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Introduction: 
The BUGHUNTERS’” Universe 

“Do you know why people hate rats and 
roaches.’ It’s a sort of professional competition. 
The three toughest creatures in existence, the 
ttrree species that survive even in the wreckage 
of a holocaust, are cockroaches, rats, and 
humans. And we ‘synners‘ are the toughest and 
most despised of them al4..” 

--Drill Sergeant Andros Owens, 
Synthetic Human, 

United Terra Reconnaissance and 
Peacekeeping Force (UTRPF) 

The BUGHUNTE 

has begun to colonize the worlds of other stars, 
but the race has at best a tenuous hold on those 
worlds and i s  beset by many dangers. The envi- 
ronments of the colony worlds are often hostile, 
and colonial resources are limited. But what’s 
worse, a host of inimicable alie 
colonies and have even begu 
safety of Earth itself. 

Ptayer characters in the BU 
re “synthetic humans”: vat-grown clones 

human volunteers, specially modified to serve as 
rship crews, combat teams, and general trou- 

eshooters for the human 
ted Terra Reconn 

F), these ”synths,” or “syn- 

man race and extinction at t 
cold and hostile universe. 

Synths are tougher than normal humans in 
many ways. Physically, they have been enhanced 
to react more quickly, to keep moving longer, 
w d  to endure more punish 
Mentally, they are able to withr 
bgical stresses of hyperspace t 
fhat disorients normal humans, 
point of madness. Psychic 
trained to bear up under th 
whether it be against human 

ous, unknown aliens. An 
with the best equipment t 
cal ingenuity has to offer. 
(“utter-puff” in synner s 
unsung heroes of the hu 
its enemies without, pro 
within. But for all of that, they are still individu- 
als with hopes and dreams o f t  
gling as mych as anyone else to 
of their lives. 

The AMAXING E 
Rules’ 
,As part of the AMAZING PN 

playing games, the BUCHUN 
upon the core rules in the A 
game System Guide. A 
ENGINE game System Guide IS reqcure 
the BUGHUNTERS game. 

impoeant to the BUGHUNT 

BUGHUNTERS game chara 

overview of the most signnifican 
that have made the expa 
humanity what it is in the BU 

r 
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The BUGHUNTERS'" Universe 

A Briaf Timehe: 
AD 8009AD 8130 

A D  2009: Under mounting pressure from 
numerous multinational corporations and busi- 
ness conglomerates, the United Nations es- 
tablishes within itself a new voting body, the 
Economic Assembly, an international business 
congress of megacorporate representatives, 
thereby giving these businesses a direct vote on 
world issues. One of the first motions passed 
under this new arrangement i s  to change the 
name of the United Nations to United Terra, 
reflecting the newly reached balance of power. 

2021: As part of a renewed US push into 
space, NASA launches the core module of 
Clarke Station, establishing a long-term space 
'Scility in near-Earth orbit. 

2039: The Ryan Shield, a practical electro- 
magnetic field generator capable of diverting the 
hazardous background radiation of space, i s  
developed under the direction of Dr. Avery Ryan 
at  MIT, thereby increasing the feasibility of 
extended habitation outside the Earth's protec- 
tive atmosphere. 

2043: NASA and the European Space Agency 
(ESA) pool their resources under a United Terra 
program, forming the new United Terra Space 
Association (UTSA). Using Clarke Station as a 
launching point, UTSA creates Unity Station, a 
permanent facility on Luna intended largely as a 
base for construction of future orbital facilities. 

2047: Edison Point, a UTSA pure-research 
lab, is constructed at L-4 from parts prefabri- 
cated on Luna. 

2056 UTSA starts Bradbury Colony, near the 
center of Mare Acidalium on Mars. Plans are 
laid for Burroughs and Wells Colonies at nearby 
locations, and a long-term terraforming project 
is begun, largely involving the dropping of ice 

2061: The lsler Jump Drive (named after its 
chief inventor, Dr. Christine Mer) i s  developed at 
Edison Point. Based upon hyperspace experi- 
ments originally performed on Earth, the proce- 

steroids onto the planet's far side. 

dure proves to operate much more effectively at 
a distance from planetary masses. As a result, the 
entire Edison Point facility i s  transported near- 
instantaneously a distance of some 100,000 
kilometers from L-4. When rescued by a shuttle 
from Luna, lab members complain of lingering 
disorientation and nausea. 

2063: Continued UTSA experimentation to 
develop an lsler Dr ive spacecraft yields an 
engine capable of cycling a vessel through a 
rapid series of successive jumps. Testing also 
demonstrates that sleeping occupants of such a 
vessel suffer less severe malaise. Work procee 
on developing vessels to explore the outer pla,,. 
ets of the Solar System. 

2066: As a navigational experiment, the Edi- 
son Point facility i s  cautiously returned to L-4 in 
1,000-kilometer lsler Drive jumps. 

2078 A small lsler Drive spacecraft reaches 
Jupiter. Travel time is  mere days, which the crew 
spends in drugged sleep. When the ship returns, 
UTSA initiates a program to develop star travel, 
hoping to relieve severe population pressures on 
Earth by colonizing extra-solar worlds. 

2079 Scientists at Edison Point create a wea 
short-lived, and microscopic-but nonethele 
measurable-artificial gravity field. 

2081: In a gesture of confidence or hop , 

UTSA begins construction of Stargate, a launch- 
ing facility for future starships, at L-5. 

2083: An automated probe is  sent from Sta 
gate to Alpha Centauri. The round trip takes 13 
months, but when the probe returns, it bears 
proof of a planetary system existing around that 
star. The second planet out from the twin suns is 
Earth-like, i ts  breathable atmosphere and warm 
climate supporting savannahs and lush jungles. 

2092: In search of a means of life-support for 
unconscious starship crew members during the 
extended times necessary for stellar travel, 
researchers on Luna devise a stasis field pod. By 
slowing molecular movement within i ts field to a 
virtual halt, such a pod effectively brings time to 
a near-standstill for i ts occupant. The new tech- 
nology also promises a revolution in food indus- 
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tries on Earth, allowing for perfect long-term 
storage of comestibles. 

2111: An automated starship with a stasised 
crew is sent to Alpha Centaur1 and returns with 
detailed reports of that system's suitability for 
human habitation. Plans are begun for establish- 
ing an outpost on the system's second world and 
for eventual wide-spread colonization. 

2115: A second vessel i s  sent to "Acey-Two" 
(AC-2, Alpha Centauri's second planet) with vol- 
unteers for a permanent outpost. Automated 
probes are sent to Barnard's Star, Wolf 359, 
Lalande, Sirius, Innes' Star, and UV Ceti. 

2117: Staff and materials for a mining outpost 
are sent to Barnard's Star. Automated probes are 
sent to Ross 154, Ross 248, and Epsilon Eridani. 
A breakthrough in genetic cloning research 
makes it possible to clone mammals; the moral- 
ity of doing so becomes a hotly debated issue. 

2119: An outpost team is  sent to Wolf 359. 
Automated probes are sent to Ross 128 and 
Cmmbridge 34. 

2120: An outpost team i s  sent to UV Ceti. 
Automated probes are sent to 61 Cygni, LFT 
1729, and Procyon. 

21 21 : Outpost teams are sent to Ross 154 and 
Ross 248. 

2122: Automated probes are sent to Struve, 
Epsilon Indi, and Tau Ceti. 

2123: An automated cargo ship sent to the 
UV Ceti outpost fails to return, as does the auto- 
mated probe sent to Procyon in 2120. A modi- 
fied probe i s  sent to UV Ceti to scout out the 
situation. Experiments with specially modified 
clones of apes and rats develop an animal 
largely unaffected by hyperspace jumps. 

2125 The UV Ceti probe returns with photos 
from orbit, showing the cargo ship landed at the 
outpost but with recordings of radio silence from 
the facility. A manned mission is launched to 
investigate the outpost% status. 

2127: A single member of the UV Ceti recon- 
naissance mission returns with a horrifying story 
of the team's slaughter at the hands of hostile 
alien creatures. 

2128 A cargo ship sent to Ross 154 fails 
return. The UT Security Council authorizes 
secret work to create human clones capable of 
remaining conscious during hyperspace jum 
without subsequent deleterious effects. 

2129: A cargo ship sent to Ross 248 fails 
return. 

2130: The UT Security Council formal 
announces the formation of UTRPF, a param 
tary force composed largely of clone warriors 
assigned to protect Earth and its colonies frc 
invasion. 

Mission Statement 
From the introduction to the UTRPF Soldie 

Handbook of Common Tasks: 
"UTRPF was established as an elite paramili- 

tary force dedicated to the preservation of 
human life and human endeavm As members of 
its cadre, we have the unique privilege and 
responsibility o f  protecting humanity from i t5 

enemies on Earth and in space. To a large extent, 
the future of the race depends upon our perfor- 
mance. If we are strong, brave, dedicated, and 
honorable, humanity will prosper as its pioneers 
explore new stars, establish outposts, found 
colonies, and tame new worlds. But if we a'- 
weak, the human race wi l l  suffer, its enemi 
will prosper, and its heirs will languish on €an 
cheated of their birthright. 

