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PREFACE

Coriolis was the reason I got back into role-playing games, and key to the
foundation of Free League Publishing. In 2008, when the first edition of the
game was released, I hadn’t played an RPG in over a decade. Coriolis had
everything I had longed for in an sci-fi game — vast space, exciting cultures,
lost wonders and mysteries in abundance. I started playing the game with
some new friends right away. We had tremendous fun, but soon realized
that there wasn’t enough material about the game universe. So a few of us,
enthusiasts, decided to create more material for the game. Thus, the Free
League game stadio was born, taking its name from one of the factions in
the Third Horizon.

The Third Horizon is a truly unique RPG setting - a marriage of old ori-
ental tales and modern science fiction. Storytellers, djinni, wide deserts,
magnificent hglaces, thieves, and scoundrels mingle with starships, portals
between th'e'sta_;"'s, and beam weapons. The opportunity to weave your own
stories from the rich tapestry of middle eastern culture fused with concepts
from my favourite modern sci-fi by authors such as Iain M. Banks, Alastair
Reynolds, and Michael Flynn, to mention a few - this was enough to get me

hooked straight away.

When we in the Free League got the opportunity té dll_elliélbp a completely

new edition of the game, the main thing missing was a rules system that

" truly fit the setting of Coriolis. The 'game engine from Mutant: Year Zero,

modified to bring the themes of Coriolis to the forefront, made the difference.

7 N‘."-";'. you have a game that.incorporates a vivid world and setting with easy
to érfisp rules that let you dive ihto-fh'e universe without any hindrance. The

" 'Third Horizon, with its space nomads; rivalling factions, distant star systems,
_mischie.vous'd'_jzgnng',' t'zlm'l'm'bzch,zmuch more, is waiting for you. So don your

exo shells; spit on your sugar globes and start exploring Coriolis.

Kosta Kosful_'t'zs_.\and the Free League

¥










CHAPTER 1

| INTRODUCTION

eralded the dawn of anew era—andthe Honzon blossomed once again.
ozen star systems, linked by fate and by the will of t the Icons, wandered
er towards a brighter future. But as the Emissaries ar¥ived, the happy days
toaclose, and the dark between the stars slowly came oozing back .
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THREE TIPS FOR INSPIRATION

Watching a TV series or reading a book can help you to
getinto the right mood for an RPG. Here are three quick :
tips for Coriolis: .
+ Firefly, the TV series about the crew onboard a small
freighter vessel, has a lot in common with Coriolis.
Just trade the Western influence for Arabian Nights.
? # Revelation Space and its sequels. These book by
Alastair Reynolds are full of ancient mysteries and
mythical ruins - just like Coriolis.
+ Alien, by Ridley Scott. Dark, deep-space horror and

retrofuturistic spaceships fits perfect with world of

. Coriolis.
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Mgt CHAPTERZ |
YOUR CHARACTERS

Zoura Sadaldin was not just anyone. Born of a tailor and a laundress in the
shadow of the Monolith, her upbringing was modest, but the Icons had bigger
plans for her. That she would one day play a key part in the greatest battle of the
Portal Wars was nothing that anyone foresaw.

ZOURA SADALDIN - THE LIFE AND DEATH OF A HERO - Rumsah Shamhzin
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YOUR CHARACTERS
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3 : 'KUA - the center of the Horlzpn home tothe -

ZENITHIANS AND THE FIRSTCOME

Zenithians often have a pragmatic view of the
world, and place their trust in science as much as
in the whims of the Icons. They regard themselves
as being more modern than the superstitious
Firstcome, and claim to be the champions of suc-
cess, progress and leadership. The Firstcome, on
the other hand, view themselves as more spiritual
and with a deeper connection to the Icons than

the Zenithians. For the Firstcome, both close and
extended family matters greatly, and old myths
from many generations back take precedence over
modern history. Read more about Zenithians and
Firstcome in Chapter 10.

HUMANITES

¢ SIRB get the talent Pheromones.
¢ XINGHUR get the talent Resistant. .
# NERID get the talent Water Breathing

TABLE 2.1 HOME SYSTEM

| .
.

D6 SYSTEM . . . *
1 ALGOL - a planet of rebels ruined by: heavy
' industry and under draconian Consortium
rule. . b0t T

2 . MIRA -the cr_adle of Firstcdrn'e culture, fi_lle_d
* withtemples, churches EL cloister pal'ace§ ’

space station Corfolls

4 DABARAN - a barren desert with ravine sera-
glios, oasis gardens, and domed palaces.

[ ZALOS - deeply devoted to the'léon theMértyr
(an incarnation of the Judge), locked incon- .
» stant civil war with the heathens.

6 . CHOOSE ~ check the map of the Third Horizan
* andread Chapter 13 for inspiration. \




YOUR CHARACTERS

TABLE 2.2 UPBRINGING '

UPBRINGING PLEBEIAN  STATIONARY .PRIV_ILEGEID '
ATTRIBUTE 15 14 13
POINTS .

SKILL POINTS 8 10 . 12 '
REPUTATION 2 4 6

STARTING 500 birr 1,000 birr 5,000 birr
CAPITAL

; Yat

Example

Jessica is creating the PC Sabah, Trailblazer and
" Prospector. Sabah is of a Firstcome origin with a

Stationary background, born and raised on Kua. As a
Stationary, her Reputation score is 4, and her chosen
character concept Trailblazer will not modify this.

£

PLAYING A SEMI-INTELLIGENCE?

You could create a PC from one of the semi-intelli-
gent species nekatra, ekilbri or skavara. Make sure
that the other players are fine with it, and then have
the GM check the rules for semi-intelligent species
in Chapter 10.

23
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yat

- Example

As Sabah comes from a Stationary background,,
Jessica gets 14 points to spend on attributes.

She gives Sabah Strength 2, Agility 3, Wits 5 and
Empathy 4. She gets 5 Hit Points and 9 Mind Points.

£

TABLE 2.3 SKILL LEVELS

SKILL LEVEL ABILITY

1 Novice °

Capable

Competent

2
3
4 " Experienced
5

Master

GENERAL SKILLS

DEXTERITY (Agility)
FORCE (Strength)
INFILTRATION (Agility)
MANIPULATION (Empathy)
MELEE COMBAT (Strength)
OBSERVATION (Wits)
RANGED COMBAT (Agility)
& SURVIVAL (Wits)

® & 6 6 0 o o

ADVANCED SKILLS

& COMMAND (Empathy)

# CULTURE (Empathy)

# DATA DJINN (Wits)

& MEDICURGY (Wits)

& MYSTIC POWERS (Empathy)
« PILOT (Agility)

# SCIENCE (Wits)

& TECHNOLOGY (Wits)




YOUR CHARACTERS

TABLE 2.4 SKILL POINTS

UPBRINGING  POINTS TO SPEND
Plebeian 8 i
Stationary 10
Privileged 12
Jat
. Example

Sabah, being Stationary, gives Jessica 10 points

to spend on skills. She gives the Trailblazer Sabah

" Technology 3, Survival 2, Pilot 2, Dexterity 1, Ranged

Combat 1, and Observation 1. Jessica picks the Nine
Lives talent for Sabah.

