5 10 15
Points spent 40

General Skills

General skills are learned through outside interests
not directly related to the character’s occupation; they
may be hobbies, skills from extra jobs, or abilities
picked up from knocking around the solar system.

A beginning character gets 20 general skill points,
and the character receives 20 more every time he
advances a level. These points can be put into any
skill that is not a career skill for that character, with
one major exception: A character cannot take any
medic skills as general skills.

As with career skills, no more than 15 points can be
put into any general skill at one time. A beginning
character must select (and put points into) anywhere
from four to six general skills. Every time the character
advances a level, he can add one general skill to his
list. A general skill rating may not exceed 80.

Starting General Skills

Let’s go back to Flint the rocketjock as he decides
what general skills he will have at the start of his ad-
venturing career. Going for versatility, he makes the
following selections and point allocations:

General Skill Points Used
Astronomy
First Aid
General Knowledge
History
Leadership
Repair Nuclear Engine
Points spent 2
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Skill Ratings

How good your character is at a particular skill is
represented by his rating in that skill. A skill rating is
composed of two parts: the points that a character
has allocated to the skill (which we’ve covered
above), plus an added benefit that we call the attrib-
ute bonus.

The Attribute Bonus

Not all characters are created equal. Every charac-
ter has a set of attribute scores that are different from
every other character’s, and every skill is directly re-
lated to one of five attributes: Dexterity, Intelligence,
Tech, Wisdom, or Charisma. (The related attribute for
each skill is listed in the skill descriptions that are pre-
sented later in this chapter.)

For instance, since the Pilot Rocket skill is related to
Dexterity, a rocketjock with a high Dexterity score
will obviously have an advantage over a pilot of
equal skill but with a lower Dexterity. This advantage
is called the attribute bonus, and it works like this:

Whenever a character attempts a Skill Check, his
chance of success is increased by the amount of his
score in that skill’s related attribute. In our example
above, let’s assume that Flint the rocketjock has a
Dexterity score of 17. That means that he gets to add
that number to his skill rating whenever he tries to
use a skill that is related to Dexterity. The addition is
made before the skill rating is increased or reduced to
reflect the difficulty of the task.

For example, Flint’s highest level of skill is in Pilot
Rocket. To his base rating of 25, he adds his 17 Dex-
terity for an overall skill rating of 42. After making
the adjustments for Skill Checks of varying difficuity,
he knows that his chances of success are as follows:

Roll
Adjusted Needed
Type of Check Rating for Success
Easy (X 2) 84 01-83
Average (X 1) 42 01-41
Difficult (X '/2) 21 01-20
Impossible (X '/a) 10 01-09

The attribute bonus has another special use for
player characters. When a character wants to do
something related to a certain skill but doesn’t have
any points in that skill, he can still attempt a Skill
Check using only his attribute bonus as a skill rating.
This is known as “‘winging it,” and is one of the abili-
ties that separates player character adventurers from
run-of-the-mill citizens.

As a 1st-level character, Flint has no points in one

of his career skills (Maneuver in Zero G, which is a
Dexterity skill), but he can still attempt a Skill Check
related to that skill by using only his attribute bonus:

Roll
Attribute Needed
Type of Check Bonus for Success
Easy (X 2) 34 01-33
Average (X 1) 17 01-16
Difficult (X '/2) 8 01-07
Impossible (X /a) 4 01-03

Note that Flint does not benefit from the “auto-
matic success’ rule (as stated earlier) on an Impossible
Check, because he has not spent any points on his
Maneuver in Zero G skill.

He can also try to “wing it” in any other skill—Fast
Talk/Convince, Swimming, Mathematics, or a host of
others—in which he has no points. The only excep-
tion, again, is for medic skills, which can only be at-
tempted by a character who has chosen that career.

Abllity Checks

Earlier in these rules, we introduced the concept of
ability checks—using one of a character’s attribute
scores against a roll of 1d20 to determine whether he
succeeds at something he tries to do that’s related to
one of his basic abilities. An ability check is not made
the same way as a Skill Check, and it’s important for
the referee and the players to understand the differ-
ence.

When a character tries to do something that is re-
lated to a skill, he makes the attempt as a Skill Check.
When he attempts a feat that does not directly relate
to a skill, it's an ability check.

For an illustration of the difference, refer back to
the earlier example of a character making a Dexterity
check to see if he catches a wrench that’s tossed to
him. Since there is no skill that relates directly to a
character’s ability to make the catch, his success is de-
termined by an ability check. On the other hand, if a
character is riding a horse and sees a barrier looming
in front of him, his success at getting the animal to
jump the barrier (or to stop before colliding with it, if
it can’t be jumped) is determined by a Skill Check for
Animal Riding. His Dexterity may help him to suc-
ceed, but his overall level of skill is what matters
most.

Another example: Flint is scurrying around in the
back alleys of Ceres Spaceport, a place he’s pretty fa-
miliar with, trying to avoid a group of thugs who are
trying to capture him. He might be able to escape if
he leaps into a trash container that he knows is just
around the next corner. (A Wisdom check will deter-
mine whether his choice was a good one or not.)
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However, if the action is taking place in a location
that Flint isn’t very familiar with, he’ll need to make a
Notice Skill Check to see if he realizes (as he runs to-
ward it) that the trash bin is there.

Most of the time, it will be easy for the referee to
decide which kind of check is appropriate. In a case
where it’s tough to figure out which kind of check
applies, a Skill Check always takes precedence over
an ability check.

Skill Descriptions

The skills listed in the rest of this chapter are those
commonly known to player characters living in the
universe of the 25th Century. They are grouped on
Table 15 according to their related attributes—except
for medic skills, which are listed separately because
of their special nature. (All medic skills are related to
the medic’s Tech attribute.)

Prerequisites

Several skills are described as having prerequisites;
in other words, a character must have a certain mini-
mum rating (not including his attribute bonus) in
some other skill or skills before he can spend any
points on the skill in question. Some of the medic
skills are good examples of this rule: For instance, a
medic cannot put any points into Treat Serious
Wounds until he has allocated at least 30 points to
Treat Light Wounds.

Also, it is not possible for a character to “wing it”
in a skill that has prerequisites until the character has
fulfilled that requirement. A medic with at least 30
points in Treat Light Wounds could use his attribute
bonus (his Tech score) to make a Treat Serious
Wounds attempt, even if he has no points in the lat-
ter skill. But if he has less than 30 points in Treat Light
Wounds, then he can’t try to Treat Serious Wounds
at all (or if he does try, the attempt will automatically
fail).

Table 15: Overall Skill List

Dexterity Skills
Acrobatics
Animal Riding
Climb
Drive Groundcar
Drive Heavy
Ground Venhicle
Drive Jetcar
Drive Motorcycle
Hide in Shadows
Maneuver in Zero G

Tech Skills

Bypass Security
Commo Operation
Cook

Demolitions

First Aid

Jury Rig

Open Lock

Repair Computer

Medic Skills
Diagnose

Life Suspension Tech
Treat Critical Wounds
Treat Disease

Intelligence Skills
Astrogation
Astronomy

Battle Tactics
Biology

Botany

Chemistry
Composition
Cryptography
Design Engineering
Disguise

Economics

General Knowledge
Geology

History

Charisma Skills
Act

Animal Training
Befriend Animal
Distract
Etiquette

Wisdom Skills
Notice

Planetary Survival
Read Lips

Move Silently

Paint/Draw

Pick Pocket

Pilot Fixed Wing Craft

Pilot Rocket

Pilot Rotorwing Craft 2
Pilot Ship/Sumbersible A7
Play Instrument ke

Swimming

Use Rocket Belt

Repair Electrical
Repair Life Support
Repair Mechanical
Repair Nuclear Engine
Repair Rocket Hull
Repair Weapon
Sensor Operation

Treat Light Wounds
Treat Poisoning

Treat Serious Wounds
Treat Stun/Paralysis

Law

Library Search

Literature

Mathematics

Memorize :
Metallurgy -
Mimic

Navigation

Physics

Planetology

Programming

Ship Lore

Speak/Read Language

Fast Talk/Convince
Hypnosis
Intimidate
Leadership

Sing

Shadowing
Tracking o




Dexterity Skills

Acrobatics
The skill necessary for performing balancing, jug-
gling, and other unusual feats of physical dexterity.

Animal Riding

The skill of controlling an animal that is large
enough and strong enough to be ridden by a mem-
ber of a player character race and has been specifi-
cally trained to carry a rider. The list of animals
includes—but is certainly not limited to—horses, ele-
phants, camels, bulls, and varieties of those species
that have been gene-engineered for use on certain
planets. A character encountering an unfamiliar type
of riding animal for the first time must make all Skill
Checks (mounting, getting the animal to go in a cer-
tain direction, etc.) as either Difficult or Impossible for
the first hour of riding.

Career skill for scouts.

Climb

The skill of climbing walls, mountains, or other ver-
tical surfaces without falling, and without the aid of
ropes or other equipment. The steepness and slipper-
iness of the surface is taken into account by the diffi-
culty that the referee assigns to the task: Ascending
the outside of a gently sloping dome with lots of
handholds and footholds is probably Easy (requiring
only a single Skill Check for success), while getting to
the top of a tall building with a smooth outer surface
may be Impossible (and may require a new Skill
Check for every round of movement). A character’s
rate of movement while climbing is one-fourth of his
normal Movement Rate, adjusted up or down ac-
cording to the difficulty of the task.

Career skill for rogues and scouts.

Drive Groundcar

This skill allows the character to drive any type of
small, wheeled ground vehicle.

Career skill for rocketjocks.

Drive Heavy Ground Vehicle
The required skill for driving tanks, heavy trucks,
tractors, and other large ground vehicles.

Drive Jetcar

This skill allows the character to drive any type of
small vehicle using jet propulsion for movement. (For
a description of the jetcar and its capabilities, see The
Technology Book.)

Career skill for rocketjocks.

Drive Motorcycle
A character with this skill may drive any type of
powered two-wheeled or three-wheeled vehicle.

Hide in Shadows

The ability to use cover, shadows, and darkness to
avoid detection. Succeeding at a Skill Check means
that the character is effectively invisible (cannot be
hit in combat, cannot be seen, etc.) for as long as he
remains hidden. As soon as he takes some tangible
action (attacking, moving, calling out to an ally), the
benefit of being hidden is negated.

Career skill for rogues.

Maneuver in Zero G

Characters with this skill are adept at moving in a
zero-gravity environment, using handholds and
body movements to steer themselves. A character
without this skill, or one who fails a Skill Check, in a
combat siauation receives a penalty to his Armor
Class, which makes him more likely to be hit by an
opponent’s attack (see the chapter on Combat for de-
tails).

Career skill for rocketjocks, warriors, and engi-
neers.

Move Silently

The skill of silent movement through brush, gravel
and other types of terrain in which it is difficult to
move from place to place without making noise. Skill
Checks must be made every round (one minute) for
as long as the character continues to move. Succeed-
ing at these checks has the same effect as succeeding
at Hide in Shadows (see above); failing a check
means that others in the area will be aware of the
character’s location.

Career skill for warriors, rogues, and scouts.

Paint/Draw

A character with this skill is proficient in using
paints, charcoals, or other artistic media to produce
pleasing, recognizable artwork. A useful skill for
rogues, who often conceal the true nature of their
occupation by posing as creative artists (and may ac-
tually be good enough at this skill to earn a living at it
even if that was all they did).

Pick Pocket

This skill is used to take small items from other peo-
ple’s pockets, clothing, purses, or other personal lo-
cations. If the would-be victim is guarding against the
possibility of having his pocket picked, a successful
Notice Skill Check (see below) will cause the attempt
to fail.

Career skill for rogues.




Pilot Fixed Wing Craft

This skill is used to pilot any type of fixed wing, jet
or propeller-powered aircraft.

Career skill for rocketjocks.

Pilot Rocket

A character with this skill can pilot a rocket ship of
any type, in or out of atmosphere.

Career skill for rocketjocks.

Pilot Rotorwing Craft
This skill is used to pilot “Dragonfly”” rotor vehi-
cles, helicopters and other vehicles that fly by means
of rotating blades. (For a description of the Dragon-
fly and its capabilities, see The Technology Book.)
Career skill for rocketjocks.

Pilot Ship/Submersible
This skill is used to pilot seagoing ships, small sub-
mersible vehicles, and other aquatic craft.

Play Instrument

This skill allows a character to play one musical in-
strument of his choice. Instruments of similar design
or type may also be played by succeeding at a Skill
Check at a difficuity level one level higher than nor-
mal. Another good skill for rogues to have (see
“Paint/Draw’” above).

Swimming

Characters with this skill are capable of swimming
at a moderate pace (one-fourth their normal Move-
ment Rate) through calm waters by making an Easy
Skill Check. Failing a Skill Check means that the char-
acter cannot move under his own control and is in
danger of death by suffocation (drowning) unless he
is assisted or rescued.

Use Rocket Belt

Characters with this skill are able to maneuver
while wearing a rocket belt or a space belt better
than someone who is not as skilled.

Career skill for rocketjocks and warriors.

Tech Skills

Bypass Security

The skill of tracing and neutralizing electronically
based alarm systems, including cameras, micro-
phones, pressure sensors, and other alarms.

Career skill for rogues.

Commo Operation

A character with this skill is adept at using com-
munication devices, and at diagnosing possible mal-
functions or problems in those devices. This skill also

increases a character’s chance of punching a com-
munication signal through adverse conditions, such
as jamming or asteroid fields, and of tracing a com-
munication signal to its source.

Cook

The character is adept at the preparation, presen-
tation and storing of food, either in the raw state or
in prepackaged concentrates.

Demolitions

A character with this skill is adept at using, install-
ing, and defusing grenades, bombs, and other pyro-
technic devices. On a successful Skill Check, a
grenade or a bomb (same as a grenade in damage po-
tential) does maximum damage. If the character or
someone else in the group succeeds at a Notice Skill
Check, it may be possible for the character to detect
andlor disable a bomb or some other kind of timed
explosive device.

Career skill for warriors.

First Aid

The character is capable of providing minimal first
aid: stopping bleeding, bandaging wounds, or other-
wise stabilizing a noncritical condition. Successful
use of this skill allows the character to cancel 1d6
points of damage that some character (including the
character using the skill) has suffered during a com-
bat encounter that is underway or has just ended.
This skill is usable only once per character during any
combat encounter (additional attempts on the same
character will automatically fail).

Jury Rig

The character has the ability to temporarily fix a
damaged or malfunctioning component, no matter
what type of device or ship component it is. A Jury
Rig Skill Check will cancel up to 2d10 points of dam-
age to any ship component. However, jury-rigged re-
pairs are not permanent, and will fail in 1dé rounds.
When this occurs, a second Skill Check may be made
on the damaged component at one difficulty level
higher.

Career skill for engineers. Prerequisites: Repair Me-
chanical 10 and Repair Electrical 10.

Open Lock
The skill of picking or opening mechanical locks,
barred gates, and other non-electronic fasteners.
Career skill for rogues.

Repair Computer

A character with this skill is adept at maintaining
and repairing computer systems, and diagnosing
electrically based problems. This does not allow the



character to program a computer, however. A suc-
cessful use of this skill fully repairs a computer.
Prerequisite: Repair Electrical 40.

Repair Electrical

A character with this skill is adept at repairing elec-
trical circuits, working with electrical components,
and diagnosing electrically based problems. A suc-
cessful use of this skill cancels 2d10 points of damage
to a ship’s sensors, or fully repairs any other smaller
electrical component.

Career skill for engineers.

Repair Life Support

The skill of repairing and maintaining life support
systems. A successful use of this skill cancels 2d10
points of damage to the life support systems of a ship
or some other self-contained environment (such as a
pressure tent).

Career skill for engineers. Prerequisites: Repair Me-
chanical 25 and Repair Electrical 30.

Repair Mechanical

A character with this skill is capable of repairing
machinery—devices that rely primarily on mechani-
cal (rather than electronic) components. A successful
use of this skill cancels 2d10 points of damage to a

ship’s controls, or fully repairs any smaller mechani-
cal device.
Career skill for engineers.

Repair Nuclear Engine

The character is adept at the repair, upkeep and in-
stallation of nuclear rocket engines and related sub-
systems, as well as diagnosing problems and
modifying engine designs to a limited extent. A suc-
cessful use of this skill restores 2d10 to damaged ship
engines.

Career skill for engineers. Prerequisite: Repair Me-
chanical 10.

Repair Rocket Hull

The character knows how to patch, restructure
and otherwise modify rocket ship hulls, especially af-
ter battle damage. A successful use of this skill can-
cels 3d10 points of damage to the hull.

Career skill for engineers. Prerequisite: Repair Me-
chanical 10.

Repair \Xeapon

A character with this skill is able to restore a dam-
aged weapon to full normal capability. If he has ac-
cess to tools, the Skill Check is made at an easier
degree of difficulty than it would otherwise require.
This skill will not recharge a weapon that is out of




power, or make a weapon usable if it's out of ammu-
nition.
Career skill for warriors.

Sensor Operation

The skill of operating rocket ship sensors (see the
chapter on Rocket Ships for details). This skill also in-
creases a character’s chance of locating hidden astral
bodies, tracking/evading rockets, and diagnosing
sensor system problems.

Medic Skills

Note: All of the skills in this section are career skills
for medics, and cannot be learned by any other type
of character.

Diagnose

A medic with this skill is able to identify the specific
cause of another character’s (or his own) ailment.
The difficulty of the Skill Check is related to how ob-
scure the ailment is and how much time the medic is
willing or able to spend doing his diagnosis. Making
a successful diagnosis in 1 or 2 minutes is always Dif-
ficult or Impossible; in 3 to 5 minutes, it may be an Av-
erage task; and in more than 5 minutes, it may be
Easy (if, in the referee’s judgment, the ailment is obvi-
ous and not likely to be confused with some other ill-
ness). The skill is only necessary for identifying
ilinesses or internal injuries, and is not necessary to
determine the nature of an external wound.

Life Suspension Tech

The character is adept at maintaining and operat-
ing suspended animation devices, and of diagnosing
possible malfunctions or problems with the equip-
ment. If successfully used (on an Average Skill Check)
within five rounds after a character has been re-
duced to 0 hit points, a life suspension device will
keep the character from dying. Later (up to 1 year af-
terward), the medic can attempt to restore hit points
to the patient. However, a second Life Suspension
Skill Check (this one at an Impossible level) must be
made to successfully revive the patient before hit
points can be restored. If this check is failed, the pa-
tient dies.

Treat Critical Wounds

A medic with this skill is able to treat extremely se-
vere injuries. Successful use of this skill restores
3d8+3 hit points. Treatment time required is 10
rounds. Frequency of use is the same as for Treat
Light Wounds (see below), with the additional limita-
tion that the medic cannot use this skill and another
Treat Wounds skill on the same patient during any

single battle. The medic can use this skill on himself,
but only with great difficulty (requiring an Impossible
Check to succeed).

Prerequisite: Treat Serious Wounds 40.

Treat Disease

Once a successful Diagnose Skill Check is made,
the medic knows the proper treatment for curing a
given illness. Successful use of this skill usually re-
stores the patient to full function in 1d10+2 hours.
Treatment time required is 10 rounds.

Prerequisite: Diagnose 25.

Treat Light Wounds

The medic has mastered the surgical techniques of
his craft well enough to treat minor injuries: flesh
wounds, laser burns and other types of minimal
damage. Successful use of this skill restores 1d8 hit
points to the patient—but the patient cannot regain
hit points that would put his total above his normal
maximum. Treatment time required is 1 round. This
skill can be used once, but no more than once, on
any single individual during or immediately after any
single combat encounter. (A medic in a group with
four companions can treat each of them, and himself
if necessary, one time for every battle that the group
is involved in.)

Treat Poisoning

After a successful Diagnose Skill Check, the medic
will know the proper treatment and antidotes for
any extremely lethal poison or dose of radiation. Suc-
cessful use of this skill usually restores the patient to
full function in 1d10+1 rounds. Treatment time re-
quired is 1 round.