Al l  the knowledge of the human race is a t  our 
disposal. We enjoy the most advanced equip- 
ment, rhe most expert Intelligence, the experi- 
ence of a l l  human history and the toughest best 
trained soldiers in existence. Together, we stand 
as humanity's mighty shield, and we strike as tb- 
race's terrible sword oflustice. You play 
essential part within that proud associatio 
trooper." 
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Novice Roleplayers: If you are fairly new to 
ole-playing, we suggest that you read through 
his book pretty much as you would any other: 
iat  is, begin at the front and progress toward the 
lack. The contents have purposely been laid out 
n a progression from most basic information for 
ilayers to the very deepest knowledge for the 
;ame Master. 

Keep in mind, however, that you don’t have to 
ead the entirety of this book in order to play the 
(ame, and you certainly don‘t have to commit it 
111 to memory. This isn‘t a book of law. Rather, 
he material herein Serves as a foundation upon 
vhich you and your friends build your adven- 
ures. Exactly how you use that material, and 
vhere it ultimately takes you, i s  subject to your 
magination. 

Experienced Roleplayers: If you are an expe- 
ienced roleplayer, you are probably in the habit 

reating role-playing game rulebooks as ref 
ence works, reading them piecemeal, jum 
from chapter to chapter in  whatever o 
strikes your fancy and i s  appropriate 
needs of the moment. That’s fine; there i s  
need for you to read absolutely everything 
this book before you begin playing. Howev 
we do suggest that you at least browse throu 
all the sections at some time, to catch the bits 
background and atmospheric material scatte 
throughout. Rather than present all of the mat 
ial in one long essay, we have divided it up a 
let it serve as introductions to the appropri 
rules sections. 

plicity’s sake, the information in this book 
been divided into two main areas: the 
One) for players, and the second (Part 
the Game Master, The Players’ Section contains 
information concerning player characte 
ation, skill use, combat procedure, equipment, 
and humanity’s knowledge of the galax 
CM’s section explains secrets of the mi 
(things humanity is not yet aware of and tha 
player characters should only discover th 
play) and discusses other game master t 
such as awarding experience points and e 
tively running non-player characters. 

CMs should, of course, familiarize themselves 
with the material in the Players’ Section, as well 
as that in the Came Master’s Section. 

Players are advised to avoid reading the Carmn= 
Master‘s Section, at least at first, so as to have the 
enjoyment of learning during play the secrets 
contained therein, If you do read the CM’s mate- 
rial, remember that while you, the player, may 
know this information, your character does not 
share that knowledge and can only learn it from 
experience. Above al l  it i s  strongly r e c o w  
mended that players not read Chapter 1 0  Sai 
ple Adventures, so that the C M  may use 
fullest advantage the scenarios it contains. 

Player‘s and Game Master‘s Sections: 
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“I was working in a factory-/ say ’I,’ because 
that’s how it seem-nd / wasn’t really satisfied. 
It wasn’t so bad a job: the pay and benefits were 
pretty good, and you just about had to ‘moon‘ 
the CEO to get fired. But the work was less than 
absorbing: and I had this constant, low-level ten- 
sion that / might lose a fingec or hand, or some- 
thing. What was worse, though, was that I’d 
watch these old guys retire and not know what 
to do with themselves. Most of  them would go 
home and die of uselessness within six months 
to a year. I didn’t want thaf to be me. 

“So when I saw the ad asking for clone donors 
for United Terra’s peacekeepers, I signed up. I 
remember thinking that I’d have a little extra 
money coming in that way, and at least a version 
of myself wouldget  some adventure. That 
seemed worth any risk from the cloning proce- 
dure itself. 

“Now back in Bayam&, Puerto Rico, ‘I‘ am 
once again at work in the factory, probably 
dreaming of my exploits among the stars. Mean- 
while, hene / am slogging through a swamp on 
Acey-Two with a 75-kilo pack on my back, look- 
ing for monstm (and not rearly wanting to find 
them). I don‘t know whether to curse ‘me‘ or 
Mess ‘me.‘ But one thing’s for certain: there ain‘t 
no getting outa th is  job.” 

-PFC. Rudy Talavera, UTRPF 

n m  
Synthetic humans (often referred to  inter- 

m a &  as clones, synths, or synnen) occupy 
a unique niche in human society. By definition, 
all synthetic humans serve as members of 
UTRPF; none are created for any other purpose. 
By UT law, it i s  illegal for any body other than 
UTRPF to create them and the United Terra 

Security Cwncil worked to keep secret the tech- 
nology and materials used for building nuclear 
expl05ke~. 

UTRPF soldiers now and forever. 

cally enhanced to become sombthing more 
Of course, the fact that these clones are physi- 

9 
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ones. Basically, synthetic humans appear to 
young, strong versions of their donors. Regardl 
of donor age, a synner begins life in a stage 
development appropriate to the late teens or e 
twenties. Players may of course choose to h 
their PCs be somewhat older than this to ref 
time spent gaining rank, skills, and experience. 

Force-grown in artificial wombs, develo 
synths are fed nutrients via their umbilical 
throughout the process, so after ”decanting” 
term used for bringing a clone to consciousn 
and out of the vat) they have navels, just as n 
mal humans do. During their time in the v 
synths’ minds are empty, kept i n  a state 
dreamless sleep by electrical control, which al 
serves to stimulate muscle development, 
hanced by chemical treatments through t 
umbilical. This chemical treatment i s  alga 
designed to increase bone density and prom& 
organ and skin toughness. Toward the end of the 
growing process, a special biocompatible plastic 
i s  injected in various locations of each synth’s 
body, to further cushion vital organs and ?,---le- 
ment the skeleton. 

Finally, to clearly identify them as synthetic 
humans in order to make it difficult for them to 
hide in normal human society should they 
choose to go AWOL from UTRPF, synners are 
given an indelible mark upon their foreheads. 
This mark (invisible except under black light) IS a 
stylized representation of the Earth and it5 moo 
roughly five centimeters in diameter. 

Just prior to decanting, synths receive the men- 
tal recording of their donors’ personality and 
memories. On occasion (as explained later), this 
recording is  less than complete, and such synths 
wil l have amnesic gaps in their memories. B u t  
most receive a full recording and feel as if they 
were the original personality, rather than a clonc 

I Generating Your Character 
To create a BUCHUNTERSTM game player’ 

character, simply perform the steps listed in the 
box below. Each step i s  fully explained in the 

I 
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following pages. Information on how to create 
normal humans in the BUGHUNTERS" game 
milieu is included as well to help the GM create 
NPCs for the characters to interact with. 

One thing to keep in mind as you generate 
your character i s  that all BUGHUNTERS game 
PCs will get plenty of opportunities to combat 
aliens over the course of a campaign, and all are 
trained to do so, whatever their specialty. Don't 
feel obligated to create a combat expert; UTRPF 
needs synth pilots, and radio operators, and 
wen cooks, as well. 

Cbaractar Crertion 
Sequence 

1. Generate Attributes 
2. Calculate Stamina and Body Points 
3. Determine Background Occupation 
4. List Basic Training Skills 
5. Select a Mil i tary Service Occupation 

6. Choose Starting Skills 
7. Determine Rank 
8. Determine Finances 

(MSO) 

1.6eMrate lltbibutss 
a) Generate base values for each of your char- 

acter's attributes, as explained on pages 4-6 of 
the AMAZING ENGINE" game System Guide. 
If you are using your character core to generate a 
character for the BUGHUNTERS universe, fol- 
low the examples on pages 6-8 of the System 
Lide. 

b) Player characters-and all other synthetic 
humans in the BUGHUNTERS game- receive a 
bonus of 30 points to each Physique, Intellect, 
and Spirit attribute, and 20 points to each Influ- 
ence attribute. This reflects in game terms the 
fact that the milieu is a dangerous one. Synthetic 
humans have been physically, mentally, and 
emotionally trained and enhanced to account 
for that fact. Normal humans in the game receive 

11 
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I bonus of only 20 points to each of their attrib- 
rtes. It is important to note, for purposes of 
letgrmining what benefits PC synners derive 

from their NPC donors, that a donor’s Psyche 
score is thus 10 points lower than that of the PC. 

Stamina points for player characters-and all 
other synthetic humans-in the BUGHUNTERSTM 
game equal 113 the total of Willpower plus 
Reflexes (rounded up). Body points for player 
characters-and all other synthetic humans- 
qual 1/3 the Fitness attribute (also rounded up). 

Stamina points for normal human NPCs in the 
BUGHUNTERS game equal 1/4 the sum of 
Willpower and Reflexes; body points equal 1/4 
the Fitness attribute. It can be readily seen that as 
synthetic humans, player characters are consid- 
erably tougher than normal humans in this 
milieu, both because of a higher attribute bonus 
and a more beneficial divisor for stamina points 
and body points. These advantages are balanced 
in robplaying terms by the social disadvantages 
suffered by all synners. 

a . I k t m n h m B a e m d  
accupatkn 

As synthetic humans, BUGHUNTERS game 
characters are modified clones of normal humans 
who have donated genetic material and record- 
ings of their brain structure and activity for the 
purpme. The recording process is  neither fool- 
proof nor entirely safe: occasionally a donor suf- 
fers brain damage 01 even dies as a result of 
procedure. It is for this reason that only volunte 
are used, but more than enough people proffer 
themselves as subjects to satidy UTRPF’s needs. 