-

TABLE 2.5 YOUR ICON

D66 ICON

11-14 The Lady of Tears
15-22 The Dancer
23-26 The Gambler
31-34 The Merchant
35-42 The Deckhand
43-46 The Traveler
51-54 The Messenger .
55-62 The Judge

63-66 The Faceless

25



. .
. :
L] sl
; A -
. *e
-
~ . o J;i:'l; .
B .

.
:
i ;
: . v
- .
3
. e
5 deh
M

~ingeyes.
0 THE JUDGE (A SWORD)
3 ddath rside is

JA"“"”& o ..:ug,><‘ ‘X'L;";:\@% a\"?‘ﬁs ."‘ = e, -Jﬂ"""/‘
‘f ; - <ANVET. \\-«\ ...



YOUR CHARACTERS

e

Example SRR
Sabah is possessed by something from the Dark: "
between the Stars. It sometimes takes over, causing -

seizures or memory loss.

i

CREW CARDS

_ For each of the positions, there is a Crew Position Card sup-

plied in thé Icon Card Deck (sold separately), which includes
a summary of the actions possible for each crew position.

" These cards are not needed for play, but are very handy.

27
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30

ARTIST

The Icons live through poetry, songs and
books. You have dedicated your life to the
fleeting moments of Iconic beauty that
your art creates. You know that no culture
is stronger than its art, and you intend to
make sure the Third Horizon is remembered
for something other than chaos, war and
destruction.




/i,, 3 zmx

L]
L
‘% ¥

"*"ﬁv 2y

‘..
:’,'\--

‘W N O\

&7 i



DATA SPIDER

The factions rule the Horizon, and

- information guides their actions. If you
can control this information, you will be
powerful. A simple enough equation, but
you are one of the few to have figured it out.
You are a Data Spider, carefully weaving
a complex net of data gathered from the
most obscure sources. You might not be the
sharpest dressed or have a single birr to
your naime, but you have information, and
information is power.

32 '




Possible sub-concepts:

¢ ANALYST - You gather and compile data from many
different sources and systems. Your info bank
can be used to predict anything from the rebels’
coming offensive, to next segment’s fad in the
Spire. You might be a corporate oracle, a data seer,
or a souk analyst.

4 CORRESPONDENT - You work for the Bulletin
or some smaller news organization, collect-
ing and disseminating information. You might
be an embedded war correspondent with the
Legionnaires on Uharu, or a freelance reporter
covering the elephant trade on Algol. Some private
detectives are ex-journalists.

¢ DATA DJINN - You spend your days by your com-
puter wherever you are. With a careful whisper,
you can control and direct complex systems,
extract classified information from djinn intelli-
gences, or simply destroy info banks and data-
bases. You could be a meme creator, a data infil-
trator or just a lowly programmer for the Space
Port Authority.

NAMES: Asour, Barika, Fatma, Naim, Omran, Yaqub

REPUTATION: %0

KEY ATTRIBUTE: Wits

Concept Skills:

¢ ANALYST: Data Djinn, Culture, Manipulation,
Science

4 CORRESPONDENT: Culture, Manipulation,
Infiltration, Observation

4 DATA DJINN: Data Djinn, Manipulation, Observation,
Science

YOUR CHARACTERS

33
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FUGITIVE

You can never stop moving. Always look
over your shoulder. Always sleep with a gun
under your pillow. You are on the run from
the past. It doesn’t matter what you once
may or may not have done - all that matters
is getting to the next hideout, the next safe
haven. But some day you shall be rid of your
pursuers. Some day you will dare sleep with
your back to the door.
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NEGOTIATOR

Words are what keep the Horizon running.
Weapons and threats may have their uses,
but in the end, it’s around the negotiating
table where everything is really settled. You
have realized this, and seen the immense
power that lies in closing a deal when all
hope seems lost. Your sharp intellect and
silver tongue can move mountains.
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OPERATIVE

You are a professional. You move unnoticed
through the shadows, as comfortableina
crowded bazaar as in the corridors of power.
Where law and diplomacy end, you begin.
You are an Operative, the long arm of the
powerful, carrying out missions in the dark.
You expect neither laurels nor fame. To you,
ajob well done is enough reward in itself.

38
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PILOT

Your ship and you are as one. At the helm,
you feel complete freedom and a righteous
Iconic presence. You are never more alive
than when you pierce the Uharan clouds,
when you soar across the Kuan jungles,

or whenyou defy death by diving into an

asteroid field. Flying is living, and you want
to livemore than ever.
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.

PREACHER

You are convinced that the Third Horizon

is the promised land of the Icons — and it is
your duty to convince its people of this. You
are a preacher, a bringer of holy words, one
of the Icons’ countless pilgrims. Humility,
duty and piety are your virtues. In times
like these, when the Dark between the
Stars grows stronger, you are needed more
thanever. =~ .
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SCIENTIST

The Horizon is full of mysteries, but they
can all be explained. You are a soldier in

the service of science, your duty is to find
answers where others see only questions.
You work tirelessly, honoring the scientific
method, testing and re-testing your
hypotheses. There are no absolute truths,
only a constantly changing canon of stories
about the creation of the Icons. It’s your job
to write those stories.

44
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SHIP WORKER

You have always felt the stars calling to
you. Your destiny is to travel the endless
Darkness with your crew. Your ship is your
home and your best friend, and you know
her like the back of your hand. You live a
tough life in a tough profession but you
wouldn’t trade it for anything - you are a
starfarer through and through.

46
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SOLDIER

You know what war and violence do to

. people. You have seen it up close. Watching

your friend being blown to bits does
something to your soul, alters your mind.
What you also know is that a Vulcan carbine
is power in its absolute form. Violence is
power. You don’t live for killing, but as

long as the factions keep fighting, as long

as the corsairs keep raiding and as long

as someone pays and feeds you, you will
continue doing it. Because you are a soldier,

" andit’s just what you do.
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TRAILBLAZER

Curiosity is your poison. You have always
been one to look under every stone, search
every nook and cranny. Your calling is

to unravel the Horizon’s secrets and
mysteries. You know that the future can
be told through the ruins of the past. If
you only dig deep enough and work hard
enough, maybe you will be the one who
discovers a secret so vast it will shake the
Horizon to its very core.