Prerequisite: Diagnose 15.

Treat Serious Wounds

At this level, the medic has enough skill to deal
with broken bones, concussions, serious weapon
wounds and burns. Successful use of this skill re-
stores 2d8+ 1 hit points. Treatment time required is 3
rounds. Frequency of use is the same as for Treat
Light Wounds (see above), with the additional limita-
tion that the medic cannot use this skill and another
Treat Wounds skill on the same patient during any
single battle. The medic can use this skill on himself.

Prerequisite: Treat Light Wounds 30.

Treat Stun/Paralysis

With this training, the medic knows how to treat
the effects of sonic stunners, paralyzation drugs and
other types of paralyzing agents. This skill will not
cure paralyzation caused by injury. Successful use of




this skill usually restores the patient to full function
in 1d4 rounds. Treatment time required is 1 round.

Intelligence Skills

Astrogation
The character has a working knowledge of how
to calculate a spaceship course, plot the movement
of astronomical bodies, and take sights on the stars.
Prerequisites: Astronomy 20 and Mathematics 25.

Astronomy

The character has a working knowledge of plan-
ets, stars and other heavenly bodies. He can locate
and identify constellations and planets through a
telescope, and knows basic astronomical facts such
as planet distance, size and composition.

Battle Tactics

The character knows the basic principles of suc-
cess in small-group combat: concentrate fire in a
small area, don't let yourself get isolated, and so
forth. On a successful Skill Check, he can use hand
signals and brief verbal instructions to direct the
other members of his group during a firefight on the
ground against a group of enemies. Each other
member of the group who can see or hear the char-
acter gets a + 1 bonus to his chance of hitting with a
weapon attack. Using this skill takes, in effect, no

time; the character can attack or perform some
other action in the same round.
Career skill for warriors.

Biology
The character has a working knowledge of biol-
ogy, classification of animals, and biochemistry.

Botany
The character has a working knowledge of plant
classification, structure, and history.

Chemistry

The character is capable of working out formulas
and is adept at performing experiments, mixing
chemicals, and discovering new formulas.

Composition

The character can write musical scores (if he has
at least 20 points in Sing or Play Instrument) or cre-
ate salable works of writing or poetry (if he has at
least 20 points in Literature).

Prerequisite: Technically, none; the character can
take this skill and put points into it at any time.
However, he can only use this skill after he has put
at least 20 points into one of the skills mentioned in
the preceding paragraph.

Cryptography
The character has an extensive knowledge of
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codes and cyphers, both past and present. He can
decipher or create codes for many applications.

Design Engineering

The character is capable of designing bridges,
buildings, airfields, monuments, and other works of
civil engineering.
Disguise

The skill of using makeup, prosthesis equipment,
and other techniques to assume the visual identity
of another person.

Economics

The character has a working knowledge of basic
economics. He can set up a business, market
products, invest in stocks, and formulate business
transactions and is capable of simple bookkeeping.

General Knowledge

This skill allows the character to know basic, eve-
ryday facts; current events, well known history,
general gossip and trivia. Equivalent to a basic
“lore’ skill.

Geology

The character has a working knowledge of rock
formations, minerals, geological strata and volcanic
action.

History
The character has a widely based knowledge of
history, including ancient and modern events.

Law

This skill allows the character to have a working
knowledge of the law, as practiced in space and on
individual worlds of the solar system. He may possi-
bly act as legal counsel with sufficient skill and the
approval of the local government.

Library Search

This skill covers the ability to use a computer or
data file to search out specified information. The
user has sufficient knowledge of research proce-
dures to locate files, uncover facts, and present
them in a usable fashion.

Literature
The character has an extensive knowledge of lit-
erature, both past and present.

Mathematics

The character is capable of performing complex
mathematical operations, deducing theorems and
calculating most math problems, as well as creating
new mathematical formulas.

Memorize
The ability to remember information and useful
facts.

Metallurgy

The character has an extensive knowledge of
metals, ores, and metal foundry techniques. Given
proper tools, he can forge small parts, fabricate
small metal objects, and know what metals can be
used for what applications.

Mimic

The ability to mimic the vocal patterns and sounds
of others. This includes not only human voices, but
also animal and environmental sounds.

Navigation

The character has a working knowledge of how
to calculate a course on a planet, using sightings of
stars and other landmarks.

Prerequisites: Astronomy 15 and Mathematics 25.

Physics
The character is capable of working out complex
physics formulas, theorems and problems.

Planetology

The character has a working knowledge of the
conditions of the planets of the solar system, includ-
ing typical animals to be found, hazards to be
avoided, notable geological or climatological fac-
tors, and history of human exploration.

Career skill for scouts.

Programming
The character is adept at programming com-
puters, both planetside and on rocket ships.
Prerequisite: Mathematics 10.

Ship Lore

The character has extensive knowledge of rocket
ships and their history. He may use this skill to know
facts about a particular ship’s armament, layout and
special abilities, if any.

Speak/Read Language

The character is able to speak and read any speci-
fied language. (All characters know English, which
is the universal language of the solar system, but
many foreign tongues do exist, both on Earth and
on other worlds.) This skill must be retaken for each
new language to be learned, and can be taken as
many times as desired.

Charisma Skills

Act
The character is capable of memorizing lines, tak-
ing on characterizations, and playing a part.

Animal Training
The character has the ability to teach animals rela-
tively simple tricks, based on the intelligence of the




animal, if he first makes a Befriend Animal Skill
Check (see below).
Prerequisite: Befriend Animal 20.

Befriend Animal

The character has the ability to make wild animals
feel comfortable and unafraid in his presence. Be-
friended animals may actually choose to help the
character, defending him from attack or finding him
food and shelter in the wild.

Career skill for scouts.

Distract

The character is able to provide a diversion by at-
tracting the attention (of guards, etc.) away from
the actions of another character.

Etiquette

The character has the ability to fit into a cultural
group, avoid insulting or inappropriate behavior,
and recover gracefully from social blunders.

Fast Talk/Convince

The skill of talking others into doing what you
want them to do, using voice, mannerisms, persua-
sive arguments and occasionally sex appeal. As
with Hypnosis (see below), this skill cannot be used
by one player character on another player charac-
ter. The effect lasts for a maximum of 1dé minutes.

Career skill for rogues.

Hypnosis

The skill of using voice tones, hand movements,
and vocal commands to mesmerize others. A suc-
cessful Hypnosis Skill Check may allow the user to
implant reasonable commands or suggestions in the
mind of the hypnotized party. (Note: This skill is not
usable by one player character on another player
character, and can only work against a non-player
character or creature that can understand the sug-
gestion or command being implanted. Also, the re-
cipient must be willing to be hypnotized. The
hypnotic effect lasts for a maximum of 1d10 hours,
and can be broken by the skill-using character at
any time.)
Intimidate

The character is able to create an aura of menace
around himself, such that others must make a sav-
ing throw against paralyzation or be too terrified to
move. The effect lasts for a maximum of 5 rounds, or
is spoiled sooner if the intimidating character takes
some tangible action (such as moving away from
the affected character or creature, attacking, or us-
ing some other skill). As with Hypnosis (see above),
this skill cannot be used by one player character
against another player character.

Leadership

The character has the skill of leading groups of all
sizes, both in combat situations and in group activi-
ties. A successful Leadership Skill Check allows the
character to give orders and be obeyed—as long as
the ones he is ordering are willing to be led. If the
Skill Check is failed, the character must wait at least
1 day before attempting to use the skill on the same
character or group (and, at the referee’s discretion,
the next check may be made at a higher degree of
difficulty).

Career skill for warriors.

Sing
The character has the ability to sing in a pleasing
manner.

Wisdom Skills

Notice

The equivalent of a trained observer skill, allow-
ing the character to be aware of clues, events, traps,
or other significant information.

Career skill for rocketjocks, engineers, rogues,
warriors, and scouts.

Planetary Survival

The character has a working knowledge of how
to survive in wilderness conditions on all planets of
the solar system. He or she knows what foods are
edible and where they can be found, how to trap
native game, locate sheilter and drinking water.

Career skill for scouts. Prerequisite: Planetology
10.

Read Lips

The ability to discern the essence of a conversa-
tion by watching the lip movements of others, as
long as the conversation is in a language that the
character understands.

Shadowing

The ability to follow people in urban areas with-
out being observed. This skill is primarily a stealth-
based activity, as opposed to Tracking (see below),
which is an observational skill.

Tracking

The ability to find, interpret and follow tracks and
signs in a wilderness environment.

Career skill for scouts.




Outfitting

The only two questions that matter when
buying gear: First, can you afford it? Second, can
you afford not to have it?

—The Spaceman’s Survival Guide

Your character has attributes, a race, a career, and
skills. The last step in his creation is to give him the
tools of his trade: the weapons, armor and gear
he’ll need to adventure. This process, called outfit-
ting, depends upon a lot of factors, not the least of
which is money.

Cash and How to Get It

While credit cards and bank
drafts exist in the 25th Century

(Many of the items that are mentioned in this chap-
ter have full descriptions in The Technology Book.)

\Xeapons

This category should be at the top of every ad-
venturer’s shopping list. You can be sure that the
bad guys you come up against are going to have
weapons, and most of them aren’t going to have
mercy on you if you’re unarmed.

The cost of weapons runs all the way from noth-
ing (for the nearest hunk of wood or length of pipe)
up to several hundred credits. You almost certainly
won’t be able to afford the really expensive stuff
right away, because even if you have a lot of cash,
there are still other things you also need to spend
money on.

In addition to the descrip-

(such as the Firste Luna
BankCard and the RAM Credit
Directorate chip), most transac-
tions are done with hard cur-
rency. Although different
planets have different mone-
tary systems and types of coins,
a standard denomination of
currency—the credit—is used
to describe prices and pay-
ments throughout the solar
system. (For more information
on this subject, see the
“Money"’ section of The World
Book.)

Share the Wealth

\What happens if your die roll for
money is pitifully low and you feel
as though you can’t afford the bare
necessities?

All is not lost. If your character is
one of a group of adventurers {as he
should be), then chances are that
someone else in the group rolled a
high number for starting cash and
can afford to lend you some.

As a last resort, your referee may
be able to solve your problem by
coming up with a way for you to
earn some quick cash before you
actually begin your first

tions in The Technology Book,
you’ll find out more about
weapons in the next chapter of
this book. If you're creating a
character for the. first time, it
might be a good idea to read
ahead and learn more about
the capabilities of various
weapons before you make
your choice. (And, of course,
the same goes for the other
kinds of gear you'll be buying.)

There’s only one more point
that we need to make here,
and that has to do with “ordi-

A beginning character al-
ways needs money to buy his
starting equipment. To deter-
mine how much cash he starts with, roll 1d10 and
multiply the result by 200 credits.

As your character goes through more and more
adventures, he’s obviously going to run out of that
starting capital fast. To earn more money, he might
sign on as a crew member on a rocket ship, or de-
cide to undertake a few dangerous jobs for hire. Or
perhaps he’ll get together a stake and prospect for
rare metals in the Asteroid Belt. Getting more
money is usually a major motivation for the novice
adventurer.

Things to Buy

You've got the cash; now you need some stuff to
spend it on. It's time to take a look at the things
you’'ll need to be a well-equipped adventurer.

full-fledged adventure.

nary”’ weapons such as knives,
swords, daggers, and darts.
Even though they’re not as ex-
pensive as some of the flashier damage-dealing de-
vices you can buy, you shouldn’t overlook their
usefulness . . . and their one big advantage: They
don’t run out of ammo or power like the fancier
weapons do. If you’ve got the rest of the gear you
really need and you have an extra 10 credits to
spare, buy a knife; when you're far from home and
about to be set upon by a bad guy who's intent on
ripping your head from your body, that knife will
do you a lot more good than those 10 credits
would.

Armor

Almost as important as the weapon(s) you
choose is the armor you buy. If you have no protec-
tion at all, there’s still a decent chance that you
won'’t be hit by every weapon attack that an enemy




makes—but nevertheless, it's a good idea to have
something standing between you and what the
bad guys are trying to do to you.

The price of armor is generally related to the
amount of protection it provides. Examine all of the
cost figures for both weapons and armor, and see
what combination gives you the best benefit for the
money you have to spend. If you can buy better ar-
mor by settling for a slightly less expensive
weapon, then it’s usually not a bad idea to make
that decision—a live character with a laser pistol is
much more of a threat to the enemy than a dead
one with a rocket pistol.

Gear

This category includes all the useful items an ad-
venturer may need to tackle the challenges of the
25th Century. Gear ranges from the ordinary (but
sometimes very handy) coil of rope to sophisticated
devices such as the plasmatorch and the bioscanner.

Before you commit yourself to buying specialized
gear, you might want to see just what sort of adven-
ture you’ll be taking your character into after he’s
been outfitted. If you have some money you don't
need to spend right away on armor or weapons,
keep it in your pocket until your first adventure gets
under way, and then buy what you think you’ll
need to help you succeed.

For instance, if your first job is an underwater sal-
vage operation, you’ll be glad you saved enough
money to buy a gillmask. But if you have to lower
yourself down the side of a cliff to rescue a hostage
from a ravine, that ordinary coil of rope will be the
best friend you ever had.

Some of the sophisticated devices of the 25th
Century are described in The Technology Book.
Other pieces of gear, of the more ordinary sort, are
included on Table 17 but aren’t spelled out in great
detail. (Items such as a backpack, a water jug, and a
shovel haven’t changed much—if at all—since the
20th Century.)

Encumbrance

Before you start loading down your character
with as much hardware as he can afford, remember
that things not only have a cost, but also a weight.
After all, even the strongest character can only
carry so much stuff.

Take a look back at Table 1 (or on the appropriate
place on your Character Record Sheet) and note the
“\Weight”” figure that corresponds to your charac-

ter’s Strength score. This is the amount, in pounds,
of the weapons and gear that your character can
carry before he is affected by encumbrance.

Note, however, that armor being worn is not
counted against your character’s ““Weight™ figure.
(His entire body is helping to support the weight of
his armor, and he isn’t actually carrying it.) But if
you want to lug around an extra spacesuit for some
reason, the weight of that item does count against
the total amount you can carry.

A character who is carrying a load greater than
his Weight figure is encumbered, and as long as that
condition continues, he can only move at one-half
of his normal movement rate (see the next chapter
for details on movement). In no case can a character
carry more than twice his Weight figure; if he tries
to do this, he simply won't be able to move.

\Xeight and Gravity

That was the bad news; here’s the good. The
\WWeight figures on Table 1 are related to Earth grav-
ity, which means that in almost any other place you
might go throughout the solar system, you can
carry more weight than you can on Earth—because
on a world with lighter gravity, everything weighs
less.

The figures for Gravity given in the planet de-
scriptions in The World Book will enable you to
compute how heavy a load your character can
carry on other worlds. For convenience, we'll re-
peat the figures for the Inner \Worlds as part of Table
16. To calculate your character’s \Weight figure on
another world, use the ‘“Weight Multiplier” column
on this table and round up the result to the nearest
pound. For instance, a character with a Strength of
11 can carry 45 pounds on Earth. In the gravity of
Venus (multiplier 1.1), his Weight limit goes up to 50
(45 X 1.1 = 49.5, rounded up).

Table 16: Gravity and Encumbrance
Gravity (% of Weight

Planet Earth normal)  Multiplier
Mercury 33% X 3
Venus 90% x 1.1
Earth 100% X 1
Luna 16% X 6
Mars 38% x 2.5

In a location with negligible gravity or no gravity
(such as on an asteroid, or out in deep space), a
character’s carrying capacity is theoretically unlim-
ited because everything is weightless. However, in
a weightless environment as well as in conditions
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of gravity, there’s still the question of volume to
consider: You can’t handle a collection of stuff that’s
simply too big to pick up and haul around.
Although the XXVc™ game doesn’t include spe-
cific rules for determining the volume of a load of
equipment, dimensions and sizes are given for most
of the objects your character will want to carry.

Table 17: Equipment List

\Weapons
Club, bottle, rock
KBIf€ ... ..ccomnmannisiisn

Grenade . oo s disies s s
CUutlass : : : ..oomsswmaassss
Desert Runner Crossbow . . .

Polearny . . . s svsnswsmes vss
SWOFA .i:oivinmmumemnnids
Mono Knife ..............
NeedleGun..............
BoltGun ................
Laser Pistol
Sonic Stunner
Microwave Gun ..........
Heat Gun
Rocket Pistol . ... .ovswmavs
Grenade Launcher
Rocket Rifle .. ............
Laser Rifle ...............
Plasma Thrower ..........
Rocket Launcher ..........
MonoSword .............

Armor

SPACESUIL s s s anes s vommans
Light Body Armor .........
SmartClothes ............
Heavy Body Armor ... .....
Battle Armor .............
Battle Armor wilFields . ... ..

Gear
Canteen
Flashlight
Protective Goggles ........
Water jug

Cost Weight
(credits) (pounds)

0 2-5
10 1
15 1
15 12
50 1
100 4
100 4
120 4
150 6
200 1
200 3
250 2
300 1
300 2
350 2
400 2
400 3
500 3
500 6
600 5
800 35
1000 30
2000 1
200 25
250 15
1000 30
1500 35
2500 75
3000 80
1 3
2 12
2 12
2 6

his Weight limit.

Information/Description

Free for the grabbing in many locations

4" blade, also usable as a tool

Larger than a knife, not designed for tool use

Can be retrieved after being thrown

Various types; see Combat chapter for details

Lighter and less lethal than a sword

Reload cost & weight: 5cr, 2 Ibs. (bolts)
10cr, 4 Ibs. (shells)

Long shaft, not usable in close quarters

The best blade for hand-to-hand combat

No need to recharge in normal use

Reload cost & weight: 10cr, 1 Ib.

Reload cost & weight: 10cr, 2 Ibs.

Reload cost & weight: 25cr, '/a Ib.

Must be recharged after 14 shots

Must be recharged after 10 shots

Reload cost & weight: 80cr, 1 Ib.

Reload cost & weight: 50cr, 1 Ib.

Increases range of thrown grenades

Reload cost & weight: 100cr, 2 Ibs.

Reload cost & weight: 50cr, '/2 Ib.

Reload cost & weight: 80cr, 4 Ibs.

Reload cost & weight: 100cr, 2 Ibs.

No need to recharge in normal use

More expensive versions available
Pieces may be purchased separately

See The Technology Book for accessories
Pieces may be purchased separately
Airtight, very durable “suit”” of armor
Extra built-in features

Holds 1 quart of water

Range 100 feet; power pack lasts 20 hours
Protects against bright light, dust, acid
Holds 5 gallons

Based on those dimensions and sizes, your referee
will let you know if the equipment your character is
carrying has too much volume for him to be able to
handle it smoothly. If your character tries to carry a
lot of large, lightweight objects, you may find that
he is encumbered even though his load is still under




Table 17: Equipment List (cont.)