Some do it for the money: all donors receive a 
modest pension for as long as their clone remains 
in service. Others-particularly the wealthy 
andlor elderiy-do it for the chance at a sort of 
immortality, hoping that their clone will prove 

wily enough to live on long after they are gone. 
Besides giving your character borrowed mem- 

ories of a prior life, the mental recording may 
also provide some significant skil ls and other 
advantages based upon your donor’s social sta- 
tus, as detailed below. It is important to note that 
the skill pools listed beneath each donor class 
description below increase the range, not the 
number, of skills a starting character has to 
choose among; the actual number of skills 
known is  s t i l l  dependent on the PC’s Learning 
and Intuition scores (see page 23). 

To determine the social status of your charac- 
ter’s donor, roll percentile dice, add your charac- 
ter’s Position attribute, and $id @he tota e 
Donor Background Table. e 
used by the GM for gen 

.. 

Donor Background Table 

A, Billionaire loo+‘ 

Millionaire 1 00+3 

Wealthy 1 oo+z 
D. Military Officer 99-1 oo+ 

G. Enlisted Military 80-90 

Donor Socia/ Status 

6 .  Government Leader 
Corporate Head 

C. Government Official 
Corporate Executive 

d% + PC Po$* 

E. Specialist 95-98 
F. Teacher 91 -94 

H .  Office Clerk 72-7 
I. Factory Worker 64-7 
J. Sales Clerk 56-63 
K. Unemployed 

Underemployed 1-55 

*The superscript numbers mean that for 
PC’s donor to be of this status, the playf 
must have a modified score of 100 or highr 
that many times consecutively on the roll fc 
donor background. 
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Remember that the process used to record a 
donor’s mind for duplication in a clone is mod- 
@ntely dangerous. To simulate this, once your 
h o r  background has been detemined, ddyble 
‘He domr’s Psyche (which i s  10 points below 
(our PC’s Psyche): the result i s  the Transfer Swc- 
ESS rating. Make a roll versus this scwe to see 
deiher or not t k  mental transcription was per- 
formed without trouble. If this roll is less than or 
equal to the Transfer Success rating, the donor 
8b(s  through the recording process without a 
hitch, and your char-r receives al l  the listed 
kii& for that donar’s m i a l  class. flowever, if 
the roll i s  greater than the Trander Suocess rat- 
ing, the recording i5 patchy, and the amount by 
which the roll was failed becomes thepetcent- 
agechance thateach listedskill .(and anribute, in 
the case of the underemployed or unemployed) 
bne l l t  is lost, and that nor suffers brain 
damage from the r e o  roce8s. Donors 
wbo suffer such brain damage lose points from 
fatuition, Learning, Psyche, and Willpower 
equal to the amount by which the brain damage 
:heck was missed. h e n  
:hance to die from the 
mount by which thebrain damage check failed. 

While determining what, if any, 
lerive from their donors, it‘s a good 

hack of ail the roHs described in this section on a 
pkce  of scratch paper before transferring the 
ltrsults byour PC sheet. The box below corrtains 
hluo examples of donor background generatidn 
o illustkte the process. 

t ide and Linda a 

falls into a social status of teacher. He next 
determines the Transfer Success rating by 
subtracting 10 points from his own Psyche 
score and doubling the result, for a Transfer 
Success rating of 84% (52-10=42; 42x2=84). 
He then rolls versus the Transfer Success rat- 
ing of 84, and he gets a 36, so he receives all 
of the listed benefits of the teacher social 
class without a hitch, and his donor comes 
through the process safely. 

The skill benefits of a teacher background 
are choices from the Computer, Humanities, 
Languages, Personality, and Sciences skill 
pools, so Baptiste can choose his starting 
skills from any of these pools. 

Now it’s Linda’s turn. Linda rolls a 78 for 
donor background, which, when added to 
her PC‘s Pos of 33, yields a 11 1, which makes 
her character’s donor at least a military offi- 
cer. Her total is above 100, entitling her to a 
second roll. 5he rolls again and gets an 86, 
which added to her Pos yields 119, so the 
donor i s  now at least social status C. Rolling 
again, she gets a 75, for a new total of 108, 
moving the donor to social class B. By now, 
Linda is  very excited. Her next roll i s  a 71, 
yielding a total of 104, so her PC’s donor is 
social class A: a billionaire. 

She is  not so lucky with the Transfer Suc- 
cess check, however. First she determines 
that her Transfer Success rating is 72% (46- 
10=36x2= 72). She then rolls a 92, thereby 
failing the check by 20 (92-72=20). Now she 
has a 20% chance of losing each of the bil- 
lionaire donor skill pools and of permanent 
donor brain damage. She rolls a 49 for the 
Humanities pool, and a 76 for the Personality 
pool, so both of them remain okay to choose 
from. A check for donor brain damage results 
in an 03, however, so her character’s donor 
suffers a loss of 17 (20-3=17) points to Intu- 
ition, Learning, Psyche, and Willpower. Fur- 
thermore, there is  now a 17% chance that the 
donor dies from the process. Continuing her 
sudden run of bad luck, Linda rolls a 13, so 
her PC’s donor is dead. 
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A. Billionaire: Such donors are among the 
wealthiest people in existence. Usually, they are 
elderly and participate in  the program for the 
sense of immortality to be gained from having a 
clone live on beyond their own impending 
deaths. 

Billionaire donors are extremely interested in 
seeing their clones succeed, and they have the 
wherewithal to help their other selves along. 
Officially, synners from such donors are no dif- 
ferent than any others. But in reality, they have 
many advantages that most others do not, al l  
related to the fact that their donors are watching 
over them. For one thing, the personal funds of 
these synners are effectively unlimited (their 
bank accounts are always filled with contribu- 
tions from “an anonymous donor”), allowing 
them to purchase equipment not normally avail- 
able and to live in considerable luxury between 
missions. Also, in case of injury, the absolute 
best medical care known to humanity becomes 
available to them as immediately as possible, 
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often with world-renowned medical experts 
”volunteering” to aid UTRPF in their care. 

Additionally, considerable latitude is  typically 
given to clones of billionaire donors in terms of 
military discipline. Behavior bordering on insub- 
ordination is  usually forgiven automatically in 
their case. There are limits to how far this can be 
pushed, however, and straightforward disobedi- 
ence and mutiny are punished as quickly and 
severely for them as for any other soldier. 

PCs whose donors were billionaires can 
choose starting skills from the Humanities and 
Personality skill pools in addition to the pools 
made available by their M S O s  (see Step 5 later 
in this chapter). 

B. Government Leader/Corporate Head/Mil- 
lionaire: Like their wealthier, bi l l ionai 
spawned counterparts, clones of ma,,, 
government leaders, international corporate 
heads, and other millionaires enjoy a large bank 
account, excellent emergency health care, and 
considerable latitude in their behavior. The dif- 
ference is  only in degree. Whereas billionaire’s 
clones can buy virtually anything, synners of this 
slightly lower category must make a Position 
attribute check to acquire rarer items, with the 
check modified as the GM sees fit, to reflect rela- 
tive difficulties. 

Like clones of billionaire donors, these syn- 
ners can choose their starting skills from the 
Humanities and Personality skill pools. In addi- 
tion, they may choose from the Computer skill 

C. Government Official/Corporate Execu- 
tive/Wealthy: While these donors do not regu- 
larly donate funds to their clones’ accounts, they 
may be able, on occasion, to provide a limited 
amount of special material for their clones, given 
enough advance warning to clear the gift through 
UTRPF headquarters. 

Clones of such donors may choose starting 
skills from the Computer, Humanities, Lan- 
guages, and Personality skill pools. 
D. Military Officer: Many national military 

and corporate paramilitary officers volunteer as 

pool. 
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UTRPF donors as a means of lending their exper- 
tise to humanity’s defense in an extra way. Upon 
occasion, even UTRPF officers volunteer. As 
explained under Step 7 (Determine Rank) later 
in this chapter, synners are all enlisted personnel 
or warrant officers; they are barred from full offi- 
cer status, which is reserved for normal humans. 
Of course, in such cases, the clone is assigned to 
a separate unit from the donor to avoid the 
potential psychological stress of donors com- 
manding their own clones. 

Clones of military officers have the following 
skill pool5 available to them from which to 
choose their starting skills: Basic Training, Mili- 
tary, and Physical Disciplines. Such donors may 
also serve a5 an outside source of military gear, 
at the CM’s discretion, and if their clones man- 
age to determine how to contact them. 

E. Specialist: The term “Specialist” is used 
here to mean someone with technical skills, 
such as a doctor, lawyer, scientist, engineer, 
architect, computer designer, or the like. Such 
people typically volunteer as donors for the 
excitement and pride involved in proving that 
they could,have succeeded in an entirely differ- 
ent sort of life from their own-that of a soldier. 

A clone of a specidist donor can have starting 
skills from the Computer, Engineering, Homani- 
ties, Languages, Medicine, Sciences, or Travel 
skill pools, depending on the exact nature of the 
dona’s specialty. The appropriate skills should 
be chosen by the player, subject to CMapproval; 
it is the player‘s responsibility to justify, in terms 
of donor occupation, the skills chosen. 