/i,, 3 zmx

L]
L
‘% ¥

"*"ﬁv 2y

‘..
:’,'\--

‘W N O\

& e A






S KI LLS

. > : i o A R

N It has been sald about the fourth sultan of Baharz that nawhere in the Horizon “\W ?'
was there evera speaker more eloquent. When the raiding parties of rwalmg clans . 7
stood at the city gates, the sultan spoke so movmgly to them that they tumed,t@ezr

weapons against their leaders and swvﬂ%ernal loyalty to the sultan msteaﬂ = _
. formmg the now legendary Baharibody '

EARL\?‘hUL‘ERSOF,t'MzoN SoraMoradl .3’" y ,-'._ Y v ' q
Y 4 N N )\
h i .:“." u ! -: : -'vz
¢ e e &
@ : .
1




'%@;;@N

v@‘ ..a ‘%'/“ i j§ - = .‘:; \‘%/ /

A ,as‘ tpx W 2y w..« e ¥ 1./ qu 2\ TN N NS cpz

e GENERAL SKILLS

ADVANCED SKILLS S

i, " Example W.oe
. Pros;dector Sabah huﬂs herself towards the closing
e airlock. The GM decides that, to make it in time,
Sabah must successfully test DEXTERITY. Sabah has
B it DEXTERITY 1 andAG-lLITY3, giving her a total of 4 dice
€ st farthe roll
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SKILLS

TABLE 3.1 LEVELS OF SUCCESS

NUMBER OF SIXES LEVEL OF SUCCESS

S 1-2 Limited Success

3+ Critical Success

e

- .Example
S'a._bah rolls her four dice and gets a six. It’s a lim-
[ited success. She rolls through the airlock without a

- second to spare.

DESCRIBE YOUR ACTION

In Coriolis, you create your story together. Testing

a skill should be a dramatic high point. Start by

describing what you intend to do so that everyone

knows what is at stake. Then roll the dice. Read the

result and describe the outcome - what you do, what

you say, what you think, how your enemy reacts. If you

send a prayer to the Icons, describe your prayer. Take

the dramatic initiative, don’t wait for the GM - only if oy
you overstep your dice result should he stop you.

55






SKILLS

TABLE 3.2 ICONS AND SKILLS o

Which Icon you pray to depends on which skill ybujust
tested. This has no mechanical effc;ct, but should b_e part .of.
your narrative. n

¢ DEXTERITY: The Dancer

¢ FORCE: The Deckhand

¢ INFILTRATION: The Facelgss - .
4 MANIPULATION: The Merchant

¢ MELEE COMBAT: The Dancer

4 OBSERVATION: The Gambler "
¢ RANGED COMBAT: The Judge

4 SURVIVAL: The Traveler

4 COMMAND: The Judge

® CULTURE: The Traveller

4 _DATA DJINN: The Messenger

4 MEDICURGY: The Lady of Tears

¢ MYSTIC POWERS: The Faceless

¢ PILOT: The Gambler

4 SCIENCE: The Messenger

.

TECHNOLOGY: The Messenger

yat

Example

Prospector Sabah raises her shaking hand and fires
her Vulcan pistol against the assassin. She has
RANGED COMBAT 1 and AGILITY 3, so she rolls 4 dice
but gets no sixes. She sends a silent prayer to the -
Judge and rerolls the dice. A six! Sabah closes her
eyes and the shot hits. The GM gets a Darkness Point.

-

NPCS AND SKILLS

NPCs use Skills just like the PCs. The GM rolls dice

for their actions, and can reroll by spending Darkness
Points. But the GM should only roll dice when an action
directly affects a PC - for example, whenan NPC
attacks or attempts to rescue a PC. When an NPC
takes an action that doesn’t directly affect a PC, the GM

is free to decide what happens without dice rolls.

57



TABLE 3.3 SUCCESS CHANCE

When rolling many dice at once, it can be hard to estimate

your chance of succeeding. The table below lists the chance

of success when rolling 1-10 dice. The third column shows

the chance modified by praying to an Icon.

DICE CHANCE WITH PRAYER
1 17% @ 29%

2 31% 50%

3 42% 64%

4 52% %

5 A 81%
3 67% 87%

7 72% 90%

8 - T1% 93%
9 81% 95% - '
10 84% :

58
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SKILLS

.
.
.

If your modifiers put you at zero dice or fewer, roll-tWO i ; .
dice - but to succeed, both have to show sixes. Hard, bt,lt'ﬁot
impossible! i

TABLE 3.4 DIFFICULTY

DIFFICULTY MODIFIER
Child’s Play +3
Effortless +2

Easy I |
Normal 0
Demanding -1

Hard -2
Insane -3

Yat

Example
A while later, Sabah is desperately trying to shake of f

a pursuing enemy, and attempts to climb over a wall.

She must test DEXTERITY again, but the GM deems
the climb Hard (-2). Sabah has AGILITY 3 and DEXTER-
ITY 1, but gets only 2 dice.

Example ;
Sabah’s friend, the prospector Wali, helps her over ',
the wall. This gives Sabah 1°extra die to roll.

e
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REPUTATION

Your Reputation score and that of your opponent will
affect your MANIPULATION roll. If yours is higher, you
get a +1 for each step you outrank your opponent. If
your score is lower, you instead get a -1 for each step
of difference. Reputation will, however, only affect
your roll in situations where your social standing in
the Third Horizon is relevant. The GM has the final
callon this.

MANIPULATING GROUPS

When you use MANIPULATION on a Igrou‘p bf_peonle, you
normally engage with the group’s leadet: or sp‘orkesp.erson.
Remember that you get a -1 for being outnumber.éd by your
opponent. If you reach an agreement with the leader, the
group will usually accept this. If there.is no clear le.ader,
things will be harder - every on§ of'your opponents will
then actindividually. " )

DON’T ROLL TO SPOT HIDDEN OBJECTS A
) l.. : ‘::' '. I gl : L »
In COrioli.s, you don't roll dice to find hidden objects, secret ~ , . b

fit
can be found at all. Roll nbdi(;(e_';"'_-_"_. e oA R

doors or clues. If you describe to the.QM'thét-_yqu a;-;,_.': Tl
searching in the correct spot, he should let you find it, i
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SKILLS

UNDERSTANDING ARTIFACTS

You can come across strange artifacts on your adventures
in the Third Horizon. All artifacts have a knowledge requi-

site - certain skills or talents you must have to understand
“the artifact. You must pass a SCIENCE test to understand
"how to use the artifact (even if you understand what it is,
your PC may not). Each PC can make one attempt. If you fail,
% you must gather more information - or wait for another PC
: -_of_-the GM to explain the object to you.
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CHAPTER 4

'hENTS - /,,_..,% -

Afrimede — a mere whisper of thename chills the blood of regents and rulers 7
everywhere. Perhaps the mostgkilled hassassin of the Black Lotuses of Ahlam, she

' has elevated her crafttoa form of art. There are no known pictures of her, and sheis
saidto be a master of changing her appearance.