Cost
Messkit ... vsmmunes 5
SROVEI . .vwaswmssssimmmns 5
Carryall ................. 10
Personalradio ............ 10
Telephone . .seses s s oo wews 10
[CEAXE . :ivnwamniiis swmums 20
Rope .......ccovviiiinnn 25
Camplight ............... 30
RationPack .............. 30
SNOWSNOES v v vwisy s swms 30
Breather Helmet .......... 40
Spacer Translator .. ........ 40
Aerosol Mist Grenade . . . ... 50
Aerosol Mist Shell ......... 50
Backpack ................ 50
ChaffShells .............. 50
Infrared Goggles . ......... 50
Tracer/bug . ::isvsewpnsess 50
Plasmatorch ............. 60
Swimfins ............... 60
Inertial Compass .......... 70
Videophone . .:..«ssses.: 75
Sleepingbag ............. 100
Macroglasses . ............ 150
TechTools ............... 150
COMPAeX . cisv o s wiww dwm o 200
Gillmask v ssmammmss 200
Powerpack Charger Unit ... 200
Rocket Motor Tools ........ 200
Scrambler ............... 200
SKIS et warm s 5w sbin w91 5 200
PressureTent ............. 250
Bioscanner .............. 400
Watchbox ............... 400
Drug Fabricator . . .....:.... 500
Tech'SCaNNEr & cv v ¢ s somains 500
Atomic Generator ......... 600
Fieldfence ............... 900
AUtOSUIgery: ... iii« iidwiss s 1000
RocketBelt .............. 1000
Space-Belt . ........i0a00 1000
Dragonfly ............... 15000
Skimmer ................ 20000
Jetcar .................. 35000

Weight
(credits) (pounds)

1

1

1
2
2

N=| =NNN==—

DogUWWFwuF

NUWwNUVO»F

o

own®

8

1000
1200
2000

Information/Description
Cooking pot, frying pan, bowl, cup, knife, fork, spoon

Lightweight plastic shovel for digging
Small 1" X 2" backpack/carrybag

Higher cost, lower weight for better models

Basic unit; others cost more
Lightweight plastic axe for climbing

300 ft. coil, 'la" diameter, supports 1,000 Ibs.
Powerful electric light on pole; illuminates 200 ft. radius

1 week'’s food for one human

Lightweight plastic shoes for travel on show or sand

For Runners, Lowlanders, Stormriders

Replacement tank for Lowlander helmet costs 20cr

Electronic voicebox for Spacers
Single “‘defensive” projectile

Pack of 5 ““defensive” shells

Holds 40 pounds or 6 cu. ft. of gear
Pack of 5 ““defensive” shells
Allows user to see in darkness

About the size of a grain of rice; signal range 50 miles
Hand-held cutting torch; fuel lasts for 1 hour

Increases swimming movement by 50%

Can locate direction and position on any planet

Basic personal unit; others cost more
Holds 1 man; rated to —50°F.

Advanced binoculars; more expensive versions available

Small leather case with basic tools

Portable personal computer; printer module costs 50cr
Allows underwater breathing indefinitely

Recharging pack for weapons, tools

Large case with vise grips, adjustable wrenches, gloves
2" x 5" x 1"; stops bugs and tracers from operating

Light plastic skis plus poles
Protects two men; larger sizes available
Extra memory modules cost 50cr each
Mobile robotic security device
Chemical supply pack: 1000cr, 8 Ibs.

Diagnoses problems with electrical devices
Powers a small ship or building for 72 hours

Protects from lasers and smart bullets

Mechanical, computerized “‘doctor’” for simple chores

Fuel pellet reload: 100cr, 1 Ib.
Gas canister reload: 20cr, 1 Ib.
One-passenger vehicle
Two-passenger vehicle
Three-passenger vehicle




Combat

“I thought we were fighting RAM warriors,
not alien monsters.”
—Buck Rogers

“Those are RAM warriors.”’
—Black Barney

Loaded up with gear, your character is ready to
conquer the solar system. He’s got the skills he
needs to get the job done, and he’s rarin’ to go.
Now it’s time to get into some real trouble.

Let’s talk about combat.

The Combat Round

In every fight situation, there are moments where
someone takes a swing and someone else dodges.
In a single battle involving several characters on
each side, there could be dozens of these exchanges
going on every minute. Trying to keep track of all
these events would soon degenerate into chaos, as
player characters, NPCs, and creatures all ran
around attacking, defending, yelling, reloading
(and so on) at one time. In order to organize all of
this activity, which is necessary so that the referee
and the players can maintain control of the game,
we break all of the action in a battle into combat
rounds.

A combat round is a one-minute segment of time,
in which all of the participants in a combat encoun-
ter have a chance to act. Generally, every character
can select one action from the list of possible
choices. In one round, a character might do any one
of the following things:

Make an attack

Defend against an attack

Reload a weapon

Run for cover

Bandage a wound

Radio another character for help

.. . or perform some other simple action. (Some
actions don't take up any time at all. For example, a
character could probably yell out an order, drop a
weapon, or mutter a curse at his opponent without
affecting anything else he was doing.)

Sometimes an action will take longer than a min-
ute, such as repairing a weapon, dealing with a seri-
ous wound, or activating and using a device.
(Unless a rule specifies how long an action takes,
this judgment is up to the referee.) Most of the time
during combat, your character will be involved in
high-speed, high-risk activity and won’t want to—

or be able to—take the time to perform actions that
take more than one round.

\Xho Goes First (Initiative)

Now that we have a way of measuring time, the
next trick is to make sure that everything doesn’t
happen at once. That's where initiative comes in.
Before each round of combat, all the participants in
acombat will roll 1d10. (Players roll for their charac-
ters, the referee for all the others.) Characters will
then act in order of lowest roll to highest. If more
than one combatant has the same initiative number,
then their actions occur simultaneously. (It's quite
possible to strike an enemy, for example, just as he
hits you with his own attack.)

A character’s success at gaining initiative can be
modified by circumstances. Perhaps one character
had a better (lower) initiative roll than another, but
he’s up to his neck in water. All other things being
equal, he probably isn't going to be able to act
faster than a character standing on dry ground with
his weapon drawn. The factors that can modify a
character’s initiative roll are summarized on Table
18. (Remember, a low number is better, so that a
negative modifier is a good thing.)

Table 18: Initiative Modifiers

Dexterity 15 -1 Encumbered +2
Dexterity 16 =2 Knee deep water +2
Dexterity 17-18 =3 Slippery ground +2

Dexterity 19-20 —4 Chest deep water +4
Dexterity 21-22 =5 Climbing, swimming,
Weapon out and entangled, other- :
ready to use =2 wise hindered +3
Alien environment  +6

Note that some of the modifiers could cancel each
other out; for instance, a character who's encum-
bered ( +2) but has his weapon ready to use (—2)
has a net modifier of 0. Most of the entries on the ta-
ble are pretty specific, but some may still be subject
to the referee’s interpretation, especially *Alien en-
vironment”’: An air-breathing character who's un-
derwater ‘but wearing a gillmask might have a
modifier of +2 or +3 instead of +6; the same goes
for a Martian, accustomed to low atmospheric pres-
sure, who's fighting from an airborne platform sev-
eral thousand feet above the surface of Earth. Also,
the referee may introduce other modifiers based on
special circumstances: If you’ve just startled an en-
emy by popping up out of a hiding place, he won'’t
be able to react as quickly as if he was prepared for
combat.




Movement

Sometimes, a character will want to spend a
round moving from one place to another instead of
fighting. To determine how far he can run (or swim,
or fly) in one round, refer to Table 19. The figures
given there describe how far, in feet, a character
can move in one round.

Table 19: Movement Rates

Run Climb Swim Air

Human 600 150 300 —
Tinker 480 120 240 —
Worker 360 90 180 —
Terrine 720 180 360 —
Delph 480 120 600 —
Lowlander 480 120 240 —
Runner 840 210 420 ——
Stormrider 360 90 180 1200
Spacer 600 150 300 600

Being able to cover only 600 feet in one round
(for a human) might not seem like much of an
achievement—but remember that this is movement
in a combat situation, not on a running track. While
he’s moving, your character is also dodging
weapon fire, leaping over fallen foes, pausing to
hack at intervening brush, and doing a lot more
than just running.

The figures in the “Climb’ and “Swim’ columns
on Table 19 represent movement rates for more or
less ideal conditions: a fairly gentle slope with
handholds and footholds, calm water with little or
no current. If you're trying to get up a steep or slip-
pery incline, or trying to swim in turbulent water,
the referee may reduce your movement substan-
tially below the figure given on the table.

How to Hit (THACO)

The basis for combat in the XXVc™ game is
THACO (thay-coh), which is a short way of saying

Table 20: THACO (To Hit Armor Class Zero)

Level or Hit Dice of Attacker
1 2 3 4 5 6 7 8 9

“To Hit Armor Class Zero.” Every combatant has a
THACO number, which expresses his chance of be-
ing able to hit a target on a roll of 1d20.

Two factors affect this number: the career of the
attacker and his level (or, for creatures, the type of
Hit Die they use). A medic of a certain level is obvi-
ously not going to be as adept at handling a heat
gun than a warrior of the same level would be. But
a very experienced medic might be a better gun-
slinger than a really green warrior.

Table 20 gives the basic THACO numbers for all of
the major character and creature types in the
XXVc™ game universe.

Reading the Table: The numbers on the table rep-
resent the minimum 1d20 roll you need to hit an op-
ponent. For instance, a 6th-level warrior needs to
roll a 15 or higher to hit an opponent with Armor
Class 0, while any 1st-level character can only score
a hit against Armor Class 0 on a result of 20. (If that
seems awfully tough—and it is—don’t get too con-
cerned. As you’ll see later, most of your opponents
have an Armor Class that’s a lot worse than 0, and
there are other conditions that can improve your
chance to hit above what'’s indicated by the table.)

Automatic Failure: There’s one hitch to this
system—no matter what your actual THACO num-
ber is in any situation, a die roll of 1 is an automatic
miss. (Nobody, not even a super-high-level warrior,
is perfect.)

Armor Class

Now you know what die roll your character
needs to hit Armor Class 0. But what is Armor Class
and how does it fit into combat?

Armor Class is a number used to represent how
tough someone is to hit with a weapon. This
doesn’t just mean whether you hit his armor, but
whether you actually get past the dodging and
heavy protection to do damage to the guy inside.
Armor Class (abbreviated AC) is measured on a

\Warriors, Scouts, Creatures using d10 for Hit Dice
20 19 18 17 16 15 14 13 12 11 10

Rocketjocks, Rogues, Creatures using d8 for Hit Dice
20-20 19 19 .18 18 17 17 16 16 15

Medics, Engineers, Creatures using dé6 for Hit Dice
20 20 20 18 18 18 16 16 16 14 14

11 12 13 14 15 16 17 18 19 20
9 8 7 6 5 4 3 2 1
15 14 14 13 13 12 12 11 11
14 12 12 12 10 10 10 8 8




scale from 10 (ordinary clothing) to =2 (the best
possible battle armor); the lower the number, the
better the AC.

Full descriptions of all the armor types in the
XXVc™ game are given in The Technology Book. On
Table 21, we’ve summarized the basic types and the
Armor Class they provide to the wearer.

Table 21: Armor Class

Type AC
NONe = . .. s eeanominnms 10
Light Body Armor. . .......... 7
SPACESUIL. « ¢ s viv s 5 5 ¢ simmminms 6
SmartClothes. . ............. 4
Heavy Body Armor . ......... 2
Battle Armor. . .............. 0
Battle Armor with Fields . . . ... -2

The Attack Roll

From Table 21 you can see that To Hit Armor Class
O really means “‘the number you’ll need to roll to hit
someone in Battle Armor.” Fortunately (from the
standpoint of the attacker), very few characters and
creatures in the XXVc™ game world are that well
protected. If the Armor Class of your target is some-
thing other than O, then you adjust your THACO
number by the amount of the difference, getting a
new number that you use when making your at-
tack roll.

For instance, a 1st-level character attacking some-
one wearing light body armor (AC 7) needs an at-
tack roll of 13 to score a hit (20 —7), instead of the
attack roll of 20 he would need to hit someone with
AC 0. All of a sudden, attacking just got easier . . .
but remember that your opponents also benefit
from the same kind of adjustment!

Another important adjustment to your attack roll,
for characters of extremely high or extremely low
Strength, is the number in the “Hit Bonus™ column
of Table 1. Your character adds this number to his die
roll whenever he’s trying to hit with a melee
weapon—nbut not with a ranged weapon, such as a
laser pistol, that does damage from a distance.

And there’s also an adjustment for attacks with
ranged weapons, based on your character’s Dexter-
ity; see the ’Missile Bonus'* column of Table 2 to de-
termine whether your character’s attack roll is
modified when he uses a ranged weapon. (More in-
formation about the different types of weapons
and the damage they cause is given later in this
chapter.)

Armor Class Modifiers

In addition to being variable according to the kind
of armor someone is wearing, Armor Class is also af-
fected by other factors. These modifiers are summa-
rized on Table 22.

Table 22: AC Modifiers

Target is or has: AC modified by:

25% hidden BY'COVET . . < wnw o s s sumamus =2
50% hidden by cover i". .. ssssssssspamnss -4
75% hiddenbycover ................... =7
90% hiddenby cover ................... =10
25% hidden by concealment ............. =1
50% hidden by concealment ............. =2
75% hidden by concealment ............. =3
90% hidden by concealment ............. -4
DeXterity 15. 5 cnsve v s ssunmmnnsssinnwas -1
DEXtErity 16< : i c v snns s saompuwmnes s s inmas -2
Dexterity 7. . .ccchumen i omaaimsisn i oosamm =3
Dexterity 18-20. . .......... ... -4
Dexterity 21=22 . :cos:: sapmes muniss swas -5
Indim illumination. . .................... -2
Indarkness. . .......... ... . i, -4
Dexterity 1-2.......... ... +5
Dexterity 3 .s s v snonmuss s smmmmasssssoms +4
DexXterity @ v« s covmnnss s sommmsass oo +3
Dexterity 5. . v.vivmunseaivmanmaessss s +2
Dexterity 6........ ... +1

The entries for Dexterity on Table 22 are taken di-
rectly from the ““Defensive Bonus™ column of Table
2. As you learned when you were creating your
character’s attributes, someone with a high Dexter-
ity has an improved chance of being able to dodge
or avoid an attack (and vice versa, for someone
with a low score).

If a target is taking advantage of cover—peering
out from around a the corner of a building, crouch-
ing on the other side of a stone wall, etc.—then he
gets a benefit to his Armor Class. The referee will
_judge how effective the cover is, and will apply an
Armor Class modifier if one is appropriate.

Concealment is different from cover; a character
benefiting from concealment is somewhat obscured
from view but not actually protected by a physical
object. Smoke, fog, and blowing sand are all forms
of concealment; so are dim illumination and dark-
ness, but those conditions are listed separately on
the table of modifiers because they have a special
meaning in the game. Characters of certain races
have the ability to see in reduced light or even in
darkness. If you're one of those characters, or if one
of them is attacking you, then the AC modifier for




that condition does not apply—but some other
form of concealment might still be a factor.

Parrying/Dodging

Another way to lower (improve) your AC is to
parry or dodge. While it’s assumed that in an aver-
age combat round, all combatants will be dodging,
moving, or otherwise trying to evade attacks, these
actions are not assumed to be the character’s pri-
mary action. When you choose to parry or dodge,
this means your character is actively trying to avoid
being hit, sacrificing all other activities to do so.

When choosing to parry, all characters except
warriors and scouts gain an improvement to their
AC equal to half of their current career level,
rounded up—except for 1st- and 2nd-level charac-
ters, who get an automatic benefit of —2. (As you'll
see by doing the arithmetic, the benefit for charac-
ters of 3rd and 4th level is also —2, but after that it
gets better.)

Warriors and scouts, being generally better at
combat (both attacking and defending) than other
characters, get an additional AC benefit of 1 when
parrying: —3 at st through 4th levels, —4 at 5th
level, and so on.

The hitch, of course, is that while parrying, you
cannot perform any other action; you can’t move,
attack or do anything else. Also, parrying only
works against attacks made from the defender’s
front—if the attack comes from behind the charac-
ter, he won’t be able to see it and take evasive
action . . . and that leads us into the next subject.

Backstabbing

This is the technique of sneaking up behind some-
one and hitting them from behind. Backstabbing isa
skill requiring some finesse—and requiring that the
attacker be armed with a melee weapon (sword,
dagger, etc.) instead of a weapon that does damage
from a distance.

When a character makes a backstabbing attempt,
he gets a +2 bonus to his attack roll (if he needed a
10 to hit normally, he needs only an 8 when back-
stabbing the same target). Also, if the backstab at-
tempt hits, the amount of damage done by the
weapon is multiplied by 2.

Rogues, being sneaky by nature, are an exception
to both of the above rules. A rogue gets a +4 to his
attack roll when backstabbing, and the damage
multiplier is increased for a rogue of medium or high
level: A rogue of level 1-4 gets the same X 2 dam-
age multiplier as any other character, but at levels
5-8 it goes up to X 3; at levels 9-12, to X 4; and at

13th level and higher, to X 5—making the backstab
a potentially lethal tactic even if the rogue is using a
weapon that doesn’t normally do a lot of damage.
However, backstabbing isn't quite as easy as
we’ve made it sound so far. Success on the attempt
requires that you are able to get right behind your
target without being noticed. A warning from
someone else, or the sight of you slipping past his
field of vision, will instantly tip a target off, and
your advantage will be spoiled. When backstab-
bing, an attacker must also make a successful Move
Silently Skill Check to avoid being detected.

Brawling

A lot of times, combat comes down to a matter of
brawling, plain and simple. We're not talking so-
phistication here; we’re talking two people slug-
ging it out toe to toe. Maybe in the trendy salons of
Coprates Chasm they fight it out with laser knives
or insults, but out in deep space, men (and women)
often settle things with a fast uppercut.

There are a lot of pretty sensible reasons for this.
First and foremost, most 25th-Century weapons
can deal out an extraordinary amount of damage.
Pulling out a heat gun and charring somebody is a
somewhat extreme reaction to an insult, so most mi-
nor disputes get settled with less lethal methods.

Another reason is that on an asteroid or in a ship,
it’s far too easy to blow a hole in the side of a dome
or a hull and risk killing everyone inside (including
yourself). However, very few people have ever
managed to punch a hole through a rocket hull
with their fists.

Punching damage isn’t fatal. It's what we call
subdual damage—damage that hurts but can’t re-
ally kill. By inflicting enough subdual damage, you
basically clobber your opponent into submission,
forcing him to give up.

You must be within three feet of your opponent
to make a brawling attack. For every successful hit,
roll 1d4 to determine the points of damage you
caused. If your character’s Strength is very high or
very low, add the appropriate number from the
““Damage Bonus’* column of Table 1 to the result of
this roll (but note that any successful attack does at
least 1 point of damage).

If the damage inflicted reduces a target’s hit point
total to O or less, the victim might be knocked out. Ei-
ther you (for your character) or the referee (for a
non-player character) rolls a percentage. If the re-
sult is greater than the victim’s System Shock num-
ber (see Table 3), he is knocked out for 1d10 rounds.




Ifitis equal to or less than that number, the victim re-
mains conscious—barely—with 1 hit point.

When a knockout victim regains consciousness
and gets back to his feet, he has 1 hit point (and if he
gives you any more trouble, you might try to knock
him senseless all over againl). The rest of the sub-
dual damage he suffered is recovered at the rate of
1d4 hit points per hour.

Bludgeoning

Sometimes, you need to knock someone out in a
hurry. One way to do this is to reach for a handy
bottle, pipe, or brick, or the butt of your laser pistol,
and use the object as a club.

To make this attack, first state (to the referee) your
intention to bludgeon. Because the weapon is not
being used to intentionally cause fatal damage, you
must take a —4 penalty to your attack roll.

When a hit is scored, the defender must make a
System Shock roll at half his normal chance of suc-
cess (rounded down). For example, a target with a
Constitution of 13 has a System Shock number of
85, meaning that he normally needs a dice roll of
01-84 to avoid a knockout. But as the victim of a
bludgeoning attack, his System Shock number is re-
duced to 42, and he needs a roll of 41 or lower.

Damage done with a weapon in a bludgeoning
attack is real damage (not subdual damage, as we
described earlier). After all, the butt of the pistol
didn’t get any softer because you weren’t necessar-
ily trying to hurt the guy much. And it isn’t possible
to “pull your punch” and not use your character’s
Damage Bonus for Strength—so if you want to
knock out a guard but you also want him around
for questioning later, the second part of that plan
might be foiled if you end up hitting him too hard.

Melee Combat

While not as common as they once were, melee
weapons—the kind that make direct contact with
an opponent—still occupy an important place in
25th-Century combat. Knives, mono knives, and
ceremonial polearms can be found all over the inner
solar system. And for going one-on-one in close
quarters, swords and cutlasses are still the weapons
of choice for many marauders.