It is unusual for Specialist donors to have any 
direct contact with their clones; typically they 
just Lead about their exploits once the reports 
have cleared UTRPF Intelligence. But if direct 
cmtact is made, these donors may setve as con- 
tacts for specialist knowledge. 

F. heher:  Historically, teaching has been a 
career that demands considerable knowledge 
and attention to detail but offers less remunera- 
tion than might be expected in terms of both 
salacy and esteem Nevertheless, teachers con- 

tinue to arise in every generation. And 
22nd-century teachers share a spark of adv 
ousness that leads them to volunteer as U 
donors. 

Clones of these donors may choose st 
skills from the Computer, Humanities, 
guages, Personality, and Sciences pools; Tri 
a common choice. Additionalty, should 
donors ever be contacted by their clones, they 
often serve as eager researchers of information, 
particularly if it involves scholarly subjects. 

C. Enlisted Military: Like military offi 
enlisted members of the Earth’s various n 
mititary and corporate paramilitary forces 
volunteer as UTRPF clone donors out of a sense 
of devotion to protection of the human rac 
the pension to be drawn means somethi 
them as well. 

Clones of such donors may draw the 
skills from the following pools: Basic 
Military, and Physical Disciplines. If 
find some way to contact them (usua 
tiously, through non-official channel 
UTRPF’s attention), these donors m 

on) serve as a contact For nonatan 

ice Clerk This category cQyers s 
taries, file clerks, office receptionists, an 
like. Those office clerks who became 
donors usually do so out of boredom and dissat- 
isfaction with their lot in life. Spawning 
UTRPF clone gives them a vicarious sense of 
adventurousness, and reports 
actions often restore their faith in  themselves. 
Many times this restored faith, coupled wit 
financial boost of a pension, empowers such 
donors to achieve something more with their 
lives. Frequently, th i s  means a change of career. 

Clones of office clerkdonors shoose their 
starting skills from the Computer, Humanities, 
and Personality skill pools. 

While it i s  highly unusual for such donorsto 
be contacted by their clones, it is possible that a 
synth assigned to a mission on Earth might 
sometime find such contact useful. In such 
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cases, these donors can serve as a source of 
inside knowledge in their particular occupation, 
and they might be willing to house and feed- 
even hide-their clones. One problem involved 
with trying to locate these donors, however, con- 
cerns the likelihood of their having changed 
careers since (and because of) becoming an 
UTRPF donor. Your CM will determine the exact 
chances of the contact occurring when clones of 
these donors seek out their originals. 

1. Factory Worker: In the 22nd century, by 
and large, factory workers are factory workers 
because they like to be. They take some pride in 
having been trained to do a specific type of 
labor, and while their wages may be modest, 
their other benefits (insurance, retirement plan, 
company input) are usually quite good. In all, 
the occupation makes for a stable, respectable 
lifestyle. But occasionally a factory worker will 
get a hankering to do something out of the ordi- 
nary and decides to become a donor for UTRPF. 
Usually, the sense of adventurousness gained in 
having done so i s  sufficient to send the person 
back to the job, satisfied. 

Clones of such donors will have starting skills 
from the Computer, Engineering, and Humani- 
ties skill pools (the actual Engineering skills 
available may depend on the type of factory the 
donor worked in). 

If, by some chance, factory worker donors are 
sought out by their clones for assistance, besides 
possibly providing a place to sleep and eat (and 
perhaps to hide) they may serve as contacts for 
such things as construction of specially tooled 
items, gathering a mob of hard-knuckled friends, 
and the like (all at the CM's option, of course). 

J. Saks Clerk: This category covers everything 
from auto salespeople to burger shop employ- 
ees. For many people, retail sales serves as a 
temporary career while they train for something 
else. Such donors tend to be young, and the pen- 
sion they gain from becomhg a donor helps 
them toward their eventual goal (many college 
students, for example, become donors). How- 
ever, some are salespeople of fairly expensive 

goods such as autos, home electronics, personal 
computers, and the like, who make good, if spo- 
radic, wages and decide to become a donor 
either for the regularity of pension checks or the 
vicarious excitement of "spawning" an UTRPF 
trooper. Some few other sales clerks are older 
people, many of them retirees who have returned 
to work to supplement a retirement pension. For 
them, becoming a donor yields a bit of discre- 
tionary income, and the fact that there is a clone 
of themselves out and about -:I*-- *lrii ---- 
thing of a new lease on life. 

Most donors of this category have very little to 
offer as contacts for their clones, and the younger 
ones tend to be so mobile as to make it difficult 
to find them on short notice. If contacted, they 
can offer little but a place to stay temporarily 
and, perhaps, a bit of emergency money. Clones 
of this type of donor may choose starting skills 
from the Computer, Humanities, and Personality 
skill pools. 
K. UnemployedlUnderemployed: The Earth of 

the 22nd century is a highly urbanized, densely 
populated place. Automation has "relieved" hu- 
manity of the "burden" of most unskilled labor, 
which means, unfortunately, that holding a job 
typically requires a great deal more education 
and/or training than ha5 been the case in the 
past. And as science makes agriculture, con- 
struction, and similar industries more produc- 
tive, progressively fewer positions are available. 
The end result i s  more and more people chasing 
fewer and fewer jobs, with billions living their 
lives on welfare or employed in unsatisfactory 
positions far below their level of expertise. 

Unemployed or underemployed donors vol- 
unteer typically out of desperation for the pen- 
sion to be drawn. But they must be quite 
determined in order to pass the rigorous tests 
UTRPF imposes for acceptance. To reflect this, 
clones of such donors add l d 6  tu their Wil l-  
power attribute. The only starting skills available 
to PCs with this type of donor are those from the 
Personality skill pool. 

As contacts, these donors are typically of little 
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use to a player character, at the most serving as 
very poor hosts and possibly as gatherers of other 
inemployed or underemployed individuals. 

4. ud Basic Training Skills 
During their Basic Training period, all mem- 

bers of UTRPF are trained in a number of basic 
skills, with particular emphasis on shooting, self 
defense, and first aid. To reflect this fact, all PCs 
receive First Aid, Small Arms, and Unarmed 
Combat as bonus skills in addition to those they 
normally acquire due to their Learning and Intu- 
ition attribute (see page 23). A character who 
already possesses one or more of these three 
bonus skills (e.g., due to having a Military Offi- 
cer donor) gains instead a specialization or 
enhancement of that skill. 

5. SdSa a Milibrg Service 
OEnpation (Mm) 

After Basic Training, each member of UTRPF 
is  trained in a specific Military Service Occupa- 
tion (MSO), ostensibly based upon the individ- 
ual's natural propensities but actually dependent 
largely upon UTRPF's needs at the time and the 
donor's social class. 

The MSOs available to synners are listed in 
the Synthetic Human MSOs table (more mun- 
dane MSOs such as Cartographer, Drill Instruc- 
tor, X-Ray Technician, and the like are resenred 
for normal humans aml are noi detaited in this 
game), in two general divisians: Aerospaceand 
Mariner. Each MSO i s  further identified by pre- 
requisites for entry (if any) and chance of an 
opening. Donor social status can increase this 
chance of opening, as shown in the Modifiers for 
Donor Status subtable. 

To select an MSO for a PC, then, first choose 
one you'd be interested in playing. Make sure 
your PC's scores meet the prerequisites, then roll 
percentile dice. If the resuk is  less than or equal 
to the listed chance of an opening for that MSO 
(as modified by the donar's ssciak status), then 

your PC can sign up for it; otherwise, you must 
choose a different MSO and roll again. Note that 
i f  you ever roll 96-1 00, UTRPF assigns your 
character to an MSO for which there is  a sud- 
den, special need (i.e., the CM will choosean 
MSO for your character). 

Keep in mind that the MSO your PC begins 
with does not necessarily dictate the character's 
permanent assignment. You wilt have a chance 
to choose discretionary sk i l ls  fw your PC in the 
next part of this chapter (Step 6),  and you may 
have your PC switch to a different MSO at same 
later point; in fact, military services typically 
encourage such cross training. 

A description of each of the MSOs follows, 
along with the basic equipment usually issued to 
each in combat situations; this equipment i s  
more&ikd 
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MSO % Chance Prerequisites 
of Opening 

krospace: 
'rotocol 

Offirer 40% Cha 60+, Int 40+ 
'ilo 50% Lea 55+, Int 45+, 

qavigator 55% Lea €IO+, Int 50+ 
ingineer 60e/- Lea 55+, Int 45+, 

Fit 40+ 
JOCtM ""50 Lea 65+, Int 60+ 
:Oak YO Int55+ 
iunner " Ref 60+, Lea 45+ 

Ref 50+ 

brines: 
iquad Leader 55% 

ladio Operator 65' 
dedic 60% 
icout 60% 

Expert 60% 
ieavy Weapons 

lemolitions 
Expert 55% 

;runt Yo 

Cha 50+, Lea 55+, 
Int 55+ 
Lea 50+, Int 40+ 
Lea 55+, Int 45+ 
Ref 60+, Int 50+ 

Fit 55+, Lea 40+ 

Lea 55+, Ref 55+ 
None 

Modilisrs for Donor Status 
status Opening Bonus 

A 35% 
B 25% 
C 1 Y"' 
13 t 
E 4% 
F 2% 
c 1 
H-K ( 

After determining their characters' donor 
backgrounds, Baptiste and Linda proceed to 

Baptiste decides that his character wants to 
be a pilot. He verifies that his PC has a Lea of 
57, an Int of 46, and a Ref of 53-all above 
the minimum scores listed as prerequisites for 
that MSO (55, 45, and 50, respectively). 
There is a base 50% chance of an opening, 
and the PC's donor social status of F yields a 
+2% bonus, for a total chance of 52%. Bap- 
tiste rolls an 88, so there is no opening avail- 
able in pilot school; he will have to choose 
something else. He considers Navigator, but 
his Lea and Int are too low. So he decides to 
try for Engineer; his Lea and Int are sufficient, 
and with a Fit of 48, he is well above the min- 
imum of 40 for that prerequisite. There is a 
base chance of 60%, plus 2% for donor 
social class F, for a total chance of 62%. Bap- 
tiste rolls a 38 and is  accepted into engineer 
school. 