" 'SECTS, CULTS AND SECRET SOCIETIES - Kalil Dalma
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TABLE 4.1 GROUP TALENTS

A Nose for Birr A : -"‘.'.' « - MasterScouts % T . Survivors
Everything is for Sale Ry . ~ A'Ifrje"nd-in Every Port Truth Seekers
Quickest Route - fotats ol : Aot "-Assassins’ Guild , \ Last Laugh
Assault - " DancersofAhlam .+ . sy * Onie Last Birr
Charge . y i Seasoned Travelers It =, ﬁércyéfthe Icons

TABLE 4.2 ICON TALENTS

The Lady of Tears’ Talent * "\ The Merchant's Talent N B The Messeﬁger's Talent

The Daneer’s Talent ! ‘The Deckhand’s Talent. @, . ©" " TheJudge’s Talent

The Gambler’s Talent = The Traveler’s _Talen_t". ] el The Faceless One’s Talent

i ‘ ; k CR Al T
’ . P '
.
] Ll .
. . :




TALENTS

TABLE 4.3 GENERAL TALENTS

. Blessing Judge of Character Soothing
Combat Veteran Licensed Sprinter
Defensive Machinegunner Talisman Maker
Executioner . Malicious The Hassassin’s Thrust |
Exo Specialist y Nine Lives Third Eye '
Faction Standing PointBlank * Tough
Field Met{j_curg . Rapid Reload Wealthy Family : i
Gearhead . ) ; Rugged Zero-G Training
I_.ntimi;iating Seductive

TABLE 4.4 HUMANITE TALENTS

" Pheromones . Resistant

.

Water Breathing

.
.
.

TABLE 4.5 CYBERNETIC IMPLANTS

. AcceleratedtReflexes- . - Endo Skeleton Targeting Scope
" Active Sensors . Language Modulator Voice Amplifier
Body Armor, Lie Detector Water Breathing
Built-In Weapon ‘ Passive Sensors Weatherproof

Com Link Servo Locks
' Skin Electrodes

Cybernetic Muscles

TABLE 4.6 BIONIC SCULPTS

Beautiful . Morph
Built-In Weapon Nimble
Intelligent Quick

TABLE 4.7 MYSTICAL POWERS

Regenerate

Artificer Mind Reader Stop *
Clairvoyant Mind Walker 'Telekinesis
Exorcist Prediction o

Intuition ' Premonition
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TALENTS

KNOWN MORPHS

The Third Horizon is full of stories about monstrous mor-
phed humans. In the mausoleum of din Hrama, the captain
of the guards is said to have an extended torso and an extra
set of arms. Some of the monks in the Temple of Anaspurna
on Amedo supposedly have wings. The nomads in the Kuan
Rimward Reach are often equipped with prehensile tails to
assist movement in zero-G, or so rumor would have it.

4 EXTRA PAIR OF ARMS: You can perform an extra fast
action per turn, as long as you can use the extra arms
for that action.

& EXTRAFINGERS: You can use tools, make repairs, oper-
ate computers or do other tasks that require fine motor
skills with extraordinary ease. You get a +1 in situa-
tions where fine motor skills are paramount, such as
advanced MEDICURGY, repairing precision engineering
with TECHNOLOGY, or reprogramming a computer using
DATA DJINN. Unfortunately, your brittle and sensitive fin-

gers give you a -2 to Force.

4 WINGS: You can glide up to Long Range if you leap from ét

least 20 meters up. Test DEXTERITY to land without taking
damage (failure means Dé points of damage). When on
the ground, you suffer a -1 to DEXTERITY, due to the size
of the wings. :

4 PREHENSILE TAIL: You get a +2 to DEXTERITY When climb-
ing or moving around in low- or zerb-G. The tailis easily
hidden under a coat or a caftan. R
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THE PROBLEM OF CLAIRVOYANCE

A PC with the Clairvoyant power can make a mess
of the GM’s plans. If the goal of the scenario is to
find someone or to reveal the identity of a killer, the
PC can just solve the puzzle right off the bat, using
this talent. Not fun. The best way to handle this is
to give the PC vague clues instead of hard facts -
mystical powers are not an exact science. Try to
give the PC a clue that feels valuable, but one that
won't ruin the mystery.




TALENTS
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COMBAT

THE ICON CARD DECK

Instead of rolling dice, you can choose to draw Icon
cards from the Icon Card Deck (sold separately) to
determine the turn order. The “tens” number on
the cards will determine your initiative scores. The
“ones” number will break ties. Keep the cards in
front of you to remember your scores.

Jat

t dis Example

Sabah attacks a Sogoi warrior deep in the jungles
of Kua. She rolls an initiative score of 6, and then
adds +1 (i.e. the initiative bonus of her Dura knife).
Her total initiative score is 7, and she gets to act
first in the turn. She must attack with the Dura .
knife this turn, because she claimed the initiative
bonus from it.

S

TABLE 5.1 ACTION POINTS

ACTION ' ACTION POINTS
Slow 3’ ;
i . " ““Normal 2’
. - q ~
Al . . Fast ) 1
> F X . Free 0
w2 v o . AR,
) 4OC6ERACEREY St (5-ba000ebR080D "

0]
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GROUP ROLLS FOR NPCS

Groups of NPCs working together can attack with
only one dice roll, instead of each one making an
individual attack. This works like Help From Others
(page 58): each additional person, up to the max-
imum of three, means a +1 to the attack roll. This

makes the GM’s job a lot easier.

Jat

Example S

Sabah has been broken, and her friend Wali;attempts
to administer first aid using his M-Dose. He is not

a very good medicurg (MEDICURGY 2), so he asks the
help of Cillah (MEDICURGY 2). When Wali tests his
MEDICURGY, he gets a +1 for Cillah’s help, and a +1

for the M-Dose. The effort counts as slow actions for
both Wali and Cillah. .

t N
. a2 B

BATTLE MAPS e

A battle map of adesert énq abattle map ofabazaar are

available as PDFs from the M‘ot'!iphius website. Use these,

if you want to keep extra-detailed track of whére all the-
combatantsina filg'ht are positigned. Placé tokens or'r'nlin—
iatures representing each of théfighters on the white dots
[LELTE ma'p. The white dots are two rr;eters apart —thatis,

at Clos’e. Range from each other. Two people cannot bccﬁ‘!ﬁy
the same dot., - -




—y/ 2( _“:-'U' -' By -:;-"-'-; *.‘m\\kj! 5’1 g\ﬁ(r *p»\ 1\\\“, . 8 A -',4
Dt S S N NG oG "hﬁi\'
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TABLE 5.2 SNEAK ATTACKS AND AMBUSHES

RANGE MODIFIER

Close -2

Short 0 e

Long +2

Extreme +4 .