Range

When attacking with a melee weapon, you must
be within hand-to-hand range for the weapon, as
listed on Table 23. The range of a melee weapon can

be as short as 3 feet (for a knife, dagger, or club) and
as great as 9 feet for a polearm (a blade mounted on
the end of a long shaft). One important thing to re-
member about range is that when you’re close
enough to hit an opponent, chances are that you're
also close enough to be hit. If you wade into combat
with a dagger (range 3 feet) against someone
swinging a sword (range 6 feet), you shouldn’t be
surprised if your referee assesses a penalty to you or
gives a bonus to your opponent to reflect the reality
that he can hit you before you can hit him.

Table 23: Melee Weapons

Range Rate

(feet) Damage of Fire
Knife 3 1d3 1
Dagger 3 1d4 1
Club, bottle, etc. 3 1d4 1
Mono Knife 3 1d6 1
Cutlass 6 1d6 1
Sword 6 1d8 1
Polearm 9 1d10 1
Mono Sword 6 1d10 1
Kryptx 6 var. 1
Damage

Every type of weapon has a damage figure, ex-
pressed as a die roll. Whenever you score a hit with
that weapon, you roll the indicated die, and your
opponent subtracts that number from his current
total of hit points. Also, characters with exception-
ally high or low Strength scores will increase or de-
crease the damage they do on each hit with a melee
weapon; see the “Damage Bonus’ column on Table
1. Any hit with a melee weapon will cause at least 1
point of damage, even if low Strength or some
other penalty calls for a subtraction that reduces the
damage roll to O or less.

To determine the damage done by a knife (1d3),
roll 1d6 and divide the result by 2 (rounding up) for
a figure of 1, 2, or 3. The damage for a kryptx, a
weapon normally used only by Venusian priests, is
given as “variable” because of the special nature of
the weapon; see The Technology Book for details.

Rate of Fire

This statistic has greater meaning for ranged
weapons (see the next page) than for melee weap-
ons. In this case, the number simply means that you
can make one attack per round with any melee
weapon, regardless of its size or the damage it
causes.




Ranged Combat

The most popular type of weapon used in the
25th Century, ranged weapons include lasers, heat
guns, rocket pistols, and other projectile
weapons—any device that does damage to a target
without requiring the attacker to be within arm’s
reach. The combat statistics for ranged weapons are
given in Table 24.

Range

In general, attacking with a ranged weapon is
much like attacking with a melee weapon. The first
step is to make sure that the target is in range for
your weapon type. Determine how far you are
from your intended target, in feet, and compare
that to the number in the ‘‘Max. Range” column on
Table 24. That number is the outermost limit of long
range—if you're any farther away than this, your
shot will automatically miss.

If the.distance between you and your enemy is
half of that number (or less), then you can make
your attack at medium range. If you're separated by
only one-quarter (or less) of that distance, then you
attack at short range.

Range determination is important, because the
farther you are from your target, the smaller your
chance of hitting it:

Any attack at long range is made witha —5
penaity to the attack roll.

Any attack at medium range is made with a
-2 penalty to the attack roll.

Any attack at short range is made at no pen-
alty to the attack roll.

Two other vital considerations when attacking
with a ranged weapon are line of sight and size of
Table 24: Ranged Weapons

Max. Dam- Rate
Range age of Fire Shots

Needle Gun 300 1d3 3 20
Bolt Gun 400 1d4 2 10
Desert Runner 200 1d4 1 10
Crossbow or 1d8
Kryptx 400 1d6 1 10
Laser Pistol 800 1d8 3/2 7
Rocket Pistol 400 1d10 2 5
Microwave Gun 400 1d10 2 10
Laser Rifle 3000 1d12 1 14
Heat Gun 60 2d6 1 7
Rocket Rifle 2000 2d8 1 10
1

Sonic Stunner 40 special 14



the target—obviously, you can’t hit something you
can’t see. That 3,000-foot maximum range figure for
the laser rifle looks pretty impressive—but keep in
mind that it’s virtually impossible to see the body of
a man from more than half a mile away. Your ref-
eree will let you know if you're not able to see a tar-
get well enough to fire on it (or, if he’s generous, he
might allow you to take the shot with an extremely
large penalty to your chance of hitting).

Damage

Determining the damage from a ranged weapon
attack is much the same as for a melee weapon at-
tack, except that you don’t get a damage bonus for
Strength; a 98-pound weakling can do as much
damage with a laser pistol as a musclebound hulk
can. However, remember that your Dexterity does
have an effect on your chance to hit the target in
the first place; check the ““Missile Bonus” column on
Table 2 and apply that modifier to your attack roll
before you determine whether or not you hit what
you aimed at.

The damage figure for the Desert Runner cross-
bow is variable (either 1d4 or 1d8) depending on
what type of ammunition the weapon is using.
Damage for a sonic stunner is listed as “‘special”” be-
cause the weapon does not cause the target to lose
hit points. See The Technology Book for details on
both of these weapons.

Rate of Fire

Some ranged weapons can be fired more than
once per round, as shown on the “Rate of Fire”
column on Table 24. The laser pistol is something of
a special case; its figure of 3/2 means that it can be
used three times every two rounds (but not twice in
each of two consecutive rounds). You don’t ever
have to fire a weapon more than once per round,
but when the capability is available it can some-
times come in pretty handy. You can take multiple
shots against the same target, or against different
targets that are located no more than 10 feet apart
and in the same general direction. Each shot re-
quires a separate attack roll.

Shots

In a hot and heavy firefight, this might turn out to
be the most important weapon statistic of all. Any
ranged weapon can only be used a certain number
of times before it runs out of ammunition or out of
power. At that point, you need to spend 1 round re-
loading or recharging the weapon (if you have a re-

load available) before you can use the weapon
again. Always keep track of how many shots
you've fired—because you can be sure that your
referee is doing the same thing.

Thrown \Xeapons

Attacks with thrown weapons are performed
similar to attacks with ranged weapons, except that
the attacker must provide the propulsion—and that
means that the range of a thrown weapon depends
upon the Strength of the thrower. As a general rule,
an object weighing 5 pounds or less can be thrown
(with accuracy) as many feet as the character’s
Strength times 5, with a minimum of 30 feet and a
maximum of 100 feet. For every 5 pounds of addi-
tional weight (or any fraction thereof), the maxi-
mum throwing range is halved. Table 25 describes
the combat statistics for thrown weapons (and for
heavy weapons, which are discussed in the next
section).

The farthest that a character can throw a weapon
represents the outermost limit of long range; half of
that distance is the extent of medium range, and
one-quarter of that distance is the limit of short
range. Penalties to the attack roll apply (-5 for long
range, —2 for medium) for thrown weapons just as
they do for ranged weapons.

There are two kinds of thrown weapons (not
counting grenades, which are discussed sepa-
rately). Those specially designed for throwing, such
as darts (or throwing knives, if your referee wants
to use such items), are used with only the standard
penaities for long or medium range. However, bot-
tles, pistols, bricks, and other objects aren’t de-
signed to be thrown. Any attack made with this sort
of throwing weapon suffers an additional —4 pen-
alty. (Sometimes it's worth a shot anyway; having a
—9 penalty to hit with a brick at long range is better
than having no brick at all.)

Table 25: Thrown Weapons and Heavy \Weapons

Max. Rate

Range Damage of Fire
Dart special 1d4 1
Brick, bottle, etc. special 1d4 1
Grenade special  special 1
Grenade Launcher 200 special 112
Plasma Thrower 400 4d10 112
Rocket Launcher 1000 5d10 112




Grenades and Explosives

One very specific thrown weapon is the grenade.
As with other attacks, the idea is to hit your target.
However, a failed attack roll may also have some ef-
fect, since grenades and other types of explosive de-
vices are weapons that affect an area: If they miss
their target, they can do some amount of damage to
any character or creature within a certain distance
from the explosion. The trick is to determine what
targets, if any, fall within range of that effect.

All explosive weapons have a blast radius—a
spherical area centered on the point of explosion,
extending a certain number of feet in every direc-
tion. The size of the blast radius depends on the
type of weapon, as described on Table 26.

Table 26: Blast Radius (in feet)

Explosivegrenade ............... 10
Stungrenade ................... 15
Dazzlegrenade ................. 15
Gasgrenade ................... 20
Rocket launcher shell ............ 20
Plasma thrower canister .......... 25

To determine what targets are within this blast ra-
dius, you'll need to know exactly where the gre-
nade (or other explosive device) came down. If the
attack hits the target, then the target is the place
where the blast radius originates. If the attack does
not hit, roll 1d4 to determine in which direction, rel-
ative to the target, the grenade missed. (Exception:
For an attack at short range, no die roll for direction
is necessary; the grenade always lands behind the
target.)

1:in front

2: behind

3: to the target’s left

4: to the target’s right

Next, roll 2d20 (for a grenade) or 3d20 (for a
heavy weapon projectile) to determine, in feet,
how far from the target the grenade fell. Now you
know the point from where the blast radius begins,
and you can figure out what targets (if any) are
within that area.

If a target is hit directly by a grenade (whether or
not it was the intended target), then that character
or creature suffers 4d10 points of damage. Any tar-
get within the blast radius but not hit directly by the
weapon has a chance to avoid some of the damage
by making a saving throw vs. explosion. If the sav-
ing throw succeeds, the target suffers only half of
the amount of damage rolled. (Saving throws are
discussed in more detail later in this chapter.)

As an optional rule, your referee may want to al-
low longer ranges for thrown weapons in low-
gravity environments. To simulate this effect, use
the ““Weight Multiplier’” column from Table 16 to de-
termine maximum range. For instance, on Luna a
character can throw a grenade six times farther
than on Earth. In zero gravity, the multiplier is X 2
(or perhaps higher, if the character makes a success-
ful Maneuver in Zero G Skill Check). Note that the
blast radius of a grenade is not multiplied, and this
benefit only applies to weapons (and other objects)
that are thrown by hand.

Three special types of grenades that don’t cause
hit-point damage are also mentioned on Table 26.
These weapons affect all characters or creatures in
their blast radius, unless those targets make saving
throws against the specific effect of the grenade. (A
target hit directly by a special grenade is also al-
lowed a saving throw). A successful saving throw
means that the target was able to completely avoid
being affected by the grenade. The special types,
and the saving throws that apply to them, are as
follows:

Stun grenade: save vs. paralysis/stun/fall

Dazzle grenade: save vs. electrical shock

Gas grenade: save vs. gas/poison

In all cases, a victim of one of these grenades who
fails his saving throw and is not wearing some kind
of protection (dark goggles against a dazzle gre-
nade, a breathing mask against a gas grenade) is
knocked out for 1dé rounds. An unconscious char-
acter is motionless, defenseless (no adjustments to
normal Armor Class, automatically loses initiative),
and in danger of being killed quickly unless he is
protected by an ally.

Heavy \X/eapons

This category includes three weapons that use
special “‘shells” to cause a great amount of damage
to distant targets. The grenade launcher is simply a
device that allows the user to “‘throw’ a grenade
(of any type) as far as 200 feet. The plasma thrower
uses a canister of flammable jelly that detonates on
contact and has the largest blast radius of any area-
effect weapon. The rocket launcher throws a large
explosive shell that does more damage than any
other weapon. Note that all of these heavy weap-
ons have a slow rate of fire; they can only be used
once every two rounds, because of the time re-
quired to reload them. (See The Technology Book
for other information.)




Saving Throws

The concept of saving throws was indirectly in-
troduced back in the chapter on Races, when cer-
tain character types were described as being
resistant to heat, vulnerable to suffocation, and so
forth. The subject came up again in the preceding
section of this chapter, concerning grenades and
other area-effect weapons. Now’s the time to get
down to particulars.

A saving throw is, quite simply, a 1d20 roll that
helps to determine if a character is affected by some
threat to his well-being. The threat may come as the
result of combat (the explosion of a grenade, for in-
stance) or as the result of exposure to some unpleas-
ant occurrence (a fall) or condition (a radiation leak).
When a character attempts a saving throw, he’s try-
ing to save himself against the threat in question;
that’s where the expression ‘“‘save vs. explosion”
(for instance) comes from.

Table 27: Basic Saving Throws

Type Roll Needed
Explosion/Plasma Fireball ................. 14
Electrical Shock ......................... 13
Paralysis/Stun/Fall ....................... 15
Toxic Atmosphere/Gas/Poison . ............. 14
Suffocation. . ........... ... ... .. ... ..... 16
Radiation ................ ... .. ... ...... 13
Extremes of HeatorCold. ... .............. 13

Table 27 lists the basic saving throws for each
category—the numbers that you must equal or ex-
ceed on a 1d20 roll to prevent your character from

Table 28: Racial Modifiers to Saving Throws

Explosion/ Electrical Paralysis/ Toxic/Gas/

Race Plasma Shock Stun/Fall
Terran 0 0 +1
Martian 0 0 =]
Lunarian 0 0 0
Venusian 0 +1 +1
Mercurian 0 0 +1
Tinker -3 -2 0
Worker 0 0 +3
Terrine +4 +3 +3
Delph +2 +1 +3
Lowlander +2 +3 +2
Desert Runner . +1 +1 +2
Stormrider -2 +2 0
Spacer 0 +3 +5

**: Immune

being harmed, or to reduce the amount of harm he
suffers.

Those numbers (not including modifiers for race,
which we’ll get to in a moment) are the required
saving throws for 1st-and 2nd-level characters.
When a character attains 3rd level he gets a + 1 bo-
nus to all of his saving throws, and then an extra
+1 for every third level he gains thereafter (total
bonus of +2 at 6th, +3 at 9th, etc.). The bonus is
added to the die roll, which reduces the number
you need to roll for a successful saving throw.

Racial Modifiers

Because of the environment they come from or
some aspect of their basic nature, characters of the
various races have different degrees of resistance to
the effects that call for saving throws. These differ-
ences are reflected on Table 28, which gives the bo-
nuses and penailties to each type of saving throw
for each player character race. (We could have ex-
pressed these as “die roll needed”” numbers for 1st-
and 2nd-level characters by simply incorporating
the bonus or penalty into the basic saving throw
number for each category, but it’s a little easier to
see the differences between the races by just look-
ing down the columns of pluses and minuses.)

Again, as with the bonus for experience levels de-
scribed above, the numbers on Table 28 are meant
to be added to the 1d20 roll—notto the basic saving
throw number. A positive number indicates some
degree of resistance, and a negative number indi-
cates vulnerability to a certain type of threat. For in-
stance, a Venusian is resistant to toxic atmosphere,
gas, or poison; his saving throw roll is increased by

Suffo-
Poison cation Radiation Heat Cold
0 0 0 0 0
0 +1 +1 -1 +1
~= 1 +2 +2 -1 |
+3 -2 +1 +3 -2
0 +1 +3 +4 -3
| 0 0 0 (0]
(0} 0 0 0 0
+3 +1 +2 +2 +2
+1 +4 +1 -4 +2
+4 -4 +1 +6 -6
0 +2 +2 -3 +4
+4 -4 +1 0 +3
+4 o +4 +5 +5




3 (so that he actually only needs to roll an 11 or
higher to succeed). On the other hand, he is vulner-
able to extreme cold and must reduce his die roll by
2 (which means he needs a 15 or better to succeed
against that kind of threat).

Saving Throw Priority

Notice that the list of threats that call for saving
throws is given in a certain order: The top-to-
bottom sequence of Table 27 is the same as the left-
to-right orientation of Table 28 (and the descriptions
that follow are also given in that same order). This
sequence is an indication of the priority that each
type of saving throw has in a situation when your
character is faced by more than one of these dan-
gers at the same time.

Let’s imagine a gruesome situation: An explosion
rips a hole in the side of your ship, air is rushing out
through the rupture, and the reactor shielding was
also damaged, causing a radiation leak. What sav-
ing throws do you make, and in what order?

You have three threats to deal with, and to get
out of this mess you have to save against each of
them. According to the sequence, you first have to
make a save vs. explosion. That's your most immedi-
ate concern, because if you fail that save it won't
make much difference whether you run out of air or
get poisoned by radiation. Next in line is a save vs.
suffocation, because you would succumb to lack of
air before you would be affected by the leaky reac-
tor. Finally, if you're still around, you attempt a save
vs. radiation. Nothing to it . . . right?

Explosion/Plasma Fireball

This is the threat you have to worry about when-
ever you're caught in the blast radius of a grenade,
a plasma thrower, or some other explosive device.
(A number of other factors can cause explosions,
too, but they aren’t specifically covered in these
rules.) If you're caught, you can’t avoid getting hurt,
but if you succeed on a save vs. explosion, you only
take half as much damage (rounded down) as you
would otherwise—you were able to dive for cover
at the last instant, or you got lucky and most of the
force of the blast was directed away from you.

Electrical Shock

When you’re exposed to a large amount of elec-
trical current (a charged fence, a loose wire on an
atomic generator or a ship’s control panel), you will
suffer a certain amount of damage—usually 1d10,
but perhaps more or less in certain cases at the ref-

eree’s discretion. If you succeed on a save vs. electri-
cal shock, you suffer half damage—you pulled
away or jumped away before getting a real good
jolt of juice.

Paralysis/Stun/Fall

Three different threats that all have the same ba-
sic effect—an abrupt, forceful physical trauma. Your
nervous system can be paralyzed or stunned by
some kind of strong vibration or energy field, such
as that produced by a sonic stunner. If you succeed
on a save vs. a paralysis or stun attack, you escape
the effect altogether; if you fail, you’re knocked out
or rendered helpless for 1d10 rounds (or some other
variable amount of time, depending on the device
that did the damage).

Falling, as you've often heard, doesn’t hurt a bit;
it’s that sudden stop at the end that does the dam-
age, If you take a tumble on Earth, you suffer 1d6
points of damage for every 10 feet of the fall (but a
fall of more than 200 feet doesn’t add anything to
the damage; after all, 20dé is enough . . .). If you suc-
ceed on a save vs. fall, damage is halved—you
broke your fall, or fortunately managed to hit one
of the softer rocks in the vicinity.

On most places other than Earth around the in-
ner solar system, falling damage is not as severe be-
cause gravity isn’t as strong. Table 29 summarizes
these differences.

Table 29: Falling Damage

Damage

Location per 10 feet Maximum
Earth 1dé 20d6
Venus 1dé6 18d6
Mars 1d4 10d4
Mercury 1d4 8d4
Luna 1d2 8d2
Large asteroid 1 10

Toxic Atmosphere/Gas/Poison

The effect of failing a saving throw against one of
these threats depends on the exact nature of the
gas or poison (something your referee will deter-
mine). A sleep gas will knock you out for a certain
number of rounds; toxic gas or poison will cause
damage during each round you’re exposed to it
(and might also knock you unconscious).

Diseases also fall into this category. Failing a sav-
ing throw means that you suffer whatever adverse
effects the disease brings with it: loss of hit points,
loss of Strength, inability to perform normal activi-
ties, or anything else the referee dictates. (You may




get to attempt new saving throws on a daily or
twice-daily basis to see if you succeed in fighting off
the effects of the illness.)

In all of these cases, succeeding on a saving
throw means that you were able to avoid the bad
stuff—the gas dissipated quickly, the poison didn't
have enough potency, the disease was not able to
get a foothold on your physiology.

Suffocation

Unlike the dangers described above, suffocation
is a constant threat for as long as the conditions ex-
ist. You must attempt a saving throw vs. suffocation
in each round during which you don’t have an air
supply. For every save that you fail, you suffer 2d10
points of damage; for every save that succeeds,
damage is halved.

You might be able to hold your breath long
enough to get to your spacesuit and climb into it: A
character can hold his breath for a number of
rounds equal to one-third of his Constitution score
(rounded up); after that, he has to breathe, setting
off the need to make saving throws vs. suffocation.

Radiation

Whenever a character is caught outside in a solar
storm or exposed to a radiation leak, a radiation
save must be made. But radiation is a relatively slow
killer, depending on what sort of exposure is
present. One saving throw is made for the overall
dose, as soon as the character has managed to
move away from the source of exposure. On a suc-
cessful saving throw, damage is halved.