Meanwhile, Linda has been generating her 
character's MSO as well. She decides that 
she'd like something that allows high ranks 
and opts to try for Protocol Officer, noting 
that her PC's Cha of 66 and Int of 47 satisfy 
the prerequisites listed for that MSO (60 and 
40, respectively). There is  a base chance of 
40% for her character to be accepted into 
protocol training, and her donor social status 
of "A" yields a bonus of 35%, for a total of 
75%. Linda rolls a 56, so her character is on 
the way to becoming a Protocol Officer. 

Aerospace MSOs 
One of the original reasons for developing 

synthetic humans was to have them serve as star- 
ship crew members. It isn't surprising, then, that 
UTRPF assigns a great number of i t s  rookie 
synths to starship crew occupations. The typical 
niches that these synths are assigned to are 
detailed here. 

Protocol Officer: Protocol Officers are spe- 
cially trained UTRPF representatives, highly 
skilled in the arts of diplomacy and thoroughly 
educated in the details of United Terran law. As 
such, they serve as mission commanders, as 
synth team spokespersons in synth/human rela- 

18 



chapter I: 
Character Generation 

tions, and as official UT arbiters in disputes on 
humanity's extrasolar worlds and outposts. 

Players of Protocol Officer PCs may choose 
xcupational skills from the Humanities, Lan- 
pages, and Personality skill pools. They must 
zhoose Protocol (Humanities) and are encour- 
iged to choose Law (Humanities) and Bargain- 
,ng (Personality). 

Basic mission equipment for a Protocol 
Officer includes a stun pistol and a notepad 
computer. 

Pilot: For UTRPF's purposes, the term "pilot" 
i s  used generically to refer to everyone from an 
ATAPC driver to a starship pilot. Obviously, how- 
ever, more skill is required to pilot a starship 
than an ATAPC, and service ranks reflect that 
fact, as explained later. 

Although the military vehicles that 
BUCHUNTERS" game PCs wil l  generally be 
involved with tend to be highly automated, a liv- 
ing mind "behind the wheel" is extremely desir- 
able, and sometimes even crucial-especially in 
times of combat or other crisis. Consequently, 
pilots are in  high demand in UTRPF's synth 
forces. 

Pilots are typically the ranking officers in 
.charge of their individual mission groups, unless 
-there is a Protocol Officer of at least equal rank 
present. Even then, command of a pilot's vessel 
itself i s  left in the pklot's hands. 

Pilot characters may receive skills from the 
mputer, Engineering, and Travel pools; the 
ting (Travel) skill must be one of those cho- 
for the character. Characters with Surface 
tin'g only will be assigned to a swface vehi- 

cle (typically an ATAPCI, those with Aerospace 
Piloting to an air or interplanetary craft, and 
those with Hyperspace Piloting to an interstellar 
starship. Note that a starship may well carry 
ATAPC and/or aerospace craft in its hold. 

Starting rank for hyperspace pilots i s  hi 
han that for aerospace pilots, which in turn i s  
igher than that for pilots of ground vehicles, as 

I xplained in the "Determin 
in thischam.. ' . 

i 

Basic mission equipment for a pilot in 
heavy pistol with tracer rounds, a comba 
a helmet and flak vest, and smartwear. 

Navigator: While navigating an auto b 
forth to work every day involves no great di 
culty, even a simple vacation trip proves I 
value of having an extra someone to read m; 
and watch for landmarks. And when it comes 
plotting interplanetary or interstelk . 
navigator becomes essential. 

Like "pilot," the term "navigator" has a VI 

broad usage in UTRPF, referring to anyone frc 
the navigator of a planetary ATAPC or aircraft, 
an interplanetary navigator, to a hyperspace n, 
igator. The Navigation skill l ist in the Travel p( 
reflects exactly that progression. Navigators 
typically second in command to their pila 
third in command if a ranking Protocol Office1 
assigned to a mission. 

Players of navigator characters may choc 
skills from the Computer, Engineering, a 
Travel pools; they must choose a Navigation 
(Travel) skill. Planetary Navigation skill results in 
the character's assignment to a surface vehicle or 
aircraft, Space Navigation to an interplanetary 
craft within a solar system, and Hyperspace 
Navigation to a starship. Of course, a starship 
may carry surface, air, or planetarysystem craft 
inside. 

As with pilots, starting rank is generally higl 
for navigators with more specialized Navigation 
subskills. 

Basic mission equipment for a navigator 
includes a heavy pistol with tracer rounds, a 
combat knife, a helmet and flak vest, smartwear, 
and a notepad computer. 

Engineer: The tools that humans have invented 
over the ages have grown increasingly more 
powerful and, by the same token, increasinp1.T 
more complicated. The more advanced in desi 
they are, the more maintenance they require. 
Design and maintenance of humanity's tools is 
the province of engineers, and the sophistication 
of the equipment UTRPF assigns to its synths 
makes the engineer character a virtual necessity 
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Doctor: When an UTRPF mission team i s  
days, months, or even years away from civiliza- 
tion, as i s  the case during interplanetary or inter- 
stellar travel, what might be mC?rely a routine 
medical problem on Earth can become a life- 
threatening emergency aboard ship or on an iso- 
lated outpost. Consequently, medical personnel 
are pretty much a necessity for deep-space mis- 
sions. One fringe benefit of being a ship’s doctor 
is that during combat pretty much everyone on 
your mission team wants to keep you alive and 
well at nearly any cost so you’ll be able to fix 
them up afterwards if they need it. 

Ship’s doctor characters may begin play with 
skills from the Computer, Humanities, Medicine, 
and Science pools, and they must have the First 

skill and at least two Medicine specializa- 

These characters are always of Warrant Offi- 
Grade, as detailed in the ”Determine Rank” 

section later in this chapter. 
Basic mission equipment for a doctor includes 

a stun pistol, a notepad computer, and a doctor’s 
kit, with more extensive but non-portable med- 
ical equipment contained in a ship’s sick bay. 

Cook It may seem strange to include this as 
a PC career in an adventure game, but given 
the relatively small size of ship crews in the 
BUGHUNTERS” milieu, synner cooks perform 
some very important mission functions. Their 
primary task, of course, is to prepare meals, but 
they also serve as quartermasters, keeping a 
careful inventory of supplies. Most importantly 
of all, UTRPF trains i t s  cooks to perform as an 
unofficial morale officer, serving as bar- 
tender/psychologist/confessor to the other 
members of a mission team and working in gen- 
era1 to maintain the crew’s mental health. A side 
benefit of being a cook i s  that the PC’s fellow 
synners will usually try to keep their cook alive 
if at all possible, rather than face the alternative 
of computer-generated meals for the long flight 
home. 

Players of cook characters may choose initial 
skills from the Humanities, Personality, and Sci- 

F- 

9% PI 

5. 

on pretty much any mission team. 
Players of engineer characters may choose 

skills from the Computer, Engineering, and 
Travel paols, and they must choose at least three 
Engineering skills, two of which must be Electri- 
cal Engineering and Mechanical Engineering. 
Exactly what other Engineering skill or skills are 
chosen should be based upon the PC‘s intended 
arena of expertise. Typically, a single starship 
will have multiple engineers on staff, each spe- 
cializing in a different area. Of course, there are 
some truly expert starship engineers who are as 
at home with Mer Drives as with computer sys- 
terns and environmental maintenance, but such 
talented individuals are few and far between. 

Ranks for engineer characters fall within the 
enlisted range but may rise quite high within it. 

Basic mission equipment for an engineer 
includes an assault rifle, one smoke grenade, 
one stun grenade, a notepad computer, and a 
small tool kit; more exfensive but less portable 
tools remain in the ship’s utility locker. 
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aces pools; they must choose the Cooking 
(Humanities) skill. 

UTRPF cooks typically begin play in the mid- 
dle of the enlisted ranks. 

Basic mission equipment for a cook includes 
a heavy pistol with tracer rounds, a combat 
knife, and body armor, as well as a howler 
machine gun with HEAP (the latter is for use in 
ship defense and will not normally be carried by 
codcs assigned to an away team). 

Gunner: Shiptoship battles don‘t occur very 
often in the depths of space, but when they do, 
an expert with mounted gunnery i s  a much 
appreciated member of any ship‘s crew. Such 
personnel are also called upon when a particular 
mission require the emplacement of stationary 
andlor automated guns off-ship. And when they 
are not occupied as mounted-weapons experts, 
ship’s gunners often provide a bit of light mainte- 
lance in the Engineering section’s aid. 