86
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Jat

Example

Sabah attacks a Sogoi warrior with her Dura

knife, and she rolls two sixes. She inflicts 2 points

of damage on the Sogoi with the first six (2 is her
Weapon Damage), and®&he spends her second six

on pinning the now-bleeding warrior. The Sogoi
attempts to break the clinch through an opposed
MELEE COMBAT roll, but fails. In the following turn,
Sabah makes a grapple attack, giving her a +2 mod-
ifier and a total of 8 dice to roll. She gets three sixes!
The pinned Sogoi cannot defend. Sabah spends both
her additional sixes on extra damage, and the Sogoi
goes limp beneath her, broken after another 3 points
of damage. ! " .

TABLE 5.3 RANGED ATTACKS

DISTANCE . . MODIFIER
. Close -3/+3 o . i
Short 0 .y s ks
Long s 2B kS
Extreme 2o ¥ sy g
Beyond Weapon -3 .+ . Vo b
Range . 7 i -‘-3 i .
R
. S . o,
e ’ i .




COMBAT
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Jat

Example

In the Kuan Conglomerate, Sabah is suddenly
attacked by a group of mercenaries firing at her from
arooftop. She returns fire with her Vulcan carbine
and rolls 7 dice (3 for ARility, 3 for RANGED COMBAT,
and 1 for the Gear Bonus of the weapon). She rolls
two sixes, inflicting her weapon’s Weapon Damage
(3) on one of the mercenaries. Sh.el uses her second
six to disarm the mercenary, whose rifle drops to the
street below. .

Example

Sabah is taking cover behind a wallwhen suddenly
the mercenaries’ firing stops. War—érying; fow: of
them come running towards Sabah’s hiding‘place,
giving her no choice but to fire a deadly burst of full
auto fire against them. She rolls 6 dice (3 for Agility,
3 for RANGED COMBAT, 1 for theweapon’s Gear Bonus,
1 for the support of leaning against the wall, and
then -2 dice for firing full auto). She is out of luck — no
sixes! She sends a quick prayer to the Icons, giving
the GM a Darkness Point, and rerolls. Two sixes! She

uses the two sixes to hit two ofher enemzes and then

starts rolling extra full auto dzce On the first one,
she rolls a 4 — no hit, but shg_gets to keep on firing
because it wasn’ta 1. Next die shows aﬁoth'e'r 4 but
she keeps going. Third die shows a 6, whlch she uses
to score a hit on a third mercenary. The fourth dle
shows a 1 - her clip is empty ‘and she must reload.”
Three of the mercenaries were hit by Sabah s‘burst,

.each taking Weapon Damage Time to see if their

armor holds! “"s




COMBAT
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COMBAT

.

TRACK YOUR DAMAGE '

When your PC takes damage, tick the corresponding
number of boxes next to the Hit Points section on the char-
acter sheet. ;

Jat

Example .

A mercenary is firing a Vulcan carbine (Weapon
Damage 3) at Sabah. The mercenary rolls three sixes
and uses them all in order to maximize damage.

. Luckily, Sabah is wearing an armored suit (Armor

Rating 3). She rolls 3 dice and gets two sixes, cancel-
ing 2 points of damage from the attack.

£

TABLE 5.4 COMMON COVERS

COVER ARMOR RATING

Divan
Table

Door

Inner wall

Outer wall

Brick wall

W N(ov (o1 | NN | W(N

Foxhole

at

Example :
Sabah is sneaking through.a corridor on a spaceship -
when a corsair suddenly fires at her. The first shot
misses, and Sabah takes cover around a corner in_ghe
corridor (fast action) to return fife. In the next turn,

‘the corsair shoots again, hitting Sabah with two sixes.

‘Given Sabah is'in cover behind the corner (an inner

wall) she gets to roll 8 dice when testing her armor (5

+ for the inner wall and 3 for her armored suit).

o
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COMBAT

TABLE 5.5 MEDICAL EQUIPMENT a

There are many kinds of medical equipment in the Third Horizon. More details can be found in Chapter 6. The skill bonuses below are not

cumulative. : :
EQUIPMENT BONUS  COMMENT
Improvised -1 No effect on critical injuries or radiation
Doctor’s Bag 0 No effect on radiation
M-Dose +1 E
Ballistic M-'Inj’ector ey Requires a Vulcan firearm, Short Range '

_ Medkit +2 i -
Med Lab +3 Ship module > )
T-Dose: % +2

_ Traumakit +3

: IT_rauma Lab +4/+5*  Ship module
-C-Dose +1

" P-Dose +2/+3*  Automatically restores 2 HP with successful MEDICURGY

& Spider Doctor - Has Wits 5, MEDICURGY 3, see page 113
Heafing Scarab - Automatically restores 2HP j
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TABLE 5.6 CRITICAL INJURIES

Dé hours -

Unless malcal aid is given during the heallng time, the paraly-

sis’ becomes perm_angnt .

D66  INJURY FATAL TIMELIMIT  EFFECT HEAL TIME
1 Wind Knocked Out No - Stunned for one turn. -
12 Disorientated No - Stunned for one turn. ,_ -
13 Sprained Wrist No " Drops held item, then -1 to RANGED COMBAT and MELEE D6
COMBAT.
14 Sprained Ankle No = Falls down, then -1 to DEXTERITY and INFILTRATION. D6
15 Concussion No = Stunned for one turn, then -1 to all advanced skills. D6
16 Bruised Lower ng No C Falls down, then -1 to DEXTERITY and INFILTRATION. 2Dé6
A Broken Nose No - Stunned for one turn, then -2 to MANIPULATION. Dé
22 Broken Fingers No = Drops held item, then -2 to RANGED COMBAT and MELEE 2D6
i COMBAT.
23 Broken Toes No = Stunned for one turn, then -2 to DEXTERITY and INFILTRATION.  2Dé
L]
24 Teeth Knocked Out No - Stunned for one turn, then -2 to MANIPULATION. 2D6
25 Groin Hit No = Stunned for two turns, then 1 point of damage per FORCE, 2D6
DEXTERITY, and MELEE COMBAT test.
26 Disloéated Shoulder \[] = Stunned for one turn, then -3 to FORCE and MELEE COMBAT. D6
31 Broken Ribs \[] P - Stunned for one turn, then -2 to DEXTERITY and MELEE 2D6
o/ ] COMBAT.
32 Broken Arm No : Stunned for one turn, then -3 to RANGED COMBAT and MELEE 3D6
COMBAT.
33 Broken Leg [\[] sl Falls down, then Movement Rate halved, and -2 to DEXTERITY 3D6
: and INFILTRATION.
34 Shredded Ear ~ No - Stunned for one turn, then -2 to OBSERVATION. Permanentugly  3Dé
scar. :
35  GougedEye No - Stunned for one turn, then 2 to RANGED COMBAT and 3D6
: OBSERVATION. .
36  PuncturedLung ' Yes Dé6 days Stunned for one turn, then -3 to DEXTERITY. 2D6
4 Lacerated Kidney Yes D6 days Stun_lned flor two turns, then 1 point of damage per FORCE, 3D6
- : -DEXTERITY, or MELEE COMBAT test.
42 Crushed Foot . 2 Yes DY EVE Fa{ls Qi/er, then Movement Rate halved, and,-3 to DEXTERITY 4D6
: - A and INFILTRATION.
43 Crushed Elbow Yes . . Dé d'a'y.s':' g S-tunned forone turn, then -2 to FORCE and MELEE COMBAT.No  4Dé
v w70 "« useoftwo-handed weapons.
44 Crushed Knee Yes" ~ Dé hohrsﬂ Stunned for one turn, fallsover, then Movement Rate halved, 4D6
: ’ ; © ' and-3 te DEXTERITY_ and INFILTRATIQN'.
45 CrushedFace - Yes . -+ Déhours " ‘Unconscious Dé hours, then -2 to MANIPULATION. 4D6
" 46 Pierced Intestines - Yés “Dé hours Stunned for one Iturh' then 1 point of damage per hour until first 2D6
i : ok ald is administered. ) ;
51 Broken'Spine Yes Dé6 hou_rs' i Unconscious D6 hours, then paralyzed from the waist down. I 4D6
' T o Unless medlcalald is given during the healing tlme the paraly-
% sisbecomes permanent
52 Broken Neck Yes Unconscious 0% hours, then paralyzed from the neck down. 4D6