Damage from radiation is assessed all at once 1d6
hours after the character has moved away from the
source of exposure—or, if he never does get away,
the referee keeps track of damage as it accumulates
and pronounces the character dead when his hit
point total drops to O (no saving throw allowed as
long as the character continues to be exposed to the
radiation).

The amount of damage that is caused by a source
of radiation is up to the referee’s judgment, but
should usually be at least 1d4 per round and in most
cases no more than 1d8.

Extremes of Heat and Cold

This kind of saving throw is made whenever an
unprotected character is exposed to extremes of
temperature: the frigid wastes of the arctic, a blister-
ing tropical sun, and so forth. This type of exposure
damage is slow and steady, affecting a character on

an hour-by-hour basis. While the referee should use
some leeway in determining the extent of damage
(basing it on the conditions encountered), in gen-
eral extreme temperature conditions will cause 1d4
to 1dé damage for every hour of exposure, or half
that much if the character makes a successful saving
throw (attempt a new save every hour).

Note that the definition of “‘extremes of tempera-
ture” here is not extended to include the chill of
deep space or the broiling heat of the sun side of
Mercury. Exposure to conditions such as these will
cause almost immediate death, and no saving
throws are allowed.

Damage and Death

Damage is a fact of life. If you dish it out, sooner
or later you’re going to have to take it. The ultimate
challenge for characters in the XXVc™ game is not
avoiding damage—that’s virtually impossible—but
avoiding death.

For the sake of simplicity, damage in the game is
expressed as a simple loss of hit points. Every time a
character takes one or more points of damage, he
loses that many hit points. If his hit point total
reaches zero, the character is dead. (There are ways
to restore lost hit points; some of them were cov-
ered in the chapter on Skills, and another method is
coming up at the end of this chapter.)

The rule system for damage makes no attempt to
be realistic, because realism would add so much
complexity that it might take an hour or two to play
out a single combat encounter. What happens if a
character takes a wound in his arm, so that he can’t
use a weapon? In his leg, so that he can’t move? In
his head, so that . . . Well, we could go on, but the
point is this: You won't find any rules for specific
damage in this book. Still, you're free to develop
whatever system works well for you.

Dying

When a character reaches O hit points, he is dead.
Period. (With one slim exception; see the next sec-
tion.) Although the science of the 25th Century is
very advanced, there’s no way to bring a dead char-
acter back to the land of the living. . . .

Life Suspension

... Well, at least not immediately. And only in the
best of circumstances.

Someone with one foot across the threshold of
death’s door (at O hit points or fewer) can be saved




by the use of a life suspension device. However,
there are some major requirements to be met.

The first one is that a life suspension device has to
be available. These glassite cylinders are bulky (500
pounds, 8 feet long, 3 feet in diameter), requiring at
least a large ground truck or a decent-sized rocket
ship to cart them around. And they‘re expensive (at
least 150,000cr), which means they’re pretty scarce.
What that adds up to is the obvious fact that you
aren’t going to find a life suspension device—
especially an empty one—on just any ship or rock
you happen to be visiting.

Next, the device has to be available quickly. To
have any hope of being revived, a character must
be placed in the device within five rounds after he
drops to 0 hit points.

Finally—and this is the easiest part of all—there
has to be a medic available to operate the machine.

If all of those conditions are met, the medic still
has to succeed at a couple of checks using his Life
Suspension Tech skill. (This process is described in
the chapter on Skills.)

Allin all, not much of a chance. But any chance is
better than no chance at all . . . which is what the
next section is all about.

Inescapable Death

The setting of the XXVc™ game is a stage upon
which player characters perform heroic, death-
defying actions. Much more often than not, they
survive. (If they didn’t, everyone would quickly get
tired of playing.) An inventive referee will help
player characters avoid the consequences of bad
luck, using scenarios such as these:

—The bad guy pops up behind you, sticks a
rocket pistol into your back, and pulls the trigger—
but lo and behold, the gun misfires! Before he can
get away, you whirl around and blast him with
your own weapon.

—Your fighter takes a massive hit, disabling its
controls. You go into a flat spin, careening toward
the mountain that looms in your viewscreen . . .
when all of a sudden, your rocket-powered ejection
seat activates, blowing you free of the cockpit and
letting you make a soft landing.

However, there are going to be times during your
game when common sense should take precedence
over rules mechanics or the referee’s altering of re-
ality, and most of those will be occasions when a
character (or, more precisely, a player) tries to do
something that’s just plain dumb. If a character
takes a plunge out of an airlock (the wrong way)
without a spacesuit, or opens the radiation baffles

in the engine room “‘just to see what fusion looks
like,” there isn’t much that a referee—even a gener-
ous one—can do.

Although the object of the XXVc™ game is to
have a good time, the referee should do his best to
maintain a semblance of reality in the game. When
inescapable death is really and truly inescapable,
the only thing the referee can do—to maintain his
own credibility—is to let it happen.

Healing

When your character is feeling poorly, and a new
infusion of hit points is just the thing he needs, there
are a few facets of the game rules that he can take
advantage of: medical treatment and natural heal-
ing.

Medical treatment is dealt with in the chapter on
Skills—specifically, in the sections covering the First
Aid skill (which any character can have) and skills
that are available only to medics. In this section,
we're concerned with the way that characters can
heal themselves without any outside help. And that
comes down to one short word: rest.

Natural healing is a fairly slow process, but it
works without fail when the injured character fol-
lows some simple rules. A character who does not
engage in vigorous activity (strenuous work, com-
bat, jumping, quick or extended movement) can
gain back 1 hit point per day of rest. During any day
when these “‘take it easy’’ requirements are not
met, the character does not improve in health.

If a character does nothing but sleep and rest for
an entire day, he can restore up to 3 hit points dur-
ing that day. While this is a good option for charac-
ters in transit between planets, with nothing better
or more urgent to do, it may not be possible all the
time.

Sometimes, your referee may allow your charac-
ter to use the time between adventures as healing
time; when you and the other players gather for the
next playing session, a certain number of days or
weeks (of ‘““game time”’) will have passed and every-
one will be back at full strength.

No matter how your character gets back his hit
points, remember that under no conditions can a
character regain more hit points than he had origi-
nally (at full health, before taking any damage).

a




Rocket Ships

A modern rocket ship is an advanced and highly
sophisticated piece of machinery. Yet, in basic princi-
ples, it is almost exactly like the ancient rockets of
the 20th century: a hollow tube containing fuel, an
electronic guidance system, and an engine pushing
fire out of the back.

Actually, there’s a little more to it than that. The
internal systems of a typical rocket include the fol-
lowing compartments:

Sensors tell the rocket where it’s going and what
it is encountering along the way. The communica-
tion system, which is combined with the sensors,
enables a ship to send and receive messages.

Controls are used to steer and propel the ship.

Life Support includes air tanks, air and water re-
cyclers, hydroponic vats and air-conditioning sys-
tems.

Fuel is the raw chemicals burned by the engine,
as well as refrigeration units to keep the fuel and ox-
idizing agent at extremely cold temperatures and
pumps to move the fuel into the engine when it's
needed.

Engine is one word that covers a lot of smaller
devices and subsystems. The Injector mixes the fuel
and pumps it into the Reactor, which then super-
heats it to gas. (Shielding around the reactor keeps
the radiation from reaching the crew.) Finally, the
Fusion Converter (not found on some ships) bom-
bards the superheated fuel with free electrons,
turning it into pure fusion energy.

The rockets of the 25th Century take off and land
vertically. Powerful gyrostabilizers keep the rocket
balanced on its fins as it comes in for a landing,
while massive jacks make sure it can’t be toppled
while it’s sitting on the ground. The rocket is ar-
ranged in a series of decks, stacked one on top of
the other, with the sides of the rocket serving as
walls and the intervening decks as floors and ceil-
ings. This means that to go from one part of the
rocket to another requires elevators or ladders. It's
useful to think of a rocket as a skyscraper apartment
with wings.

When the ship is on the ground, the force of
gravity holds things down to the decks (floors).
When the rocket is moving, the constant push of
the engines provides a counterforce that pushes ob-
jects to the “back’’ of the rocket, providing a sort of
artificial gravity. When the engines are cut off, of
course, this effect of acceleration disappears, and
everything in the rocket becomes suspended in zero
gravity.

In the early days of interplanetary travel, back in

the 21st Century, ships blasted nose first for half of a
trip, then turned end over end and blasted in re-
verse to slow down for landing. The ships of the
25th Century are far more powerful than those
older ships, and are able to make the braking ma-
neuver at the last part of the trip, just before land-
ing. Braking uses a great deal of power and fuel, but
these are two things 25th-Century ships have a lot
of.

Types of Ships

So far we’ve talked about the basic mechanics of
rockets. But how does this translate into game
rules? While we’ve given you a wide selection of
“stock” ships, you’ll soon want to design your
own, as well as gaining a better understanding of
the underlying theories of rocket design. The way
to startis by learning about the types of ships availa-
ble. In the following descriptions, you’ll see refer-
ences to some game-related concepts (reaction
bonus, hit points, and so forth). What they mean
and how they fit into the XXVc™ game rules will be
explained later in the chapter on Space Combat.

Fighters

Fighters occupy a very specific niche in the forces
of the solar system. They are normally very small,
one-to two-man vehicles, with limited range and
weaponry. Fighters are powered by less sophisti-
cated atomic motors that lack the fusion converters
of larger vessels, making them incapable of inter-
planetary travel. However, they are cheap, easy to
build, and can easily be carried from place to place
as part of a larger ship’s cargo load.

The biggest strength of the fighter is its ability to
be designed for a specific environment. But as a re-
sult of this specialization, fighters are generally lim-
ited to being usable on or near the planet for which
they were designed. However, this specialized na-
ture also makes fighters the supreme combat ma-
chines for their intended battlefield—faster than
battlers and transports and more maneuverable
than cruisers.

Here are advantages and disadvantages of sev-
eral major fighter types:

Martian Fighters: These types have large wings
for better maneuvering in the thin Martian atmos-
phere. They are armored with an ablative plastic
hull coat which resists sandstorm damage. (Other
types of fighters that get caught in a Martian sand-
storm suffer 2 hit points of hull damage per round
of exposure.) Martian fighters cannot travel in space




(not enough power), and are only marginally useful
on Earth, Venus, and Jupiter, where their large
wings make them especially vulnerable to atmo-
spheric buffeting (canceling any reaction bonus
that the fighter would have in a thinner atmos-
phere).FL) Venusian Fighters: These fighters are
adapted for the harsh acid rains and heavy atmo-
spheric pressure of \enus. As a result, they are more
like dirigibles than airplanes, with sturdy hulls and
ballast tanks. They don’t fly as much as they swim
through the dense air. Venusian fighters are ugly,
but are excellent at maneuvering in the thick soup.
They would do well in the lower reaches of Jupiter,
but would be hopelessly inept on Earth or Mars ( +6
reaction bonus).

Earth Fighters: These types are a mix of stream-
lined hulls and narrow, variable wing geometry; in
some ways, they resemble the sleek fighter planes
of the late 20th Century. Earth’s atmosphere allows
maximum maneuverability without the huge wings
required on Mars or the heavy armor needed on Ve-
nus. On Mars, these fighters must operate with
their wings fully extended, and even then they lose
a lot of their “‘dexterity”” (+ 6 reaction bonus). On
Venus or Jupiter, the powerful storms and acid rains
would quickly rip them apart (5 points of hull dam-
age per round of exposure).

Cruisers

Cruisers are the main rocket vessels of the XXVc™
game universe. Unlike fighters, which are designed
for the conditions of specific planets, cruisers are ca-
pable of moving in all mediums.

Most cruisers range from 50 to 200 feet in length
(although a heavy cruiser can be as much as 1,000
feet long). The hull is cylindrical, and vanes or
wings are often mounted on the hull for stabiliza-
tion in atmosphere. However, cruisers do not use
these wings for flight—the body of a cruiser is too
bulky to be supported by its wings alone, so they
“brute force” their way around with their huge
rocket motors. This means that cruisers are not as
maneuverable as atmospheric fighters. Also, when
a cruiser loses its engines, it has all the gliding ability
of a rock. A very large rock. .

Cruisers are, however, well within the theoretical
design limits for a craft about the size of a 20th-
Century DC-10. When piloting a cruiser, it's useful
to ask yourself, “What could | do with a jetliner
armed with lasers and missiles?”

Because of their size and powerful fusion con-
verters, cruisers are the most commonly used ships
for interplanetary travel. Most cruisers have tiny




crew quarters, a combination galley/community
space, a control deck, some cargo space, an airlock
and a weapon/suit locker. Most cruiser travel is
done at high speeds, with little regard for comfort.

Cruisers fit into the tactical scheme of the 25th
Century between fighters and battlers. Fighters are
designed for combat in very specialized arenas,
such as space or a specific planet. Battlers are de-
signed to carry a group of fighters, lots of arma-
ment, and huge numbers of assault units to a battle
zone. The role of the cruiser is much like the role of a
20th-Century fighter-bomber. It can be useful in
combat in a wide variety of situations.

Small cruisers, known as scouts, are almost as ma-
neuverable as fighters, and can often hold their
own in a dogfight—especially with an experienced
pilot at the controls. Medium-sized cruisers are well
armed and can serve as transports for relatively
small squads of troops. Large cruisers are tough
enough to take anything that any other ship—
except a battler—can dish out. This range of types
and versatility makes the cruiser the primary ship of
choice throughout the system.

Asterovers

The asterover is an all-purpose vehicle, generally
somewhat similar in design to the old-fashioned Lu-
nar Module of the Apollo project. It contains a pow-
erful rocket motor, a bulky cockpit, some lab and
living space, and stubby maneuvering fins. The as-
terover is a purely brute-force vehicle, able to travel
from orbit to a planet surface and back again; like
the fighter, it is not capable of making an interplane-
tary trip.

Battlers

Battlers are by far the largest ships in the XXVc™
game universe. Each one is essentially a spacefaring
military base, carrying enough weaponry and
enough troops to mount a successful full-scale as-
sault on most medium-sized cities. Because of its
size, a battler is the only type of ship that can carry
other ships; many battlers have hangar bays that
can hold fighters (enabling the small ships to be
transported from planet to planet if desired).

Battlers are very large—the smallest types may be
nearly 1,000 feet long and carry a crew of 200 or
more. Medium-sized battlers are 2,000 to 3,000 feet
long, with crews of 300 to 500. The largest battlers
are nearly 2 miles in length and have more than
1,500 crewmen.

Battlers are deep-space vessels, unable to land on
a planet. However, because they sometimes must

skim the atmosphere of a planet to scoop up gas
and liquid to power their fusion drives, they are
moderately streamlined, built around a cylindrical
hull with a cone-shaped nose. Living spaces, weap-
ons systems and hangar bays can be extended on
booms and then retracted when in combat or skim-
ming modes.

A typical war fleet consists of one or two battlers
surrounded by a screen of 10-12 cruisers of varying
sizes. Typically, one battler in the fleet will carry a
complement of 20-50 fighters designed to operate
in the atmosphere of the target planet, while the
other will carry space fighters to be used for fleet
defense and for attacks on orbital installations.

Transports

Transports are the beasts of burden of the 25th
Century. They come in a wide variety of shapes and
sizes, but all have one fundamental thing in com-
mon: Their purpose is to carry cargo from one place
to another. They can operate in atmosphere as well
as deep space, and spend most of their working
time in transit between planets or asteroids.

Transports sacrifice speed, maneuverability, and
armament for cargo space. Weaponry is usually
very sparse, sometimes only a single laser or gyro-
cannon. The crew of two (a rocketjock and an engi-
neer) is limited to a small, cramped cockpit, with a
tiny sleeping and eating area.

Freighters

In terms of its function and purpose, a freighter
has a lot in common with a transport, but it’s differ-
ent enough that it belongs in a separate category.

A freighter carries cargo, but its loads are typically
small in volume and high in value—the sort of mer-
chandise that people don’t feel comfortable about
trusting to a lightly armed transport. To protect its
cargo, a freighter generally has as many weapons
as crew members (typically three of each).

Because of the high-risk nature of operating one
of these ships, freighter crews are often made up of
people with a thirst for adventure and intrigue (in
other words, player characters).




Ship Construction

Designing a rocket ship is a lot like designing a
character; there are attributes, hit points, weapons,
and armor to be determined and selected. But un-
like character attributes, ship attributes are not de-
termined by using dice. Instead, they are directly
related to the tonnage of ship.

Tonnage

The first thing you’ll need to consider when build-
ing or buying a rocket cruiser is its tonnage. A com-
mon misconception is that because rockets are often
called “'ships,” they must weigh as much as Earth-
type watercraft (which can be upwards of 100,000
tons). In reality, a rocket ship is
actually a rather sophisticated
aircraft. With the exception of
battlers, 25th-Century ships are

Variations

The width of the rocket is determined by dividing
the tonnage by 2 (rounding down). Our 50-ton,
100-foot-long rocket is 25 feet thick.

Cargo

All 25th-Century rockets have some cargo space;
even on the smallest ships, there’s room for provi-
sions and personal belongings of the crew mem-
bers. Cargo space is measured in tons and is
determined by dividing the overall tonnage of the
ship by 2. For example, a ship weighing 30 tons can
carry 15 tons of cargo. Cargo space can be traded
for weaponry at a cost of 10 tons of cargo space per
weapon, or vice versa. (Installing weapons is cov-
ered later in this chapter.)

Speed and
Maneuverability

capable of flying in atmos-
phere just like other aircraft
(and even battlers need to visit
the fringes of an atmosphere
periodically), which requires
that they be as light as possible.

Tonnage is expressed in mul-
tiples of 5 (a 32-ton ship, for ex-
ample, is not possible). Table 30
gives standard tonnages for
common ship types in the
XXVc™ game.

In this section, we're trying to
give you a general idea of the
characteristics of 25th-Century
rocket ships, but we can’t possibly
cover all the varieties of ships that
can and do exist.

The statistics and tables in this
section are meant as guidelines, not
as limitations. For instance, when
we say that a ship of 15 tons or less
has a speed of 5, we're talking
about a standard ship of that size.

\XWhen you design ships to
populate your game universe, you
can build in any sort of variety that
seems reasonable.

Speed is also a factor of ton-
nage. The more your ship
weighs, the less quickly it will
be able to accelerate and move,
even with its larger engines. For
a standard ship design, speed is
rated from 1 to 5. Most of the
time, speed is used in a combat
situation to see who can outrun
whom. It also comes into play
when a ship is moving above
the surface of a planet. (See the
section on Space Travel later.)

Maneuverability is the equiv-

Table 30: Standard Tonnages

Ship Type Tonnage
FIGNEET ..o s finmomn oo oo mmopstes iy 10-20
ASLEIOVErL . v v vovin vio s e oo wjapy 20-30
SCOUL CRUISET: i« w o vrs o v nivwie 524 0 20-50
Light Freighter . . ... . v s wivps 30-50
Heavy Freighter ............. 55-80
Medium Cruiser .. ........... 55-200
Light Transport .. .... ...« .. 80-200
Heavy Transport ........... 205-350
Large:Cruiser . ..o vess o inms 205-500
SpacelLiner ............... 500-800
Battler ...::.comeasuasss 1000-5000
Length and Width

The length of a rocket is determined by multiply-
ing the tonnage by 2. Thus, a 50-ton rocket is 100
feet long.

alent of the ship’s Dexterity,
and is also based on the ship
tonnage. Instead of being a sin-
gle number, maneuverability is represented by two
figures: a ship’s Reaction Bonus (used to help deter-
mine who wins initiative, just as in character-vs.-
character combat) and its AC Defense Bonus, which
modifies the ship’s basic Armor Class (see below).
Table 31 contains the speed and maneuverability
figures for standard ships of certain tonnages.