Ship’s gunner characters 
with skills from the Engine 
Military pools, and they musf have the Gunnery 
(Military) skill. 

Genetally, these characters begln in the lower 
nlisted ranks. 

Basic mission equipment for a gunner 
includes an automatic shotgun with flechette 
rounds, a combat knife, one of each grenade 

Throughout history, marines have existedfor 
one main reason: to do battle. That has not 
changed in the 22nd century; the enemy has just 
become, if anything, even more dangerous. 

Interplanetary vessels are intended to carry a 
pair of marines at all times as ship’s security, and 
each starship should contain at least a squad of 
marines, preferably with one or more special 
troops such as scouts and heavy weapon spe- 
cialists. However, UTRPF‘s resources are so 
overextended by the current crisis that most ves- 
sels are lucky to have just one or two marines 
,board, forcing the ship’s crew Mserve double 

ops with the marines sim 
of that contingent. 

Marines are divided into the following M 
reflecting the role each plays when enough 
present to assemble a squad. 

Squad leader: A specialist in military strategy 
and tactics (including at least a theoretical 
knowledge of a wide range of weapons), the 

rine squad leader has the prim 
lity of leading any ground com 

operations. Technically, squad leaders are under 
the command of the ranking officer of the ship 
that carries their squad, but in practice such offi- 
cers routinely defer to the squad leader’s exper- 
tise and give the marines great leew 
achieving mission goals. In those rare situa 
where multiple squads are assigned to the same 
ship or facility, they are generally paired into 
platoons, with the junior squad leader falling 

er the command of the senior. 
layers of squad leader characters may choose 

skills from the Firearms, Military, and Physical 
Disciplines pools. 

Generally, these charac begin in the upper 
enlisted ranks. 

Basic mission equipment for a squad leader 
includes an assault rifle, a combat knife, one of 

h grenade type, and body armor with helmet 
and transponder. 
dio Operator: Communications are essen- 

in field operations, whether between squads, 
a command post, or with a squad’s ship. It 

is the task of the radio operator to maintain clear, 
fast communications in even the worst of situa- 
tions and to do so without compromising the 
squad’s position or the content of those commu- 
nications. This requires a thorough knowledge of 
communications equipment and operating pro- 
cedures, including such things as radio codes 
and non-electronic signalling techniques (e.g., 
semaphore). Unfortunately, the value of the 
radio operator frequently makes this person a 
prime target if the enemy is capable of recogniz- 

’ 

ing the radio operator’s function an.d impor- 
meit. ! ‘.*I i‘ .. . 5 +. : ”  ’I.h+(hflzp .?<*$ ~ , .  - 
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Radio Operator characters may begin play 
with skills from the Firearms, Military, and Physi- 
cal Disciplines pools; they must have both the 
Comm Gear (Military) skill and the Comm P e  
cedure (Military) specialization. 

Typically, these characters rank in the loweltito 
middle enlisted range. 

Basic mission equipment for a radio operator 
includes a heavy pistol with HEJA rounds, a 
combat knife, body armor with helmet array and 
transponder, and a combat radio. 

Medic: Given a well-stocked sick bay, ship's 
doctors are capable of handling most medical 
emergencies. But in ground combat operations, 
someone has to be on the spot to deliver first aid 
to casualties and stabilize them for transporta- 
tion back to those facilities. That's the job of a 
marine squad's medic. When not in combat 
operations, medics serve as assistants to their 
ship's doctor, thereby honing their medical skills. 

During character creation, medics can receive 
skills from the Firearms, Medicine, and Physical 
Disciplines pools; they must have First Aid 
(Medicine) skill. 

Beginning medic characters generally fall into 
the lower specialist ranks. 

Basic mission equipment for a medic includes 
an assault rifle, a combat knife, body armor with 
helmet array and transponder, and a medkit. 

S W .  Although marine squads in general are 
small and trained to take advantage of cover and 
concealment during field operations, scoutS are 
true experts in the subjects of infiltration and 
observation. Often, they are sent individually or 
in pairs to size up a situation before an entire 
squad is  sent in, in order that the best possible 
deployment plans can be made. 

Players of scout characters may choose skills 
from the Covert Actions, Firearms, and Physical 
Disciplines p i s  for their characters. They must 
choose the Stealth (Covert Actions) skill. 

Scout characters typically begin in the lower 
enlisted ranks. 

Basic mission equipment for a scout includes 
a laser sniper rifle, a heavy pistol with splatter 

rounds, a combat knife, four smoke grenades, 
and body armor with helmet a r r r  -4 t rar -  
ponder. 

Heavy Weapons Expert: All UTKW marines 
receive at least a modicum of training in a wide 
range of weaponry, from firearms to grenade. 
launchers to flame throwers. What sets the 
heavy weapons expert apart is intensive training 
in heavier, more specialized weapons, including 
mortars, automated machine guns, and beam 
generators. One notable result of this trainin8 is 
that heavy weapons experts tend to find them- ~ 

selves assigned to the deadliest m i s ~ i o r  
because that i s  where they are most needed. 

Players of heavy weapons experts may choose 
skills from the Firearms, Military, and Physical , 
Disciplines pools. They must choose Heavy ! 

These characters begin play in the specialist 
~ 

ranks, generally toward the middle of the scale.. 1 
.Basic mission equipment for a heavy weapons 

expert includes a heavy pistol with HEJA rounds, 
a combat knife, a grenade launcher with six 
rounds of each grenade type, a flame thrower, 
and body armor with helmet ar,ray and trar=- 
ponder. 

~ 

Weapons (Firearms) as a skill. , 

troops h.aye a" 
to~them, 'from 

hand guns to flame throwers and mortars. But 
for some jobs, that just isn't enough. Whether 
it's breaching a reinforced wall, removing sev- 
eral tons of earth, or obliterating a nestof nasty 
xenoforms, whenever a really big hole has to 
be made in a hurry, demolitions i s  often the 
best answer. And of course, with that much 
destructive power at .hand, an expert at i t s  use 1 

Demolitions Expert characters may receive 
skills from the Firearms, Military, and Physical 
Disciplines pools. They must choose the Demo- 
lirions (Military) skill. 

These characters typically begin play in the 
lower to middle specialist ranks. 

Basic mission equipment for a demolitions 
expert includes an assault rifle, a combat knife, 

i s  advisable. l 
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me of each grenade type, six satchel charges, a 

notepad computer, and body armor with helmet 
array and transponder. 

Grunt: Of course, the bulk of most marine 
quads consists of simple foot soldiers. Conse- 

quently, this is the one MSO that is always in 
need of new members and into which new 
recruits can count on being accepted if they lack 
the prerequisites for any other MSOs, or if those 
MSOs are temporarily filled. 

Grunt characters can begin play with skills 
from the Firearms, Personality, and Physical Dis- 
ciplines pools. There is  no particular skill that 
they must choose, but often they devote them- 
selves to expertise with one or more particular 
firearms and/or melee combat skills. 

These characters begin the game in the lowest 
of the enlisted ranks. 

Basic mission equipment for a grunt includes 
an assault rifle with grenade launcher, three 
launchable frag grenades, two launchable stun 
grenades, one launchable incendiary grenade, 
one of each hand grenade type, a combat knife, 
and body armor with helmet array and trans- 
londer. 

6. CkOoM Starting Skiils 
After determining your PC’s profession, or 

MSO, it is time to choose starting skills. Profes- 
sional skills are equal to one-tenth of the charac- 
ter’s Learning score, rounded up, and can be 
chosen from those skill pools made available by 
both donor level and MSO. Be careful to include 
in your pick any skills listed as “musts” in your 
PC’s MSO description. In addition, you may 
choose discretionary skills from any and all 
pools, one for every 15 points of the character’s 
Intuition (rounded down). 

A Note on Languages: In the 22nd century of 
the BUGHUNTERS” milieu, English continues 
to be the dominant language in world events. 
Because of this, even clones of non-English- 
speaking donors know English due to i ts inclu- 
sion in the mental recording they receive just 

prior to “decanting” ( in other words, al l  
BUCHUNTERS game PCs speak English). 

But other languages are certainly spoken, and 
skill in one or more of them may come in handy 
during adventures, whether on Earth or off, as 
PCs interact with colonists, L-5 workers, and 
others, human and synner alike. For that reason, 
players may decide to choose additional lan- 
guages for their characters, assigning them as 
skills. It’s up to the player to decide whether 
such an extra language i s  the donor’s native 
tongue or one the donor or synner picked up 
later on in life. A l ist  of the most common lan- 
guages, those with the greatest number of native 
speakers, i s  included in the skill descriptions in 
the next chapter. 

Skill Specialties and Enhancements: In the 
BUGHUNTERS game, specialty and enhance- 
ment skills (as explained on pages 12-13 of the 
System Guide) generally apply to particular 
types of equipment or a specific area within a 
larger field. The purpose of the enhancement 
rule i s  to allow players to give their characters 
true expertise when firing a particular type of 
pistol, piloting a specific kind of vehicle, or 
attempting to answer a question within a spe- 
cific field. Rather than extend the skill list need- 
lessly with reams of examples, we l ist samples 
where appropriate in the skill descriptions in the 
next chapter, leaving it to the individual players 
to suggest appropriate enhancements for their 
characters and to individual CMs to approve or 
deny those requests as seems fitting. 
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Skill List (by pools) 
.*SK)TPAWlNC. 