TABLE 5.6 CRITICAL INJURIES

COMBAT

SR AtypicalDamage'

D66  INJURY FATAL TIMELIMIT  EFFECT '_ HEAL TIII‘IE
53 Bleeding Gut Yes D6 minutes 1 point of damage per turn until first aid is given. Dé: P
- 54 Internal Bleeding Yes,-1 Dé minutes Unconscious D6 hours, then 1 point of damage per FORCE, 26 .
DEXTERITY, or MELEE COMBAT test. .
5.5 Severed Artery (Arm) Yes, -1 D6 minutes Unconscious D6 hours, then -1 to DEXTERITY. Dé
56 Severed Artery (Leg) Yes, -1 Dé minutes Unconscious D6 hours, then -2 to DEXTERITY. . * Dé
é1 Destroyed Arm Yes,-1  Dé minutes Unconscious D6 hours, then -2 to DEXTERITY, The arm is per- 3D6
: manently lost. No use of two-handed weapons. . '
62 E De_'stroyed Leg Yes,-1 Déminutes Unconscious D6 hours, then -2 to DEXTERITY. The legis perma- 3Dé
. . nently lost. Movement Rate is halved. .
63 Sévered Jugular Yes, -1 D6 minutes Unconscious D6 hours, then -1 to DEXTERITY. Dé
y 6_4 Severed Aorta Yes, -1 D6 minutes Unconscious D6 hours, then -2 to DEXTERITY. 2Dé6
65 Pierced Heart Yes - Your heart beats one final tihe. Create anew PC. -
- 66 Crushed Skull Yes - You are instantly killed. Your adventure ends here. Createanew -
PC.
Yes Varies Unconscious until death, or until first aid is given. -
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BROKEN NPCS

NPCs can get broken, just like PCs. A.r! NPC can give first aid
toa PC, and vice versa. When NPCs are treating each other,
no dice roll is necessary; the GM can decide the outcome.

Example aes
Sabah has suffered the critical injury “Punctured
lung” and has been brought back to the group’s
medlab onboard their ship. The medicurg Vasil
(Wits 4, MEDICURGY 2) first manages to stabilize her
wounds. Then he rolls again to shorten Sabah’s heal-
ing time. He gets a +3 modzfze.r for the medlab, rolls
his nine dice, and succeeds The recovery tznde for the
punctured lung, 2D6 days is halved . e ; % ot
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TABLE 5.7 VEHICLES

NAME

BONUS

HP

MOVEMENT RATE

ARMOR

PASSENGERS FUEL

Gravcraft

+1

20

20

-3

4 Fusion unit

‘Grav Bike

+2

30

1 -Fusion battery

pen Hovercraft

40

16

8 + Fusion unit

Crawler

25

10

6-8 Fusion unit/bahtrol

Band Loader

100

20

7

0
8
4
2

8 Fusion unit

Yat

Example

Sabah is riding her grav bike through the
Conglomerate slums. She wants to ram a mercenary
from Short Range. She uses a fast action to get
within Close Range (the bike’s Movement Rate is

30 meters), and then her normal action to ram the
enemy. She rolls 7 dice (Agility 3, PILOT 2, Gear Bonus
+2). After a quick prayer, she finally gets two sixes.
The mercenary is hit and takes 3 points of damage
(Weapon Damage 2 - the bike’s HP (8) divided by 5
and rounded up, +1 damage for the extra six).

Example.

" An enforcer from the Syndicate fires a missile against

Sabah’s gravcraft. The attack hits and deals 4 points
of damage. Sabah tests the gravcraft’s armor (Armor
Rating 3), and rolls one six. The gravcraft takes 3
points of damage. .

5

B VEHICLES IN THE THIRD HORIZON

Pl_a_:_netside vehic.leé inthe Third Horizon normally runon

“wheels or graviton projectors. The former types of vehicle

are commonlyreferred to as “crawlers” and the latter types

as “gravs.” Most vehicles are poyv'ered by small fusion units

thatrun onWafqr, or sometimes they run on rarer isotopes of

. water. Smatler vehicle§ may run on fusion batteries or cells.

Older, more primitive, vehicles sometimes run on alcohol, or

'bnfetrole'ulr_ﬁ products like bahtrol.
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WEAPONS & EQUIPMENT

KNOWN FACTION TECH

Despite the efforts of the factions to keep their
technology secret, rumors about it are spread far
and wide. The Consortium are known for their tech-
nological wonders - gigantic combat exos called
Walkers that were field tested during the Uharu
conflict, advanced warships and portal blades that
are said to cut through armored warriors like grass.
The Order of the Pariah are known for their anima-
turgical skills, resulting in the animated armor suits
and their antimatter tech. Most people also know
about the Hegemony’s fearsome arachnid armors,
used by the Astdrban.