Table 31: Speed and Maneuverability

Reaction AC Defense

Tonnage Speed Bonus Bonus
5- 15 5 -2 -4
20- 45 4 =1 -2
50-100 3 0 0]
105-200 2 0 +1
205-500 1 +1 +2
505 and up 1 +2 + 3 or more




Hit Points

Ships have hit points just as characters and crea-
tures do, but instead of being an overall figure,
these points are allocated to each of a ship’s six ma-
jor sections. These six sections, and the hit points
that each section has, are as follows:

1) Hull: Hit points equal to ship’s tonnage X 4.

2) Sensors/Commo: Tonnage X 1.

3) Controls: Tonnage X 1.

4) Life Support: Tonnage X 2.

5) Fuel System: Tonnage X 3.

6) Engine: Tonnage X 3.

For example, a 30-ton ship would have the fol-
lowing hit points in each of its sections:
Hull 30 x4 = 120
Sensors/Commo 30 X1 = 30
Controls 30 x1 30
Life Support 30 x2 60
Fuel 30 x3 90
Engine 30 X3 = 90

In ship-vs.-ship combat, every hit on a vessel
causes damage to one of its sections. If the hit point
total of a section is reduced to O, it is unable to func-
tion. (For more information, see the chapter on
Space Combat.)

Armor Class

As with characters, Armor Class defines the qual-
ity of a ship’s basic protection: the strength of its
hull, whether it has electronic jamming devices, and
other special defensive features. There are four ba-
sic Armor Class ratings:

AC 8, or Civilian armor, is used on most nonmili-
tary ships, including transports, freighters, as-
terovers, and some cruisers.

AC 6, or Military armor, can be placed on any
type of ship and is standard for fighters.

AC 4, or Maximum Military armor, is usually
found only on cruisers of 100 tons or more.

AC 0, or Battler Class armor, is found only on bat-
tlers.

\X/eapons

The last step in constructing a ship is to add weap-
ons. Each ship gets a maximum number of weapon
spaces equal to its tonnage divided by 10 (rounded
down). Some weapons that can be installed on
ships will take up more than one weapon space.
(See Table 32, in the following section on Buying a
Ship, for more information on weapon costs and
weapon spaces.)

Design Your Own

Page 94 of this book contains a form that you can
use to create ships of your own design, with spaces
for all of the vessel’s statistics plus an area for a few
lines of description or other notes on what makes
this ship special. Once you’ve filled out a form, you
can use it during the play of an adventure the same
way that you would use one of the Ship Data Cards
in the game box.

Buying a Ship

The obvious place to find a rocket ship for sale is a
spaceport. Most ports have an area set aside for
used ships. As on any used vehicle lot, the types of
ships will vary wildly in quality and type.

Another way to obtain a ship is to buy it fresh off
the assembly line. The purchase can be made by or-
dering the vessel through a shipbuilder’s agent. The
agent arranges payment and financing, as well as
the delivery of the ship to the port of choice.

The Price Tag

The standard base cost of a ship is its tonnage X
10,000cr. For that price, you can get a used ship in
good condition. If you want to save some money up
front, you can shop around for a ship in poor condi-
tion and pay only 5,000cr X tonnage. At the other
end of the scale is a ship in new or excellent condi-
tion, which costs 20,000cr X tonnage.

Note that all of the figures given above are base
costs, not total prices. A lot of other factors (dis-
cussed below) also have a bearing on how much
you’ll pay to purchase a ship and keep it, or get it,
into good operating condition. Here’s a summary of
what you get for each kind of purchase:

Poor Condition: The ship has been overworked
and not maintained. After making the purchase (or
perhaps before, if you're dealing with a reputable
seller), roll 1d10 for each ship section except the
hull. On a result of 1-3, that section is in good re-
pair. On a result of 4-6, the section is 25% dam-
aged, and its hit points are reduced by that amount.
On aresult of 7-9, the section is 50% damaged, and
a 10 means that the section is inoperative and must
be repaired before the ship can be used. Then make
another roll for the hull: On a result of 1-5, it's
okay; on 6-10, it is 25% damaged.

Good Condition: The ship has been well main-
tained and is worth every credit you spent; it has its
full normal totals of hit points in all sections.

New or Excellent Condition: Either the ship is




straight from the factory, or its owner has taken es-
pecially good care of it. All hit point values are 10%
higher than normal; for instance, a 25-ton ship in
excellent condition has 110 hull hit points instead of
100. Unless you're buying factory direct, this kind of
ship is extremely rare, and it's probably not a mili-
tary vessel—because once any section of a new
ship takes damage, it loses that hit-point bonus for-
ever.

Armor Costs

Another variable in purchase price is a ship’s Ar-
mor Class rating. For a vessel with a Civilian rating
(AC 8), there is no adjustment to the base cost, but
after that the numbers start adding up.

A ship with a Military rating (AC 6é) has its price
tag increased by 20% over the base cost.

For a ship with a Maximum Military rating (AC 4),
the increase is 40%. (This kind of armor is usually
only found on cruisers of 100 tons or more.)

A battler—which is the only kind of ship that can
have Battler Class armor (AC 0)—is priced at a full
100% over the base cost.
governments buy warshipsl

Financing

Of course, very few people buy a ship out of
pocket. Usually, a down payment of 20% to 30% is
required, with the remainder divided into monthly
payments over a five-year period. A finance charge
of at least 10% (sometimes a lot more) is tacked on
to the unpaid balance after the down payment is
taken off the top. For example, Flint purchased the
Lady Jane Gray used, in good condition, for
300,000cr. Thanks to a run of good luck at the ca-
sino on Aurora, he was able to make a down pay-
ment of 60,000cr, leaving 240,000 to be financed at
a rate of 15%. Now he needs to come up with
276,000cr over a period of five years (60 months),
which figures out to 4,600 cr per month.

We said you could buy a ship. We didn’t say it
would be cheap.

Operations

The first thing you'll need to know after you've
bought a ship is how to keep it running—or, if you
went for a bargain basement model, how to get it
into working condition. This means you’ll need to
know about fuel, parts, repairs, spaceport fees, and
supplies.

Fuel

The stuff that makes your ship go costs an aver-
age of 20 credits per hit point of fuel. This means
that a freighter of the Lady Jane's size (30 tons, 90
fuel hit points) will spend 1,800cr for a full tank.
Any ship that is capable of interplanetary travel also
needs to have the rods of atomic fuel that are used
to heat the reactor power plant. To reload a reactor wibi
costs a minimum of 1,000cr. However, a load of re- Al
actor rods will last for five years. o

Parts and Repairs

Repairs are usually made only when money is
scarce and the ship is far from port. In many cases,
it’s actually more convenient to replace a damaged
ship system than to repair it. All of the sections of a
ship are modular, and any or all of them can be re-
placed in 1d6+4 hours, as opposed to an engineer
spending a lot of time (making various Repair Skill 5
Checks) to restore hit points in small amounts.

Table 32 gives the standard costs for replacing the
main systems of a rocket. Many values are given as
a range of numbers, because replacement costs are
sometimes higher for larger or better-equipped *
ships. For weapons, Table 32 also includes the num-
ber of weapon spaces each type of armament re-
quires. (These are the figures you will take into
consideration when designing a ship and deciding
whether or not to trade cargo space for weapons.)

Making a replacement requires a trained engineer
and a successful Average Repair Skill Check (in the
proper category; Electrical for sensors, Mechanical
for the fuel system, and so forth).

Table 32: Ship Replacement Parts

Part Cost (cr) :
Sensor/Commo Unit ...... 4000-6000
Controls Uit . Soait oo ouii 3000-5000 3
Life Support Module ...... 7000-9000
Fuel System ............ 8000-10000
Nuclear Engine ........ 20000-40000
Weapons (and # of spaces required):
BeamiLaser(1) .i.......... 1000
PumpedLaser(2) ............ 1500
Gyrocannon (1) ............. 2000
Missile Mount (1) ............ 2000
Light Acceleration Gun (1) .... 2500
Heavy Missile Mount (2) ...... 3000 i
Heavy Acceleration Gun (2) ... 5000
K-Cannon(5) .............. 10000
The price of hull repairs varies depending on the e

damage. In general, the cost is 100cr and one hour




of labor (which is included in the price) per hull hit
point restored. For example, repairing a 50-point
gash in the Lady’s hull would take 5,000cr and 50
hours. However, if you’re down in some low dive
on Ceres, and they know they’ve got you over a
barrel, don’t be surprised if that price mysteriously
shoots up to 200cr or 300cr per pointl

Spaceport Fees

Most spaceports have docking charges. These
costs range from 50cr per day in a small class C port
such as Keeler (on Luna) to 200cr per day at a large,
class A port such as Tycho or Mars-Pavonis.

In addition to docking fees, most ports charge for
pilots (200cr per hour), towing to and from repair
sites (100cr per hour), transportation to hotels and
other facilities (by train, 2cr per quarter-mile; by jet-
cab, é6cr per quarter-mile), and lodging (20-100cr
per night, depending on the hotel). A meal in a
spaceport restaurant costs about 10-40cr.

More general information on spaceports is given
in the next section of this chapter.

Cargo and Supplies

As a rule, each person on a ship needs five
pounds of food and water per day for survival. A
part of your ship’s cargo space must be taken up by
these items. For example, the Lady Jane has a three-
man crew; on a five-day hop to Mars, she would
need to carry 75 Ibs. of food and water—not a big
deal for a freighter, which has lots of cargo space.
But on a ship that carries a lot of people (such as a
space liner or a heavy cruiser) and is outfitted for an
extended trip, the weight of food and water for all
the passengers can add up to a hefty amount.

Another important consideration for cargo space
is personal equipment and possessions—individual
weapons, reloads, clothing, tools, and so forth.
When calculating how much cargo you can haul
around, remember to first deal with food, water,
and personal possessions, since those are absolute
necessities.

You’ll also need to carry a supply of reloads for
your weapons (except for lasers, which run off gen-
erators that have an essentially unlimited amount
of power). More information on the cost and
weight of reloads for weapons is covered on Table
33, in the chapter on Space Combat.

Spaceports

A spaceport is a facility designed to handle take-
offs and landings of rocket ships. This is no mean
feat—a rocket’s nuclear engine develops millions of
pounds of thrust at temperatures that can make
steel run like water. The launch bays of spaceports
are constructed of special concrete that can with-
stand this titanic force.

A large spaceport usually has several dozen
launch bays, connected by a network of subways
or monorails leading to hotels, repair shops, and
shopping facilities. Every port also has a control
tower in a central location, which pilots communi-
cate with for clearance and landing permission.

Most planets and major asteroids have one or
more spaceports, each one rated A through C. Most
Class A ports have facilities for building, repairing,
replacing and modifying all types of ships. There are
usually hotels and restaurants within easy reach of
the rocket field. There may even be a rocket-
building factory adjacent to the port.

A Class B spaceport is capable of replacing parts
for most common types of ships. Parts are usually
available (75% chance for any specific part needed),
or can be ordered and delivered within 1d6 days.
The hotel and entertainment facilities are less ac-
commodating than at a Class A facility and may be
located miles from the actual port.

Class C ports have no repair or refitting facilities.
They are usually open-field areas, lacking the fea-
tures and sophistication of larger ports. There may
be a few rough hangars or domes thrown up
around the field, far enough back (at least a mile)
from the launch area to avoid being blasted by
rocket exhaust. There often is no full-fledged con-
trol tower, only a shack containing a shortwave ra-
dio and radar gear.

Space Travel

Getting from one planet to another in the 25th
Century isn’t as time-consuming or as complicated
as it was in the early days of space exploration. In-
stead of blasting off, reaching escape velocity, and
then coasting the rest of the way, which is how
man took his first steps out into the solar system,
modern ships have the ability (and the fuel capacity)
to stay under power all the way from their takeoff
point to their destination.

The most important benefit of this advance in
technology is that space travel is fast. Even a trip
from the outermost edge of the Asteroid Belt all the




way to the other side is measured in days instead of
weeks or months.

Another good thing about travel in a ship that’s
under constant power is that courses are very easy
to plot—a straight line from here to there is all it
takes.

The Solar System Map

Brief instructions on conducting the movement of
ships and planets can be found on the sheet con-
taining the Solar System Map. The following infor-
mation goes into a little more detail.

Before you can calculate distances and travel
times between planets, you have to know where
the planets are. Punch out the die-cut markers pro-
vided in the game box for the four inner planets and
six asteroids and place them on their proper orbital
tracks.

The red dots on the orbits indicate the positions of
these planetary bodies on Jan. 1, 2456 (the date
when the saga of the XXVc™ game begins). The
marks on each orbital track indicate how far a
planet or asteroid on that orbit moves every month
(30 days).

As the referee keeps track of the passage of time
in your game, he will also be keeping track of
where all the planets and asteroids are at any given
time: On Feb. 1, 2456, every marker is moved one
step along its orbital track in the direction of the ar-
row, then moved again one month later, and so on.
If the action in your game starts at some time earlier
or later than Jan. 1, 2456, it’s a fairly simple matter
to determine where the planet markers should be
placed to simulate that point in time.

The Ruler

The transparent ruler in the XXVc™ game box
contains four different measurement scales, three
for ship travel (marked off in days) and one for com-
munication (marked off in minutes). The communi-
cation scale is easy to handle, since radio waves
always move at a constant velocity (the speed of
light). Simply lay the ruler on the map with the
“zero” end at the place that’s sending a radio mes-
sage, point it toward the place that's going to re-
ceive the message, and read the number of minutes
it will take for the signal to get there.

The three travel scales are almost as easy to use.
Each one is marked off according to how long it
takes a ship to move at a certain rate of fuel usage.
You can choose to burn 10, 20, or 40 hit points of
fuel per day, and the more fuel you use, the faster
your ship can move—but be careful not to use so

much fuel that you don’t have enough to finish the
trip.

Running Out of Fuel

Each time your ship makes a move, it uses fuel.
Also, every time your ship takes damage in its Fuel
section (covered in the next chapter on Space Com-
bat), it will lose that many hit points worth of fuel.
When your ship’s fuel hit point total is down to 0—
whether as the result of interplanetary movement,
on-planet movement, combat, or all three—it is out
of fuel. You can get more fuel at any Class A or Class
B spaceport, at some Class C ports, or from a
friendly vessel that passes by and has some to
spare.

But what happens when the tanks go dry? If
you're flying near the surface of a planet, the an-
swer'’s pretty simple—you fall like a rock. Landing
an out-of-fuel ship requires a Rocket Pilot Skill Check
at a Difficult or Impossible level. Failing the check
means that the ship will crash.

A ship that runs out of fuel in deep space will im-
mediately deviate from its original course by 15 de-
grees to one side or the other (roll a die for random
determination). This deviation comes from the jolt
that the ship takes just as its engine dies. Then the
ship will begin to drift in a straight line, moving at
the 10-point-per-day rate. If its new line of move-
ment brings it within 1 inch (on the map) of the sun
or any of the inner planets, it will be captured by
the gravity of that body, and 1d3 days later it will
spiral in and crash into that body. If not, it will con-
tinue to drift until it leaves the confines of the map
and becomes lost in space.

Moving On Planet

Most ships are capable of moving inside a planet’s
atmosphere as well as in space. For every point of
speed a ship has, it can move at a top speed of 1,000
mph in atmosphere (for example, a speed of 5 al-
lows a maximum airspeed of 5,000 mph). A ship
burns 1 hit point of fuel per hour for every 1,000
mph of velocity.

To get an approximation of how long it takes a
ship to move from one location to another on a
planet, pull out the appropriate Planet Data Card
and check to see what the diameter of the planet is.
By using that figure as a basis for a scale of move-
ment, you can arrive at a rough estimate (which is
all that's really necessary) of the distance between
two points on the planet surface. Then, if you know
the speed at which the ship is moving, you can fig-
ure out how long it needs to make the trip.




Space Combat

“Flint, | have a suspicious-looking fighter at
three o’clock.”

“Thanks, Leanna. Good thing it's only one-
thirty. That gives us an hour and a half to decide
what to do.”

“Flint!”

“Just a little rocketjock humor, dear. . . .”

Battles in outer space are a strange mixture of two
distinct levels of firepower and electronic gim-
mickry. From large ships, radars stab out into the
night, relaying information back to computers, who
pick targets and designate fire. Other systems
spread defensive missiles, chaff and magnetic fields
to intercept the incoming attacks.

But fighters and cruisers will still be the domain of
the single pilot, forcing his ship into a tight inside
loop against a backdrop of blackness broken by the
weapon bursts from other vessels, and then getting
off a clean missile shot or a sizzling beam of laser
fire. As military tacticians have discovered over the
centuries, in a dogfight—fighter to fighter—you
Jjust can’t beat a bad-tempered rocketjock with a full
load of ammo.

Before we get into the mechanics of conducting
ship-vs.-ship combat, it’s time to talk about the tools
of the trade—weapons and sensors. Table 33 con-
tains all of the combat-related information about
ship weapons, plus some other facts; refer to it as
you read the following descriptions—and, of
course, as often as necessary when combat gets un-
der way.

Lasers

While personal weapons use capacitor (“‘pulse”)
lasers exclusively, ships are often armed not only
with the single-shot variety of laser but also with its
predecessor, known as the ““beam laser” to distin-
guish it from the pulse version. The beam laser is not
as concentrated and thus not as hot (doing half as

Table 33: Ship Weapons
Range
(hexes)

\Weapon
Type Spaces
Beam Laser

Pumped Laser

Gyrocannon

Missile Mount

Heavy Missile Mount

K-Cannon

Light Acceleration Gun

Heavy Acceleration Gun

Shots
unl.
unl.

50
4
4
6

much damage as a capacitor laser), but it has a
longer range and is somewhat better for hitting
what you aim at because the beam can be swept
through an area—hitting whatever it contacts—
instead of relying on a single line of fire.

Gyrocannons

These weapons are the equivalent of 20th-
Century machine guns—not because they can fire
in rat-a-tat fashion, but because each load of ammu-
nition contains a full 50 shots.

A gyrocannon fires a small explosive shell that is
much less powerful and has a shorter range than a
missile (see below). But the weapon’s large load of
ammo and its ease of operation make it an often
seen form of armament.

Missiles

In a typical episode of space combat, especially
one involving medium- and large-sized ships, lots of
missiles fill the void between the combatants. In the
25th Century, just heaving a nuclear bomb in the di-
rection of your enemy isn’t going to be enough—
most ships are hardened against solar flares, and
compared to what Sol can dish out, a few kilotons is
nothing. Also, most ships are able to target a *'sim-
ple” nuclear missile in seconds and wipe it out with
lasers at long range. Instead, ship-to-ship missiles
nowadays are designed to do nastier, more subtle
things.

In fact, a missile doesn’t even have to collide with
a target in order to do damage (which is why ships
can take several “’hits” from missiles without going
to pieces physically). Some missiles are specially de-
signed to miss—but while making a close pass, they
throw out a brutally intense magnetic field that
wreaks havoc with the target’s electronic systems.
Other missiles explode in the enemy ship’s path,
seeding the area with millions of tiny metal pellets.
When the target slams into this micro-minefield, the
pellets can shred a section of the hull.

Hit
Damage Bonus
10 +1
20 0 0] 0]
10 100 400
40 300 400
60 900 1200
100 1500 4000
20 200 1500
30 400 3000

Reload Reload
Cost (cr) Weight (Ibs)
0 0]




Missiles come in three basic sizes. A regular missile
does twice as much damage as a strike from a capac-
itor laser, and has a longer range. A heavy missile
can also be fired from long range, and although it
isn’t as accurate as a regular missile, it packs 1'/2
times the punch.

The granddaddy of missiles is the K-cannon—K
for kinetic, as in impact. One K-cannon mount takes
up an enormous amount of space on a weapons
deck—only really big ships can carry such weapons
in the first place—but many a captain has been con-
vinced that K-cannons are worth every inch of that
space. A single strike from one of these explosive
behemoths can destroy the hull of a 25-ton cruiser.
The projectile of a K-cannon is not as accurate as a
heavy missile, and it's no good at all from long
range . . . but you can afford a couple of misses
when one hit can do so much.