All rC s y d w  who have undergone Basic Training p in  the l h r ~  
brur rkillr F k l  Aid IMPdicineJ, Small A,m (FirearmJ, 

and Unard -I (phpiul DiuiplineO. 

ENGINEERING 
Engineering. Electrical (Int) 

El&mnic (Lea) 
c ~ m  (Lea) 

. .  !&E Drlye (Lea) 
%sir Field (Lea) 

Engin&ring,Mechanical (MI . ' 

Firearm Maink&ance (Lea) 
h e r  Planf {Lea) 

Vehrle 

Nuchklea)  , ' 

Irequires Elecbonic & Physic4 

Engin&%. E n w i m - k d  (Le4 Irequires Elearonir;,Mphanisal, 
and Siolos/l 

LANGUAGES 
AN languages are Intrkills. 

MEDICINE 
First Aid (Int) 
General Medicine (Lea) 

Emergency Medicine (Lea) 
Psychiatry (Lea) Irequires Psycholo 
Stasis Medicine (Lea) 
surgery (Lea) 
Synthetic Medicine (Lea) :, 

MILITARY 
Comm Gear (In0 

Comm Procedure (Lea] 

Demolitions (Lea) 
Envimnmental Sur 

Military Science (Lea 

PERSONALITY 
Bluffing (Chaj 

Earganing (Cha) 
Gambling (Cha) 

LUek (by)  
Street Srnarn (Cha) 
Trivia (Will 

PHYSICAL DISCIPLINES 
Armed Combat (Re0 
Athletics (Ref) 
Brawling (Fit) 
Climbing (Ref 

Swimming (Fit) 
Throwing (Ref 
Unarmed Combat (Ref 

TRAVEL 
Navigation, Planetary @ntl 

Navigation, Space (Le 
Navigation, Hyperspace (Lea) 

Pliotmg, surface (I"t1 
Piloting, Aemrpace (Lea) 

Piloting, Hyperspace Rea) 
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cers in all cases except when human officers are 
present. As a matter of fact, in practice, the terms 
”Sword and ”Star” are typically dropped during 
normal operations, just as the term “Light” i s  
generally ignored unless someone specifically 
wants to stress at some point the subordination 
of a Light Lieutenant to a full Lieutenant, or a 
Light Commander to a full Commander. 

PC Starting Rank In theory, all UTRPF per- 
sonnel begin their careers at the bottom of the 
enlisted, warrant officer, or officer (human only) 
ranks and progress from that point one step at a 
time, with regulaq promotions based upon 
longevity-assuming satisfactory service, of 

:some individuals advancc 111 

7. DahwmSne Rank 
To the uninitiated, rank and chain of 

mand in UTRPF may seem a bit complicated, 
but it all becomes clear if a few basic facts are 
understood. 

First, for historical reasons, the names for 
ranks are different between aerospace and 
marine forces, although they both use the same 
rating structure. That is to say, an E3 (enlisted 
rate 3) member of the UTRPF marines is  paid the 
same, and bears the same authority, as an aero- 
space E3, even though the former i s  called a Pri- 
vate First Class and the latter a Starhand. 

certain MSOs have led to th 

! I  ’ 

Second, the specialized sk urse. 
But i , .. 

Speciatist ranks, a short progression of enlisted 
ranks parallel to the normal series. In terms of 
chain of command, these specialist ranks are 
something of an anomaly. In purely military mat- 
ters, the highest-ranked Specialist (Spec 7)  i s  still 
subject to command by a E4 Starmate or Lance 
Corporal, but even higher-ranking members of 
the normal Progression tend to defer to a lower- 
ranking specialist concerning matters that fall 
within that specialist‘s area of expertise. While 
the wisdom of this dual-line set-up has been 
questioned often, most authorities agree that the 
Specialist rank structure is  a necessity. 

Third, it should be kept in mind that only nor- 
mal humans are allowed to be commissioned as 
officers in  UTRPF. Humanity wants to keep final 
command authority firmly in human hands. But 
the desire to have some sort of officer-like 
authority in command of a starship even during 
hyperspace travel-when any normal humans 
on board are, of necessity, in stasis-has led to 
the establishment of a line of Warrant Officer 
ranks parallel to the normal officer ranks. For the 
sake of easy recognition of rank progression, 
those warrant officer ranks beyond the first two 
echo the names of full officer ranks, but with an 
additional designator-”Star” for aerospace and 
“Sword for marines. In effect, then, UTRPF war- 
rant officers serve in the capacity of normal offi- 

rank muck more quickly than do others. Talent 
at one’s MSO has something to do with this, but 
to a greater extent, the advancement of these 
individuals i s  the result of their adeptness at 
“playing the system.” They have an eye for what 
tests must be taken, what reports must be filed, 
and whose attention must be drawn in order to 
gain points toward promotion. Of course, the 
actual MSO chosen has a great de;’ L - 
character’s rank. 

In game terms, then, rank i s  based upon a 
character’s Pos, with a modifier applied for 
MSO. The MSO modifiers are listed in the Rank 
Modifiers table on the next page. To generate a 
starting rank for your PC, then, add to the char- 
acter‘s Pos rating the MSO modifier listed + 
compare the result to the UTRPF Rank Equi 
lency table. 

may increase, due to experience, possibly mak- 
ing the character eligible for a rank increase. Of 
course, eligibility does not mean automatic 
increase in rank: promotion can only occur at 
the official authorization of UTRPF headquar- 
ters. In other words, actual reception of that new 
rank will be subject to your CM’s discretion and 
may be delayed for some time due to campaign 
considerations. 

Note that, as play propre! 
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Rank Msdifiers 

Aerospace M3.X Borrus Maximum Marine MS0s:- 
MSO Points Rank MSO Poin'ts. Rank 
Protocol Officer 210 W06  Squad Leader 2 00 W05 
Pilot 105/155/205* W 0 6  
Navigator 100/150/200** W05 Medic 
Engineer 30 E9 Grunt 
Doctor 200 W05 scout 
Cook 50 E9 Heavy Weapons 
Gunner 0 E7 Demolitions Exp 

Radio Operator 5 E6 

*The p i n 6  g i m  we for Surface, Aemspace, & Hyperspace Piloe. r e ~ p e n i ~ l y  

T h e  poinu @wn.are for Planetary, space, and Hyperspace Navigatoe, msp~tively 

OTRPF Rank Equivalencies 
Rank Points 
Enlisted Ranks: 

0 
40 
55 
70 
85 

100 
115 
130 
145 

Rating Aerospace Title 

E l  ~ ,Recr 
E2 
E3 
E4 
E5 Petty Officer Three 
E6 ' Petty Officer TWO 
E7 Petty Officer 
E8 Chief Petty Officer 
E9 Senior Chief Petty Officer 

: Specialist Title ~ 

Private First Class 
Lance Corporal 
Sergeant 

t ' Specialist Sev&i 
Master Sergeant ' . 'I 

Sergeant Major ~. : 
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bvamat-b& 
230 W01 Warrant Officer 
245 WE32 Chief Warrant Officer 
260 w 3  Star Lieutenant 
275 WQ4 Light Star Commander 
29Q W05 Star Commander 
305 WO6 Star Captain 

Dfficer e*** 
230 01 Ensign 
245 0 2  Lieht Lieutenant 

< 

Warrant Officer 
Chief Warrant Officer 
Sword Captain 
Sword Major 
Light Sword Colonel 
Sword Colonel 

2nd Lieutenant 
1 st  Lieutenant 

?60 
" 

33 Lieutenant Cantain 
275 
m 
SO5 

r _ _  ~~ ~~~ 

34 Light Com Major 
3 5  
3 6  

Command Light Colonel 
Captain Colonel 

0 7  Commodor Brigadier 
0 8  Admiral General- 
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Linda and Baptiste now set about deter- 
mining their characters' starting ranks. Bap- 
tiste's PC has a Pos of 48. Engineer yields a 
rank bonus of 30, so his PC has a rank point 
total of 78 (48+30), which results in a starting 
rank of Starmate (Aerospace E4). Linda's PC 
has a Pos of 33, and Protocol Officer yields a 
rank bonus of 210, so her PC has a rank point 
total of 243, sufficient for a rank of Warrant 
Officer (Aerospace WO1). 

8. Datatmh Rnrncst 
Given their situation as perpetual soldiers for 

UTRPF, synners have little use for personal prop- 
erty. Most pieces of mission equipment-particu- 
larly firearms-are owned by the force and, 
although assigned to particular individuals, are 
distributed only during actual missions. During 
the rest of the time, they remain in the armory or 
supply office. Food and lodging are also supplied 
by UTRPF, as is entertainment of various sorts. 

Discretionary Spending: Nonetheless, a bit of 
discretionary spending is considered necessary 
for emotional health, so synths are given a 
monthly stipend of UTRPF scrip with which to 
purchase personal items. But in a typically mili- 
tary sort of way, much of this stipend must go 
toward upkeep of uniforms, and most synths 
spend a great deal of it paying for alternate hous- 
ing and food (military barracks and meals grow- 
ing tiresome after a while). 