POSSESSIONS ON CORIOLIS

Some items can be found everywhere in the civilized parts
of the Horizon. Most people have somewhere to live and
food on their plates, plus common items like tags, transac-
tors and whatever gear they need for their profession.
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TABLE 6.1 LIVING EXPENSES i a

LIFESTYLE PRIMITIVE ENVIRONMENT ORDINARY ENVIRONMENT ADVANCED ENVIRONMENT
Spartan 50 birr I . 500 birr 500 birr Pty
Normal 100birr Lo 1,000 birr . 2,500birr i

Luxury 500 birr ' 5,000 birr .. 10,000birr




TABLE 6.2 FOOD, DRINK AND ENTERTAINMENT

WEAPONS & EQUIPMENT

FOOD DRINK SERVICE
Shish kabab Ayran Bath house visit

- .Lamb kofte Arrak Iconoscope or fortune telling
Aubergine stew Chai Courtesan
Chicken stew Kawah Poet
Falafel - . . Kohdl Proxy . '
Moussaka Honey water Theater/stadium visit

" Minced mushroom . Wine Tabak X
Algae cake Arrash :
Baklava * Opor

TABLE 6.3 EVERYDAY ITEMS

_ NAME - BONUS cosT WEIGHT TECH TIER
Arrash _ f -1 25 Tiny P
Cell: ' 50 Tiny 0
Clothing 50-1,000 Tiny P/O/A
Communicator

* ~Personal(l) 200 Tiny 0
- Short range (I1} 500 Light 0
- Long range (Ill) 1,000 Light 0
- Orbit (IV) 2,000 Heavy 0
- System (V) 5,000 Heavy 0]

- Pulse function 1,000 Tiny o*
Computer -3/-1/+1 10,000/15,000/20,000 Normal P/0/A
Holograph 1,500-7,300 Tiny-Heavy A
Kambra 3 +1 250 Tiny 0
Language unit 10,000 Tiny A
Library database +1/+3 1,500/2,000 Tiny A
Modulator ¢ 12,000 Normal A
Musicalinstrument - +1 : 100-1,000 Light-Heavy P
Opor -2 d 50 Tiny "y P
Proxy helmet e 500 Light 0]
Proxy trip = ) 100 - Tiny 0
Tabak ' : 25 Tiny ' P
Tabula . Rl 2,000 Light 0
Tag - WAL ' &0 Tiny 0
Talisman ,* 50 . Tiny 3
Transactor & i 100 " Tiny ‘0
Voice amplifier. . v 400 Light 0]
. e ¥
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WEAPONS & EQUIPMENT

CELLS AND ENERGY

A cellis basically a small balttery that can power a wide .

range of portable tech. Refueling a cellwith.hydrogen can -
be done in most Ordinary environments for a small fee. In

weapons, the cells are usually built into the magazine. Heavy
weaponry may require several cells in series or parallel.

COMPUTERS IN THE THIRD HORIZON

Anyone who has grown up in an Ordinary environ-
ment will have a basic proficiency with computers
and databases. All Ordinary computers are voice
operated and self-programming, which means
that they are ordered rather than programmed by
the user. DATADJINN is tested to make a computer
perform tasks properly. Ordinary computers are
harder to command (-1) than Advanced ones (+1).
The most difficult machines are the primitive
thought machines that must be operated using
keyboards and programmed manually in obscure
code languages (-3). They still exist in certain prim-
itive parts of the Horizon in the forms of computing
and punch card devices and other rudimentary

processing units.
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CLOTHES IN THE THIRD HORIZON

The peoples of the Horizon dress very differently.
The Firstcome tend to prefer loose-fitting garments
such as djellabas or gallabeyas, while Zenithians
prefer shirts such as the kameez or the kurta, as
well as vests and veils. Among space station and
ships crews, practical clothes with pockets are
common, along with tight coats and belts. The
fashion changes over time, and different groups

are influenced by foreign styles and designs, which

makes beautifully embroidered djellabas or gal-

labeyas common among important Zenithians and
wealthy merchants, for example.

¢ BURRA: A wide, straight skirt worn over pants by
both men and women. Common in dance rituals
performed by preachers or ascetics.

4 DHOTI: A piece of fabric worn as a loincloth or
strapped on as pants. Common together with a
kurta or kameez.

¢ DJELLABA: A full-length robe usually made from
cotton or wool. Certain local variations include
ahood. Belts are sometimes used to accentuate
the waist.

¢ DUPATTA: Long shawl that can be worn in many
different ways, usually tied around the head.

¢ GALLABEYA: A wide, full-length robe without
collar, and sometimes without buttons. The
sleeves are usually very wide and sometimes con-
tain small pockets. Most common in hot climates.

¢ GUTTRAH: A smaller piece of cotton fabric worn as
a turban-style headdress or fastened with black
string, called agal.

4 CAFTAN: A long coat with wide sleeves. Commonly
not buttoned in the front but worn open or with the
front parts overlapping, sometimes with a belt.

¢ KAMEEZ: A long pull-on shirt, usually with
embroidery.

¢ KURTA: A knee-length, straight shirt or jacket with
around collar.

¢ THAWB: A full-length robe with straight
sleeves and no collar. Usually worn with pants

underneath.
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TABLE 6.4 MEDICURGICAL TECHNOLOGY

NAME BONUS o cosT  ° WEIGHT TECHTIER

-Ballistic m-injector +1 . 1,000 Light 0 S
it Bio monitor 5,000 Light \ 0
‘ Doctor’s bag *0 300 Normal P

Herbal remedy -1 50 Light P

Medkit +2 700 Normal 0

M-dose . +1 50 Light 0

Medlab +3 5,000 - 0]

Mind-enhancing narcotics +1/-1 200 Tiny o*

P-dose " s2/43 1,000 Light F*

Poison . 300-3,000 Tiny P

Spider doctor (Wits 5, MEDICURGY 3) 5,000 Heavy A*

Trauma kit +3 2,000 Normal A

Trauma dose’ ) 2 200 Light A

Trauma lab & W ‘ 1;4/+5: ' 20,600 - A*
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Bl TABLE 6.5 TOOLS AND REPAIRS

.NAME BONUS cosT WEIGHT" TECH TIER
Cutting torch 800 Heavy 0
Spare part, Primitive 50 Light P
Spare part, Ordinary 200 Light 0
Spare part, Advanced 1,000 Light A
Thermal cutter v 3,000 Heavy A
Tools, Primitive 100 Heavy P
Tools, Ordinary 500 Normal 0
Tools, Advanced Y| 1,500 Light A
Vacuum sealer . 500 Light 0
Workshop, Primitive +1 400 - P
Workshop, Ordinary +1 2,000 - 0
Workshop, Advanced +2 15,000 - A
s
. 5 : . e "t
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Bl TABLE 6.6 SURVIVAL AND COLONIZATION

.NAME BONUS ! CosT WEIGHT" TECH TIER

© ' Artificial gills ' 2,500 Light A '
AL Ballistic cartograph 4,000 Tiny A*
Binoculars +1 100 Light P
Box tent 2,000 Normal A
Chem extinguisher v 300 Normal 0
Compass +1 100 Tiny P
Diving gear 1,000 Heavy 0
Emergency flare =t 50 Light P
Environment scanner +2 400 Light 0
Filter mask 300 Light 0
Hyper rope +1 200 Tiny 0
Moisture condenser R 2,000 Tiny 0
Nutrition pills o . : 250 Tiny A
Nutrition recycler T T SR 3,000 Tiny A
Portable laboratory _ 12 > 2,000 Heavy 0
Pressure tent Py 1,200 Heavy 0
Spider suit +3 . 4,000 Light A*
Survival mask ; oy 500 . Light 0
Survival rations 4 . 3 100 * Tiny 0]
Thermostatic suit +1 1,100 Y " Normal 0
Water purifier ~* . ! 1,000 - EER Light 0
. Fiia
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L