Acceleration Guns

This weapon is a ship-sized version of a mass
driver . . . which is a very tame way of describing a
simple, 'stupid” weapon that’s capable of doing a
lot of damage.

As with the mass driver (and its tiny cousin, the
needle gun/bolt gun), the barrel of the weapon con-
tains a series of electromagnets. When electrical
current is delivered to the magnets, they literally
pick up and hurl forward a large chunk of raw iron.
By the time it leaves the muzzle of the gun, it’s trav-
eling at better than a mile a second—and in deep
space, there’s nothing to slow it down.

The heavy acceleration gun is slightly less accu-
rate than the light gun and doesn’t contain as many
projectiles in a full load of ammo, but the damage
caused by one of its boulder-sized shots is nearly as
great as that of a missile strike—at a fraction of the
cost.

Table 33 Explanations

Range is given as a number of hexes (as counted
on the Deep Space Display in the game box) which
indicates the longest distance over which the
weapon can be used with a chance of hitting. Any
weapon attacking another ship from 1 or 2 hexes
away does so at short range (with no penalty to the
chance of hitting). At 3 or 4 hexes (medium range),
the penalty to hit is —2, and at 5 or 6 hexes (long
range), the penalty is —5, the same penalties as for
individual combat.

Weapon Spaces is an indication of how much
room the weapon takes up in a ship (more informa-

tion on this is in the preceding chapter).

Shots indicates how many times the weapon can
be fired before it needs to be reloaded (lasers are un-
limited in this category).

Damage is the number of points of damage the
weapon causes on a successful hit. Unlike personal
weapons, ship weapons cause a constant amount
of damage every time they hit.

Hit Bonus is added to the weapon'’s chance of hit-
ting (which is primarily based on the Armor Class of
the target and the THACO number of the character
who is operating the weapon). Some weapons are
easier or harder to handle than others.

Reload information becomes important when a
weapon’s ammunition is depleted and must be re-
placed. Cost is the standard price for purchasing
spare ammo at a spaceport where it is available;
Weight helps to determine how much ammunition
a ship can carry in its cargo space; Time is the num-
ber of rounds required to install a reload—not
counting any time it might take to move the reload
from the cargo deck to the weapons deck (if that
hasn’t already been taken care of).

Combat Procedure

The system for conducting combat between ships
in the XXVc™ game actually kicks into gear before
the ships have a chance to start shooting at one an-
other. How the characters work their ship’s sensor
systems helps the referee to determine the distance
between ships (at a scale of 1 hex = 50 miles) when
possible combatants appear on the Deep Space Dis-
play. When a combat encounter—two or more
non-allied ships within potential combat range—
occurs, things happen in this order:

1) The referee takes the appropriate types and
numbers of ship markers from the selection on the
die-cut sheet and puts them on the map at a dis-
tance and angle (nose to nose, nose to tail, etc.) that
matches the situation. (Ship markers are coded by
color and letter: A = asterover, B = battler, C =
cruiser, F = fighter, H = heavy cruiser, L = space
liner, T = transport or freighter. Note that the two
sides of each ship marker are different, allowing for
a large number of possible combinations.)

2) Every round of contact begins with each ship
on the map rolling 1d10 for initiative, modifying its
roll by the Reaction Bonus of the ship. In the order
of their rolls from lowest to highest, each ship takes
one or more actions, sometimes using one or more
points of speed to do so. When the ship with the
highest modified initiative roll has completed its first




action, the process begins over with the first ship
until everyone’s speed points are used up or every
manned weapon has been fired once. (More on this
later.)

3) Every ship calculates its current speed rating by
subtracting any points of speed it used to perform
actions in step 2. If any of the actions taken by ships
in the current round caused damage to another
ship, all of that damage is assessed now. The next
round begins with each ship’s speed rating, hit
points, and other capabilities reduced (if necessary).
Activity returns to step 2 and continues round after
round until the conflict is resolved, either by one
side being disabled or destroyed or one or both
sides fleeing the field (moving off the map).

Actions

In a combat or possible combat situation, any of
the actions that a ship (and its crew members) can
take will fall into one of two categories: Maneuvers,
which require the expenditure of speed points, or
Attacks, which do not.

Maneuvers are performed by the pilot—who is
usually, but not necessarily, a rocketjock. These in-
clude movement, turning, movement plus turning,
and special movement (a feat that requires a Skill
Check to determine success).

Movement: A ship can move in the direction it is
already headed a number of hexes equal to its cur-
rent speed rating (or any number lower than that).
Every hex of movement requires the expenditure of
1 point of speed. If a pilot chooses movement as an
action, he can go straight ahead only 1 hex, or as far
as his ship’s current speed rating will permit.

Turning: By spending 1 point of speed, a pilot can
pivot the nose of his ship through one hex side (60
degrees) and get it heading in a different direction.
Thus, by using 3 points of speed, a ship can be
turned so that it is heading in the direction opposite
its previous course. (A ship with a speed of less than
3 cannot complete this kind of maneuver in one
round.)

Movement plus turning: Both of the above ma-
neuvers can be combined in one action if desired, as
long as the number of speed points expended is not
greater than the ship’s current speed rating.

Special movement: This is where Skill Checks (and
the referee) enter the picture. If a rocketjock wants
to pull an inside loop and come around on the tail of
an enemy with his weapons trained on the target,
this is entirely possible—as long as the pilot suc-
ceeds at a Skill Check (degree of difficulty at the ref-




eree’s discretion) and the ship has enough speed
points (again, referee’s judgment) to perform the
maneuver. If the Skill Check is failed or the ship
doesn’t have enough speed points to complete the
action, the referee will determine the effects and

consequences.

Attacks are made independent of speed; as an
action (or part of an action) during a round, a ship
can fire one or more of its weapons while it is in mo-
tion, or when it’s stationary, as long as those weap-
ons are usable.

A weapon is not usable (at least not during the re-
mainder of the current round) if:

1. It is not manned. (A character can only fire one
weapon per round, and must be manning that
weapon at the start of the round.)

2. It has been fired during the current round.

3. It is out of ammunition.

4. It has been destroyed by damage from combat.

If a weapon is usable, it can be fired at any time,
as part of any action taken in a round—before, af-
ter, or even during any maneuver.

Attacking with a ship weapon is basically done
the same way as attacking in individual combat. Af-
ter determining the number he needs to score a hit
(using his THACO number and any applicable Hit
Bonus for the weapon, and adjusting for the Armor
Class and AC Defense Bonus of the target ship), a
character manning a weapon makes an attack roll
with 1d20.

Note: If a ship weapon is used directly against a
character or creature, it does points of damage
equal to 10 times the amount given on Table 33.

Damage

When you score a hit in ship-vs.-ship combat, you
don’t simply damage the target ship—you damage
one of its individual sections. The part of the ship
that takes damage is determined by rolling 1d12
and consulting Table 34.

Table 34: Ship Hit Locations
1d12 Roll Ship Section Hit

1 Sensors/Commo
2 Controls
3 Life Support
4-5 Fuel
6-7 Engine
8 Weapon
9-12 Hull

If one or more characters are located in a section
that takes damage, then the character might also

get hurt. He must attempt a saving throw vs. explo-
sion. If it fails, he suffers 1d10 points of damage; if it
succeeds, he escapes injury. If a character is reduced
to 3 hit points (or half of his full normal total, which-
ever is lower), he is severely injured and can’t partic-
ipate in running the ship until his wounds have
been treated.

Any successful attack, except a hit on a weapon,
will reduce the hit points of the ship section that
took the damage. The effects of damage on the vari-
ous ship systems are as follows:

Sensors/Commo at 0 hit points: No sensor use or
ship-to-ship communication possible. Ship is
“blind”"; =5 to all attack rolls, +3 to AC until the
system is repaired.

Controls at 0 hit points: Ship cannot maneuver;
travels in a straight line a maximum of 2 hexes per
action (or up to the limit of its speed, whichever is
less). If in atmosphere, there is a 50% chance each
round that the ship will nosedive and crash.

Life Support at O hit points: No heat, air recycling,
or radiation protection in ship. Anyone aboard
must don spacesuits or save vs. suffocation.

Fuel at 0 hit points: Engine starves and cuts out;
ship cannot maneuver. It drifts randomly a maxi-
mum of 2 hexes per action (roll 1dé for direction at
the start of each action). If in atmosphere, the ship
will crash in 1d4 rounds.

Engine at '/ normal hit points: Ship loses 1 point
of speed (to @ minimum of 1).

Engine at '/« normal hit points: Ship loses 3 points
of speed (to @ minimum of 1).

Engine at 0 hit points: Same effect as for fuel at O
hit points.

Weapon hit: One of the ship’s weapons, deter-
mined randomly, is destroyed. If that weapon was
being manned, the gunner must save vs. explosion
to avoid taking 1d10 points of damage.

Hull at '/z normal hit points: Ship loses half its
speed (rounded down, to a minimum of 1).

Hull at 0 hit points: Ship falls apart. Any charac-
ters aboard without protection (spacesuit, battle ar-
mor, pressure tent, etc.) die immediately.

Damage Markers

The numbered die-cut markers in the XXVc™
game box can be used with the Ship Data Cards to
keep track of damage to a ship’s systems. The green
markers are single digits; yellow markers represent
multiples of 10; and red markers represent multiples
of 100.

When a section of a ship suffers damage, take
one or more markers that add up to the correct total




and place them on the part of the card correspond-
ing to that section. Continue to place new markers
round after round (“making change” when con-
venient or necessary) to keep a running account of
the condition of the ship.

For instance, if a ship suffers 80 points of damage
to its hull in one round, take a yellow 5 (50 points)
and a yellow 3 (30 points) and place them in the
“Hull” box on the ship’s card. If the hull suffers 20
more points of damage in the following round, you
can simply add a yellow 2 or you can take away the
5 and the 3 and replace them with a red 1.

The single-digit (green) markers aren’t used for
the ship sections (since every ship weapon does
damage in multiples of 10), but can be used to keep
track of how many of a ship’s weapons have been
destroyed; simply place an appropriate green
marker somewhere in the upper right area of the
card, near where the ship’s weapons are listed. For
ships that have a mix of different kinds of weapons,
you will have to keep track (on a separate sheet of
paper, or by some other system you devise) of ex-
actly which weapons are destroyed and which are
still functional.

Of course, you can also use the numbered mark-
ers for any other purpose you see fit. When charac-
ters are on a shopping spree, the markers can

represent money; when in battle, they can repre-
sent individual hit points lost.

Called Shots

Sometimes you (or your opponent) will engage in
combat with the intent of disabling instead of de-
stroying the enemy vessel. At other times, you may
want to do just the opposite: go for a kill by concen-
trating on blowing out the other guy’s weapons, so
that you can then take him apart at your leisure.

In both of these types of situations, it’s possible to
achieve your objective by making called shots
against a specific part of the target ship. But, of
course, that's not as easy as simply saying, “‘I'm aim-
ing at the control deck.”

A called shot against any of a ship’s internal sys-
tems is made with a penalty to your attack roll: The
tougher that section is to hit, the greater the pen-
alty. If your modified die roll is high enough, your
weapon does damage to the section you were aim-
ing at. If your attack roll fails, you missed the target
altogether (even if the roll would have been high
enough to hit the ship without the called-shot pen-
alty). Table 35 summarizes the attack roll penalties
for attempting called shots.




Table 35: Called Shots

Penalty Ship Section Targeted

-6 Sensors/Commo
-6 Controls

-4 Life Support

=3 Fuel

-3 Engine

-6 Specific weapon
-1 Hull

The Combat Team

This section provides some guidelines and sug-
gestions for how every member of a player charac-
ter group can contribute during ship-vs.-ship
combat, so that the group has the best chance of
succeeding and everyone has a good chance of
rightfully earning some experience points.

Rocketjock: If there’s at least one in the group, he
should be at the controls. He also may be able to fire
a weapon from the control deck, if one is available
(in a one-man fighter, of course, this is mandatory).

Warrior and scout: Usually the guys with the best
combat ability, they should be stationed at the
weapons that do the most damage or have the best
chance of hitting.

Engineer: At least one should be available to
scurry between decks and make repairs. Even if
your ship is never hit, he deserves a share of the
credit for victory because he was there in case he
was needed. (After all, it’s not his fault that he
wasn’t required to fix anything.)

Rogue: A jack-of-all-trades. He can man a
weapon, and he probably has a high enough Dex-
terity to make a passable attempt at handling the
ship if the rocketjock is injured or is needed else-
where.

Medic: Much like the engineer, this guy is essen-
tial to have on the crew even if he’s never needed.
He can handle a weapon (just as anyone can), but
his true value is in being on call in case someone is
severely injured.

Assistance: A character who isn’t occupied at a
specific task (piloting, repairing, manning a
weapon, etc.) can contribute by assisting another
crew member.

If a character is assisting a gunner, the gunner re-
ceives a +1 bonus to his attack roll.

If a character is assisting someone who is using a
skill (an engineer making repairs, a medic treating
an injured crew member), the user of the skill makes
all Skill Checks with a + 10 bonus to his overall skill
rating.

Note that this bonus for assistance only applies
during ship-vs.-ship combat.

Moving Between Decks

A lot of times, every character will have a place to
go when the cry of “Battle stationsl’’ rings out. But
some characters will need to move back and forth
between sections of a ship during a battle. When
the need arises, a character can travel from one sec-
tion to an adjacent one and still perform some other
activity during the same round. However, it takes a
full round to move two sections.

For example, in a ship with the weapons deck ad-
jacent to the life support section and two decks
away from the controls, an engineer could move
away from the weapon he’s manning, rush into life
support, and attempt a repair all in the same round.
But if the control deck is the place that needs fixing,
he must take one round to get there and can’t at-
tempt a repair until the following round.

Crashes and Collisions

When a ship crashes on the surface of a planet, it
automatically takes 10 points of hull damage for
every 1,000 feet fallen. All characters inside will
take maximum damage from the fall (as per Table
29). There is no saving throw against a crash.

A ship that collides with another large object
causes damage (in hull hit points) equal to its own
tonnage, and suffers damage equal to the tonnage
of the object it collided with.

Ramming—causing a collision intentionally—is a
possible tactic for either vessel whenever two ships
occupy the same hex on the Deep Space Display.
The target ship can avoid the collision if its pilot suc-
ceeds at an Average Pilot Rocket Skill Check, with a
bonus or penalty to his skill rating of 10 for every
point of difference between the speed of the ships.

For example: The pilot of a 150-ton medium
cruiser (speed 2) has had enough of being pestered
by a 15-ton fighter (speed 5), and the pilot of the
fighter has carelessly allowed his ship to get too
close to the cruiser. The big ship tries to ram.

The fighter pilot has a Pilot Rocket skill rating of
50 and a Dexterity of 15, giving him an overall skill
rating of 65. He adds 30 more (3 X 10) for the differ-
ence in speed between the ships, for a total of 95. If
the fighter pilot makes a percentage roll of 01-94,
he effortlessly dodges the cruiser; on a roll of 95-00,
the cruiser hits the fighter, doing 150 points of hull
damage—more than enough to reduce the smaller
ship to wreckage—and suffers 15 points of hull
damage itself. A small price to pay. . ..

&




Digital Personalities

“DPs can’t be everywhere at once . . . It just
seems that way.”
—Badinger

Digital Personalities (DPs for short) are electronic
entities—certainly alive, just as humans and other
creatures are alive, but living an existence so differ-
ent from that of biological creatures that there is
practically no comparison between the two.

A general description of DPs and what they can
do is given in The World Book. The information that
follows is provided to enable the referee and play-
ers to understand, use, and interact with Digital Per-
sonalities during XXVc™ game adventures. Note
that it is not possible for a player character to be-
come a DP. If a player wants his character to un-
dergo a transformation into electronic form (and if
the referee wants to allow it to happen), the player
should be aware beforehand that as soon as the
process is complete his character becomes a non-
player character and, as such, will be controlled by
the referee from then on.

DPs were originally designed to handle complex,
computer-oriented tasks requiring more intelligence
than it was possible to build into even the most
advanced computer program. (Artificial intelli-
gence, no matter how good, is still artificial, and can
never be as sophisticated as the real thing.) In the
time since the first ones were created in the early
22nd Century, DPs have evolved to the point where
they have a staggering degree (from the human
standpoint) of self-awareness.

In the 25th Century, DPs are used—or, more accu-
rately, allow themselves to be used—to run factor-
ies, control highways, and operate city systems.
One of the few things that most DPs can’t do is con-
trol a rocket ship, since the computer on even the
largest of ships is still far too small to contain a Digi-
tal Personality except for a very small one (1st or
2nd level). Most of the time, DPs live and operate
within one of the World Computers, devices of
enormous size and complexity that are located on
the major worlds of the solar system (see the section
on World Computers later in this chapter).

Game Statistics

From a game-rules standpoint, there is no differ-
ence between the two types of DPs, Constructs and
Translated Personalities. The only distinction is in
how they were created (see The World Book, and
the NPC Profile Cards for Doctor Huer and Simund
Holzerhein).

Abllity Scores: As non-physical entities, DPs
have no scores for Strength, Dexterity, or Constitu-
tion. However, when a DP produces a three-
dimensional image of himself (prior to interacting
with characters and other people), he does have
mental and psychological attributes (Int, Wis, Cha,
Tech) that carry over from the personality the DP
was derived from.

Hit Points and Levels: A Digital Personality rolls
1d10 for hit points at every experience level, even
beyond 9th (which is where normal characters stop
using dice for new hit points). DPs don’t gain expe-
rience points or advance in levels the same way that
player characters do; since they are under the con-
trol of the referee, it is his responsibility to deter-
mine when a DP becomes more powerful and
deserves to be advanced a level. Also unlike charac-
ters, DPs are not required to begin at 1st level; most
of them are at least 5th or 6th level as soon as they
are created, and many advance fairly rapidly (com-
pared to the rate at which normal characters gain
new levels).

Armor Class: The AC of a Digital Personality is a
function of his experience level, beginning at 10 (for
a hypothetical 1st-level DP) and improving by 1 for
every additional level until he reaches AC 0. Thus,
Doctor Huer, an 8th-level DP, has an AC of 2; Si-
mund Holzerhein, at 10th level, has an AC of O (and
that's as good as it will ever get, no matter how
many more levels Holzerhein attains).

Combat: DPs can engage other DPs in combat
through the use of special programs (described be-
low). However, DPs cannot directly attack normal
characters or creatures, and neither can they be at-
tacked by characters. Digital Personalities use the
same THACO numbers as warriors and scouts (see
Table 20). If a DP’s hit point total is reduced to 0, he
becomes disintegrated and ceases to exist (unless a
copy has been prepared; see the Copy Self program,
below).

To engage in combat, two DPs must be located in
the same computer “‘cell”’ (see the section on World
Computers below). Each round of conflict begins
with an initiative roll (1d10 for each DP, low roll
takes the first action). The referee administers all epi-
sodes of combat between DPs (since only non-
player characters are involved), but he may allow
players to make initiative rolls and attack rolls on be-
half of a friendly DP who is tangling with a BGDP
(Bad Guy DP).




Programs

In basic terms, a Digital Personality is a computer
program, albeit an extremely sophisticated one.
However, a DP does not have the innate ability to
affect the other parts of a computer system (includ-
ing other DPs) by himself. Most of the time, he has
torely on other smaller programs that he can call up
and manipulate.

A low-level DP can use or initiate one program
per round. At 5th level he can use two programs
per round, at 10th level three, and so on. As ex-
plained in the following descriptions, some pro-
grams operate for longer than 1 round after they
are activated. Once the activity of such a program is
set in motion, that program does not count against
the DPs limit of programs usable per round.

Non-Combat Programs

Control Remote

This program allows the DP to control any device
that is normally operated, monitored, or controlled
by some part of the World Computer network. The
DP’s chance of success is 10% per level, up to a max-
imum of 90%. If he fails to control a certain device
or mechanism, the DP cannot try this program on
the same device again for at least 1 hour.

Copy Self

This program allows a Digital Personality to make
a copy of himself, but at half the experience level
(rounded down)| of the original. The copy is stored
in computer memory, but remains dormant; it is acti-
vated automatically if the original is destroyed. Pre-
paring a copy takes 10 minutes per level of the
original. Only one copy of a DP can exist in com-
puter memory at a time; if a new one is prepared
(for instance, when the DP advances in level), the
outdated one is overwritten. The chance of success-
fully using this program is 5% per level of the origi-
nal, up to a maximum of 50%. If the attempt fails,
the DP cannot try again for at least 1 day.

Program Hardening

This program improves the AC of the Digital Per-
sonality by 2 for 1d6 rounds. It can be used up to
three times per day. The program restructures the
design of the DP program temporarily into a denser,
harder-to-attack format. However, the new format
is incompatible with a DP’s normal operational
mode, and cannot be maintained for long.

Stealth
This program routine allows the DP to enter com-
puter “cells” without being detected, or to move

past another DP without being noticed. It has a du-
ration of 1d4 rounds, and can be used twice per
day. The chance of a DP successfully using this pro-
gram is 10% per level, up to a maximum of 90%.
This program can also be used to counter another
DP’s Stealth program. If the percentage roll to deter-
mine success for the counterprogram is higher than
the roll that activated the first Stealth program, then
the first program is negated and the DP is detected.

Reformat

Essentially a computerized version of the medic
skill Treat Light Wounds, this program reconstructs
missing sections of a damaged Digital Personality,
allowingitto recover 1d6 hit points. The DP must be
of 3rd level or higher to use the program, and it can
be used up to three times per day.

Recompile

This is a more sophisticated version of Reformat,
allowing a DP of 6th level or higher to restore 1d10
hit points. It can be used up to three times per day.
Once a DP gains the ability to use Recompile instead
of Reformat, he will abandon the less powerful pro-
gram.

Combat Programs

Virus Attack

This attack creates a replicating computer virus
that eats away at the enemy DP’s basic program-
ming. If the DP using this program makes his attack
roll, the program causes 1d4 points of damage for
each level of the attacker (for instance, 8d4 for an
8th-level attacker), and follows this up with 1d4
points of residual damage in each of the following
three rounds. This attack can be used as often as de-
sired, except that a new virus cannot be created
while one is still in effect.

Mind Bolt

This attack is a powerful bolt of electronic noise,
designed to disrupt and destroy another DP. It can
be used up to three times during any combat
encounter—but a failed attack roll counts as a usel
On a successful attack roll, this program does 1d6
points of damage per level of the attacker.

\World Computers

In the 25th Century, mankind has progressed be-
yond using puny computers with tiny programs
that do one or two jobs. Instead, each world has its
own huge computer, and single programs are re-




placed by incredibly powerful artificial intelligences
which can handle all sorts of complex tasks. These
World Computers, which were originally created
by the System States Alliance to control its distant
colonies, are of enormous size, not only because
they handle billions of tasks, but also because they
must provide space for all of the Digital Personali-
ties that occupy the world on an operational level.

Once more, for emphasis: World Computers are
HUGE—each one the size of a small city. Grown
from chunks of self-replicating crystal, each occu-
pies a massive shaft that extends deep beneath the
planet’s surface. Each World Computer might be
thought of as a vast crystalline universe, in which
programs flit back and forth like ghostly inhabit-
ants.

The five planetary computers are these:

RAM Main. This is where Simund Holzerhein, the
head of RAM, resides. A subsection of this system,
located on Mars, contains all the secret information
and plans of RAM'’s executive class.

Venus Prime. This computer is beneath the conti-
nent of Ishtar, but is shared by all Venusians. It is
used mostly for advice and information, and is dom-
inated by a main Digital Personality known as Aph-
rodite, who controls most of its functions.

Earth Worldnet. This was the first World Com-
puter constructed by the SSA. It was severely dam-
aged during the Ten Year War (2275-2285) and has
remained relatively unrepaired and unused ever
since—except by RAM and NEO, both of which
have tapped into still-functioning sections and cre-
ated their own subsystems.

Luna Main. A large copy of Earth Worldnet, de-
signed by the System States Alliance as a backup
prior to the Ten Year War, this part of the network
was taken over by the Lunarians when the SSA col-
lapsed. NEO, RAM, and the Lunar Federation all
have special subsystems within the main computer.

Mercury Prime. Grown from a stolen shard of
the RAM Main computer, Mercury Prime is far
smaller and not as powerful as its longer-
established brethren.

All of the World Computers are interlinked by a
series of special computers, called relay points. The
relay points are small movable satellites which shift
around the solar system, constantly adjusting their
positions to keep in close contact with all of the
main World Computers.

Every DP has a residence address in a designated
part of a certain World Computer (Doc Huer, for ex-
ample, lives in the NEO subsystem of the Earth
\Worldnet computer). But DPs are by no means lim-
ited to “‘staying home”’; they can travel from place

to place within a certain World Computer at the
speed of light. To get from one World Computer to a
different one, a DP must disassemble, download,
and then reassemble at the destination when his
trip is complete (see the section below).

Inside a World Computer

Every World Computer system is made up of
groups of individual memory ““cells.” Each cell holds
specialized information. A Digital Personality can
move through the system one cell at a time, discov-
ering what is in each cell, much like an adventurer
moves through an unknown series of catacombs.
An individual World Computer has billions of cells;
usually, only the cells of a specific area are impor-
tant during the course of an adventure.

Here’s an example of a small part of RAM Main,
consisting of seven cells. Each round, a DP can enter
one cell. Let’s say that a RAM DP named Ulianov
starts in cell 1, looking for data on Buck Rogers.
Meanwhile, two low-level DPs under Ulianov’s
control search cells 2 and 4. Doctor Huer is in 7,
where he is looking for data on Simund Holzerhein.
(The Holzerhein files are actually in cell 5, the Buck
files in cell 3.) On the next round, Ulianov goes into
cell 7, where he finds nothing he wants. Fortu-
nately for Huer, the good doctor picked that same
instant to vacate 7 and move into 5, thereby avoid-
ing possible combat and happily finding what he
was after.

The referee can easily draw a map of a section of
World Computer cells by sketching out a collection
of circles, each of which touches at least one other
circle. (The numbered markers in the XXVc™ game
box can also be used for this purpose.) Movement
between cells is possible wherever two circles are
touching.

Downloading

DPs can move between adjacent cells of a World
Computer very rapidly. (In reality, the trip takes less
than a millisecond, but we still use rounds to keep
track of time for game purposes.] However, they
cannot instantly transfer between planets due to
the vast distances. Instead, they must disassemble
and download into the communication network,
reassemble themeslves when they get to their desti-
nation, and then go about their business.

Disassembling and reassembling each require 1
minute (1 round) per level of the DP. The time re-
quired for downloading is identical with the time it
takes to send a normal radio message from one
planet to another.




Scientists

Given enough time and enough money,
anything is possible.
—The scientist’s credo

Thanks to centuries of warfare and interplane-
tary conflict, the processes of independent scientific
research and invention have regressed. Most scien-
tists in the 25th Century are throwbacks to the ear-
lier prototype of the solitary inventor. Working long
hours, poring over ancient documents, modern sci-
entists are as much reconstructors of old technology
as they are creators of new.

Forget about clean, high-tech research labs; the
scientist is a maverick, operating alone. Govern-
ment grants? Governments only want weapons;
they don't care about pure sciencel Anyway, gov-
ernments are always trying to suppress or classify
information to maintain their petty strategic advan-
tages. Corporate sponsors? \What do those simple-
minded pencil pushers know about science?
Besides, RAM has its own pet research teams . . . and
its own not-so-subtle ways of discouraging inde-
pendent operators. Bahl

In the style of old-style inventors such as Edison
and Ford, there are many rivalries between scien-
tists, battling over patents, manufacturing rights,
and scientific recognition. While some scientists
work to bring the world new inventions and dis-
coveries to improve mankind’s lot, many others set
out to create a big moneymaking invention so that
they can gain wealth and power. Still others use
their inventions to directly carve out their own per-
sonal kingdoms.

Scientists—the good, the bad, and the in
between—constitute a major group of non-player
characters in the XXVc™ game universe. They have
at least an indirect impact on the lives of all player
characters, since every gennie and every significant
invention in the solar system was created by mem-
bers of their profession. They have skills and abili-
ties that no player character can ever possess.

The remainder of this chapter describes the scien-
tistin game terms, enabling the referee to design sci-
entist NPCs and use them in adventures.

Ability Score Requirements: Int 16, Wis 12

Eligible Races: All humans, Tinker, Lowlander,
Delph

Dice for Hit Points: 1d4 per level through 9th,
+1 point per level at 10th and higher

A scientist has the same THACO numbers and ad-
vances in levels at the same rate as a medic. As with

Digital Personalities (see the preceding chapter), it is
not necessary for a scientist NPC to begin at 1st level
and advance through the ranks; the referee is free
to create a medium-or high-level scientist, and can
advance that character in level at any time he
deems appropriate.

Special Abilities

The scientist is the only character who can pos-
sess the special skills of Gadgeteering (a career skill)
and Bioengineering (a general skill, for scientists
who choose to follow this discipline).

The scientist is the only character who has the
ability to invent new technological devices. Inven-
tion is not a skill per se, but a special ability that has
its own set of rules and procedures.

Scientist Skills

Every scientist has five career skills in common:
Gadgeteering (explained below), General Knowl-
edge, Library Search, Memorize, and Notice.

His other three must be chosen from the follow-
ing list: Astronomy, Biology, Botany, Chemistry, Ge-
ology, History, Mathematics, Metallurgy, and
Physics. These three skills represent the scientist’s
special areas of study and are used to make inven-
tions or discoveries.

For general skills, the scientist has all of the
choices available to player characters, plus one skill
that only he can learn, which is . . .

Bioengineering ;

This skill, related to Intelligence, is used to create
new plants, animals, or humanoid gennies. The pre-
requisite for acquiring points in this skill for using it
on humans or other animals is Biology 20; for using
it on plants, the prerequisite is Botany 15. (Some of
the information on how this skill is used is con-
tained in The World Book, in the section toward the
end that is meant to be read only by the referee. The
following details are a supplement to that section.)

Bioengineering may only be performed upon an
organism before birth; a scientist could, for exam-
ple, bioengineer a human to be born with greater
strength, but could not make the alteration after he
was born. Specific applications of the Bioengineer-
ing skill, and the difficulty levels associated with
achieving these feats, are as follows:

Alter Human (Difficult): This process allows the
bioengineer to alter an unborn human’s ability
scores. Scores may be altered within a range of +2
to —2. For every point of positive change, there
must be an equal amount of negative change; for




example, a + 2 increase in Strength would require a
—2 decrease in one other attribute, or a — 1 in each
of two other attributes. It takes 1d8+6 months to
grow the altered embryo to adult-level maturity—
and at that point, the scientist attempts the Skill
Check to determine if the altered creation will sur-
vive. Special prerequisite: Biology 50.

Create Gennie (Difficult): This process is described
in The World Book.

Create Animal/Plant (Difficult): The scientist (or
the individual commissioning the scientist’s work)
determines the type of animal or plant to be cre-
ated. The referee then assigns a difficulty level
based on the following guidelines:

Modify an existing life form (Average): This in-
cludes faster, stronger or smarter designs of existing
life forms.

Combine traits from two or more life forms (Diffi-
cult): This covers combinations such as photosyn-
thesizing animals, walking plants, fur-bearing fish,
and so forth.

Create a totally new life form (Impossible): This al-
lows new designs with no current analog in the
XXVc™ game universe.

Gadgeteering

A special career skill available only to scientists,
this is an advanced form of the Jury Rig skill. Instead
of merely enabling him to make a temporary repair,
however, the Gadgeteering skill allows the scientist
to create an entirely new use for or modification of
an existing device or principle. For example, lasers
are common in the 25th Century. However, a scien-
tist might be able to use his Gadgeteering skill to im-
prove the power of an existing laser, combine a
laser with another device, or modify the laser to
generate a beam invisible to the human eye.

Gadgeteering can:

—Combine functions of two or more existing de-
vices. (Each combination of two functions requires a
separate Skill Check.)

—Make one or more modifications to an existing
device. (Each modification requires a separate Skill
Check.)

—Increase the power or range of a device.

—Decrease the size of a device or weapon with-
out reducing its effectiveness.

An attempt at Gadgeteering normally calls for an
Average Skill Check. However, this check can be
modified by circumstances:

If the gadget being worked on has more than one
function, the Skill Check becomes Difficult for each
attempt to modify a function or incorporate a new
one.

If the scientist does not have all of the proper
tools or equipment to work with, the Skill Check be-
comes Difficult or Impossible (depending on the ref-
eree’s judgment of the circumstances). And,
obviously, whenever a scientist is being forced to
make a Gadgeteering attempt out in the wilderness
with no equipment, the task really is impossible—
no chance of success whatsoever.

If the gadget is a simple modification of an exist-
ing device (a radio that gets better reception, or a la-
ser pistol with slightly longer maximum range), the
check may become Easy instead of Average.

If the gadget is a major modification of an existing
device (a personal radio into a device capable of
ship-to-ship communication), the check becomes
Difficult or Impossible.

Gadget Construction Times: Gadgets are spur-of-
the-moment creations, unlike inventions (see be-
low), which require major research. A gadget can
be created within a certain period of time, based on
how tough the task is (and if the Skill Check suc-
ceeds):

Easy 1d4 hours
Average 1d10 hours
Difficult 1d3 days
Impossible 1d4 +4 days

Costs: In general, constructing a gadget is pretty
inexpensive; usually the cost of the basic device to
be modified, plus 10% for spare parts. (This does
not include whatever fee the scientist charges for
his services.)

Inventions

First and foremost, scientists are creators. First
and foremost, what most of them create are
inventions—a term that, in the XXV c™ game, covers
a wide range of accomplishments.

Unlike gadgets, inventions involve the creation
of new or extremely modified technology. For ex-
ample, to modify a laser for greater range or power
is gadgeteering, but to create a totally new kind of
coherent energy beam is invention.

Also, and equally important, inventions need not
be devices; an invention can be the act of discover-
ing a new astronomical body, or deducing a mathe-
matical theory.

The system for determining what a scientist can
invent, and what the expense of that effort is, in-
volves the consideration of three elements:

1) Research Points: Examine the list of descrip-
tions and Research Point costs given below. From
the first part of the list (““Basic Invention/
Discovery”), identify the particular skill that relates




:

to the invention the scientist is trying to develop. (If
a scientist has no points in the indicated skill, he will
automatically fail at creating the invention.) Then,
going all the way through the list, note all of the Re-
search Point costs that apply to the invention in
question, and then add those numbers together.
Subtract this number from the scientist’s overall rat-

ing in the skill that relates to the invention. The re-
sult indicates the chance (on a percentage roll, as for
a normal Skill Check) that the scientist is able to suc-
ceed at the invention. But before you make the per-
centage roll, take into account the guidelines in the
next two categories.

2) Cost: Any invention has a price tag equal to the
Research Point Cost multiplied by 10,000 credits. If
the scientist does not have this much money at his
disposal (and the vast majority of them won’t), then
the invention must be financed by an outside
source—and the money must be paid before the cli-
ent discovers whether the scientist has succeeded.
In general, half of the cost covers supplies and
equipment the other half covers the scientist’s time
and effort—both of which are the same regardless
of whether the invention attempt succeeds or fails.

3) Time: No invention comes into existence over-
night, or anywhere close to that. The client (or the
scientist himself, if he is financing his own activity)
must wait for a number of days equal to the inven-
tion’s Research Points. At that point, the research is
finished—assuming all of the cost has been paid—
and everyone concerned can find out whether the
invention attempt succeeded. If the scientist hasn’t
received all of the money he needs by the time the
research period could have ended, then his re-
search is stalled and can only proceed at the rate of
1 day for every 10,000cr that he receives against the
unpaid balance.

Research Point costs are as follows. In the first sec-
tion of the list, the relevant skill is given in parenthe-
ses.

Basic Invention/Discovery Point Value

Super healing ray (Physics) . ............... 20
Super healing drug (Chemistry). . ........... 20
Super growth ray (Physics) . ............... 15
Super growth drug (Chemistry). .. .......... 15
Mind control ray (Physics) ... .............. 30
Mind control drug (Chemistry) ............. 30
New explosive (Chemistry) . ............... 10
New energy ray (Physics) ................. 20
Improved energy ray (Physics). ............. 10
New communication device (Physics) .. ...... 10
New energy field (Physics) ................ 30
New power source (Physics) . .............. 20

New type of propulsion (Chemistry or

Physics, depending on specifics) .......... 30
New metal (Metallurgy)................... 20
New plastic (Chemistry). .. ................ 10
New chemical (Chemistry). ................ 20
New mathematical formula (Mathematics) . ... 20
Discover new natural chemical compound

(Geology or Chemistry) .. ............... 40
Discover new astronomical body

(ASTTONOMY) : s mims s ¢ 5wt mmm s 5555 505 10
Discover lost city/wreck/object (History) . . . . .. 25

Size (for devices)

Invention is pocket-sized . . ................ 20
Invention is portable’ . . ... . siumewsvwans s 10
Invention requires some form of vehicle

tomoveit. ........... . i 5
Invention cannotbe moved ............... 0]

Range/Effect (for devices)

Several feetorless....................... 0}
Hundredsoffeet........................ 5
Hundredsof yards. . «.s«: s s s smenmmsnsisans 10
Hundreds:of miles .« v s sscmmumsnsbe s 20
Thousandsofmiles ...................... 30
Millionsof miles. . . ...................... 50

Power/Damage (for devices)

1-20hitpoints. . ......covviiii i 5
21-100hitpoints. ... ..., 10
101 ormore NIt POINES.: s s < s s smmmmmans s sz 50
Problems
Invention requires special equipment

ormaterials: . :uwwwusss s svmmawnmesssse 20
Scientist lacks proper lab, research site,

OFTOOIS s - - s ms s s bicmdimmm e e e o s ni 25
Scientist being forcedtodowork .. ......... 50

When all is said and—especially—done, the per-
centage roll (against skill points plus attribute bo-
nus, minus Research Point cost) determines whether
the invention attempt succeeds. Note that, unlike
other kinds of Skill Checks, automatic success is not
possible—a roll of 01-05 has no special meaning.
However, a result of 96-00 does still indicate auto-
matic failure; even a scientist with a phenomenally
high skill rating is not assured of success when he’s
trying to do something that has never been done
before. Even in the 25th Century, nobody’s perfect.

And that seems like a good place to wrap every-
thing up. Have funl
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Gennie
Profile
Sheet

S

Name: Place of origin: Human-based (Y/N): __
Physical Size: Str Dex Con
External Covering:
Int Wis Cha
Eyes:
Ears: Tech AC THACO
Mouth:
Nose:
Genotype: Hit Dice (no. & type):
Full Current
Cultural: Hit points
XP value:
\Weapons
(or Attacks) Damage Weight
Advantages Disadvantages
Other Equipment Weight
Roll
Saving Throws Basic Modifier Needed For “monster” types:
Explosion/Plasma ............... 14 Climate/Terrain:
Electrical ShOCK. . s voos s vosawmess s 13 Frequency:
Paralysis/Stun/Fall ............... 15 Organization:
Toxic Atmosphere/Gas/Poison . . . . .. 14 Activity Cycle:
Suffocation .................... 16 Diet:
Radiation ...« : sursswans s swmunnss 13 Intelligence:
Extremesof Heat ................ 13 No. Appearing:
ExtremesofCold ................ 13 Movement:
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Character
Record
Sheet

Name: Race: Career:
Height: .. Weight: . Birthplace: ______ Age:. ... Sex:_..
Str Hit Damage Weight Lift Feat Level Current THACO
XP Number
Dex Reaction Missile Defense Tech
Con HPBonus Shock Int Wis Cha Full Current
Hit points
Roll Armor worn
Saving Throws Basic Modifier Needed
Explosion/Plasma ............... 14 Melee  R<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>