NAME . BONUS ~ cosT i Tl " WEIGHT TECH TIER

Armored gravcraft _ - 40,000 ° - 0

-Crawler -_ 6,000 - 3 0 '
i Drone 4,000 -, 0
’ Exo shell -2 2,000 - 0

Grav bike +2 3,000 - 0]

Gravcraft +1 15,000 - 0

Gravity belt ’ 4,500 Heavy A

Ground loader 10,000 - 0

Hand jet +1 700 Heavy 0

Jet pack o +1/+2 1,600 Heavy 0

Loader exo +2 0 3,000 o 0

Remote control module 2,000 Tiny 0

Track loader 4,000 - 0

Waterjet ~ # 1,100 Heavy 0

s
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WEAPONS & EQUIPMENT

TABLE 6.8 RECON AND INFILTRATION

NAME S BONUS g *  COST WEIGHT * TECHTIER
Chameleon suit ' +2, 3,000 Light A
Fiberscope - % - .. " 3000 Tiny CA
Lie detector .2 1,800 Light A
Mechanical lockpick N 50. - Light . P
Modulation mask 2 : ; <% 5000. - ' Light A
Proximity sensor <8 : 4 1,200 ; A - Normal 0
Recon pr:Jbe . +3 ; _ ‘2,009 A .Normal 0
Securitytab.iet- . R e e 700 . 'Light 0]
. ¥ N
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TABLE 6.9 COMBAT GEAR
NAME « 't % BONuUs o) ,...CO_ST _.l‘-.WEIGHT TECH TIER
«  Advanced scope B ”. % +2 B ;I,'5,_000 * Tiny . A*
Command unit S L - 2,380 ¢ Light o*
Fusion battery - - . e k2, -.";"'. ; S+ 3,000 Heavy
5 Nightsights S R, C 1,000 . *Tiny

Optical'scope o ERERN O - s o0p - 2 Tiny: ..

Reload, Primitive AT .' Ppear b, B yErE Light .

OoO|lvW|( VW | O|O

" Reload, Ordinary ..., LR . _ 50 S Light -

Reload, Vibro, P g 2000 5, . 5. - Light or,
Reload, Advanced s DE o SRR | YN ‘ “u Light
Sensorscope 3 L Sy T cg000 L * . ' Tiny - (]
Signal jammer g w1 1,500 ®. - .Light o*

= . . N ",‘_ L - ..'_'. 3
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TABLE 6.10 RANGED WEAPONS

PISTOLS BONUS INIT DAMAGE  CRIT RANGE FEATURES TECH cosT
Vulcan cricket +1 +2 2 _ 2 ' Short Light, Small 0 700
-Vulcan pistol +1 +1 2 2 Short Small, Relia‘lp.le 0 500
G Vulcan pistol Arax Omir 1] 0 3 2 Short +2to MAN!PULATION when 0 1,200
I threatening
Vulcan Scorpion -1 +1 2 2 Short Small, Automatic fire 0 1,000
Accelerator pistol +1 0 2 1 Long Silent 0 700
Thermal cricket L] +1 +2 3 2 Short Light, Small A 2,500
Thermal pistol +1 +1 3 2 Long Small A 2,300
Stun gun +1 +1 2 Stun Short Small, Stun A 2,000
CARBINES BONUS INIT DAMAGE  CRIT RANGE FEATURES TECH cosT
Vulcan carbine +1 0 . 3 2 Short Automatic fire 0 2,000
Legionnaire carbine +1 0 3 2 Long Automatic fire, High capacity, 0* 3,000
Dayal-3 Built-in grenade launcher
Vulcan PDW ° +1 1 e 3 2 Short Automatic fire, Small (o] 2,500
Accelerator carbine +1 -0 ' k] 1 . Long Automatic fire, Armor- 0 3,000
- ! piercing, Silent
Twin carbine +1 ‘0 & 2 Long Armor-piercing, Silent 0 3,700
Thermal carbine - +1 0 -4 2 Long Thermal sweep A 6,500
GRAPE WEAPONS BONUS INIT D.AMAGE CRIT RANGE FEATURES TECH cosT
Saladin grape gun -‘ t2 i 0 2 2 Short *'Single-shot P 200
Graperifle +2 0 2 2 Short i 0 400
Sawn-off grape rifle +2 +1 2 3 Short Jew T . 0 400
Grape carbine o +2 ) +1 2 2 Short Automatic fire 0 600
RIFLES N BONUS INIT DAMAGE - cm_i"_ I_ RANGE F_E‘ATURES TECH cosT
* Longrifle P e 0s 0" 2 2 - Long  Single-shot . 3 100
Sawed-offlongrifle - 0 “#1 2 ... 2 . ° Short ° Single-shot J 100
Accelerator rifle g TY | i 0 3 ~, Wk Extreme Armor-piercing, Nightsights, 0 2,000
. . . e Lzl S - . ., Silent .
. Accelerator rifle Nestera . 0 ‘_ 0 4 b oA g ' “"Extreme ‘Fleavy.'Apt'i-yéhiclg, Armor- 0 3,000
Parox ., : e Spie R « .. - piercing, Nightsights, Silent
. Thermalrifle 2 0 =L 0 R . "Extren_\e Armor-piercing, Night sights A 6,000
HEAVY WEAPONS BONUS . - mﬁ_ nmAeE - CRIT, ‘RANGE ' “LF‘EATU'R'ES “ TECH cosT
Vulcan rr:achine'gun :!‘1 ‘Out 40, 2 R Short : l-ILegvy, Bulky, Automatic fire,  0* 6,500
i = S . i . High capacity .
Accelera.tor machine gun +1 J 0 K] e 1 =y !ong Hea'vly, Bl-llky,,AutomatiC o* 10,000
s - . : Latly o 5 : e fire, High capacity, Armor-
s ) * r "o . g Piercing,Silent
' . P '
. L " s .
-. ¢ -.'
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TABLE 6.10 RANGED WEAPONS

WEAPONS & EQUIPMENT

HEAVY WEAPONS BONUS INIT DAMAGE  CRIT RANGE FEATURES TECH T cosT.
i _Acceleratorlauncher +1 1] Grenade 1 Long Heavy o* -8,'00'0 ; .
~ Missile launcher (] 0 6 1 Extreme Heavy, Single-shot, 0* 900
Anti-vehicle v
F!amethrower 1 1] 3 1 Short Heavy, Fire 3 ‘0*. - ; 1,800, .-
Grenad