The amount of stipend available for com- 
pletely discretionary spending each month IS  

double the PC's rank points, triple if the charac- 
ter does some extreme "belt-tightening." How- 
sver, each month of penny-pinching temporarily 
educes the PC's Pos score by one point. Devot- 
ng a l l  of a subsequent month's discretionary 
ncome to entertaining will restore the Pos loss. 

PCs may spend their discretionary funds how- 
ever they wish (within reason). What items can- 

not be found at the PX (Post Exchange store) cc 
sometimes be bought on the black markt 
UTRPF frowns on synners owning anything th 
cannot be bought at the PX, but some office 
and civilians are willing to trade civilian curre 
cies for UTRPF scrip or sell outside items for 
often at an exorbitant exchange rate. Chapter 
Equipment lists prices for many items PCs m, 
wish to purchase. GMs may use current, re; 
world, US prices as a guide for the cost 
UTRPF scrip of other items. 

Assigned Equipment: Besides their uniforr 
and MSO manuals, PCs are assumed to ha? 
been assigned equipment appropriate to thc 
particular MSO. Normal equipment i s  listt 
under each MSO description, but GMs m, 
change this as they wish for specific missior 
giving PCs more equipment for tougher-tha 
usual missions or insisting that they carry light 
weaponry, or even none at all, for more peac 
able assignments. 

lmprwing Yaur ChSrrOar 
Characters in the BUCHUNTERSTM game a 

not static; they change as a result of their expe 
ences. For PCs to change MSOs, a PC must fulf 
the prerequisites for the new MSO and mu 
already possess any skills listed as "musts" in . 
that M S O s  description. Such applications cag 
only be made once per month, and only when 
the PC is  at some UTRPF base capable of prhl- 
cessing the paperwork (e.g., Stargate). Of course, 
the PC must still roll to see tf there is an openhg 
in the desired MSO. 

In addition to changing MSOs, PCs ca 
buy new skilk, improve their attribute scar 
and buy additional dice for their Player Co 
Attribute scores are increased one point fQr 
every five points of experience spent for this pwr- 
pose. New skills, specialties, and enhancemew 
cost 50 experience points each, while each n w  
die purchased for the Player Core co 
experience points. 
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In the BUGHUNTERSTM game, as in  a l l  
MAZING ENGINE" milieus, a character's 

kills serve as a sort of shorthand notation of 
what the character i s  best at, not a limiter of 
what the character can attempt to do. In other 
words, as you play the role of your character, 
don't merely look for chances to use your PC's 
listed skills-rather, let those skills help you to 
get into the role of the PC. 

The distinction between these two approaches 
may seem subtle, but it points out what makes 
roleplaying unique from other types of gaming. 
Most gaming involves using game mechanics- 
numbers, board position, rules, etc.-to best 
advantage, so as to win. Winning is first and fore- 
most in such games. Not so in role-playing. In 
RPC sessions, winning is desirable, of course, but 
it isn't the end-all. In fact, even losing-whether 
it be undergoing a temporary setback or even suf- 
fering deathadvances the plot and gives you a 
chance to act the role of your character. 

And acting the part of a character is what role- 

your PC or one who describes the PC's actions 
like a novelist-and most role-players are a mix- 
ture of both-you should judge what your char- 
acter should &I in a given situation by what a 
real person with his OT her background might do 
in a simitar sifuation. 

remember at all times that 
m y  skifl listed on their charac- 
e 125 of this buck), except for 

Lea checks; this reflects their 
wide-ranging abilities. Characters attempting a 
skill they do not possess have one-half the 
chance of success a character with the skill 
would have. But if you are trdy playing a char- 
acter, you may wish to attempt something that 
isn't covered ly the BUGHUNTERS game skill 
list. No lis? of skilk can fully reflect allthe possi- 
bilities of human endeavor, and humans are 
inventing new technologies-requiring new 
skills--every day. 

That's why role-playing games require a Game 

2: Skills 
Master: to decide how to handle unforeseen sit- 
uations. And it's why the AMAZING 
game system relates all 
attributes, allowing a G 
against one of those attributes and allowing the 
invention of new skills to reflect the spec1 
needs of individual campaigns. 

As you choose and use ski l ls  for your F 
then, think of them as making up a skeleton frwtl 
which to envision the character. Your actiog of 
that character's role will be the PC's flesh a 

' 

blood, in effect. 

Specialties and 
Gnhancewents 

In the BUGHUNTERS game, the penalty 
characters attempting to use a specialty they 00 

not possess is  -20 per level between the spe- 
cialty and its parent skill. The bonus for gaFning 
an enhancement i s  + I O  to the skill level. 

Skill Descriptions 
The bulk of this chapter i s  devoted to 

scriptions of the individual skills in the 
BUGHUNTERS game. Fuller details of how the 
various combat and medical skills are used are 
given in Chapter 4: Combat and Repair; the 
travel skills are more fullv described in Chaoter 
6:  Ships 

alphabetically by skill pool, then by skill within 
eachpo ' 

Basic Training 

for those three ski l ls  belonging to other pools 
that all UTRPF personnel gain in the course of 
their basic training: First Aid, from the Medicine 
skill pool; Small Arms, from the Firearms skill 
pool; and Uharmed Combat, from the Physical 
Disciplines skill pool. Each of these skills is 
described under the appropriate skill pool 
below. 

This "pool" i s  mere11 mvenient catch 



Cmpurter 
Computers of the 22nd century are quite 

mphisticated, but not incredibly different from 
those of the late 20th century. While the mosr 
advanced 22nd-century computers are com- 
posed of chemical "hardware," most computers 
8he PCs encounter are still solid state, for dura- 
bi4ity. Computer systems within the Solar System 
are all pretty much interconnected (except for 
special cases, where isolation is desirable for 
security reasons), allowing the average citizen 
immediate access to an encyclopedic array of 
h w l e d g e .  However, the radio lag that causes 
merely annoying access delays between Earth, 
its orbkal facilities, Luna, and the Mars colonies 
dfectively isobtes completely the computer sys- 
tems of traveling starships. 

On the other hand, increasing improvements 
in data sturage, memory capacity, and software 
design have given rise to a number of significant 
changes evemin portable computers. For one 
thing, the design of machines with multitudinous 
separate processors capable of operating in par- 
atlel or sequential+depending upon the task 
at hand-has given rise to more than mere tera- 
bytes of RAM; i t  allows for a measure of sapi- 
epce, particularly in shipboafd mainframes and 
Iarger machines. Personality-emulating software 
assists in presenting such computers as individ- 
ual beings, making them truly "user-friendly." 
Data entry is  routinely by voice, with electronic 
~ l u s  and pad for making sketches or jotting 
e, particularly in hand-sized portables; key- 
boards are reserved for inputting large amountS 
of critical infonnation in a short period of time 
Mnce typing is much faster than writing long- 
hand). Data storage is  by means of holographic 
cysta ls ,  allowing even the tiniest of computers 
$0 hold a weatth of i n h a t i o n .  On Earth, recy- 
qhable paper i s  st i l l  the cheapest, most efficient 
medium for hard copy; in space, hard copy is 
typically done on paper-thin plastic sheets with 
an electromagnetic dot matrix built in, capable 
of repRated erasure and reuse. 

Nor are 22nd-century computers merely 

involved with information processing. Entertai 
ment in the forms of "trideos" (holograph 
movies), videos, music, and games are a l l  ti 
into the personal computer. Users are able 
record, play back, modify, compose and ot 
wise interact with all such materials with inc 
ible freedom. 

omputer Systems (Int): Computers are in 
to pretty much every occupation i 
d century, serving as a ready assist 
ly every human endeavor, from Stella 

gation to cooking or music. Fortunately, 
input and display iconography make them 
easy to operate that virtually anyone can p 
out how to use most models with just a few 
Utes of tinkering. It i s  for this reason t 
Computer Systems skill has been related t o t  
Intuition attribute. 

Computer Programming (Lea): Designing s 
ware and/or hardware for specific fu 
requires a bit more expertise than simple c 
puter operation; hence this specialty. Comp 
assisted design programs can make the 
somewhat easier, but extensive programmi 
physical modification of a system sti l l  requires 
great deal of skill, particularly if the system 
hostile to such attempts. 

specialty i s  sufficient for BUGHUNTERST'J ac 
ventures. But for players who wish to design tru 
computer.phile PCs, the option of expertise in 
more specific programming languages is  pro- 
vided. For purposes of this game, those lan- 
guages are divided into two general specialties: 
collator languages and amassive languages. It i s  
assumed that an expert in either type is  able to 
deal with pretty much any programming lan- 
guage of that type. 

In the BUGHUNTERS game, scientific and 
military applications tend to use amassive lan- 
guages; collator languages are of primary use in 
government and business computer systems. 

In most cases, the Computer Programmis 
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Chapter 2: Skills 
Lockpicking, Mechanical (Ref): Electronic 

locks are common in the 22nd century, espe- 
cially in high-tech facilities such as the great 
majority of those off-Terra. In spacecraft, they are 
virtually universal. 

But mechanical locks s t i l l  have their uses, 
especially in places where power for electronic 
locks is  not readily available or where cost is a 
prime consideration. Besides being in use in at 
least half of the residences on Earth, mechanical 
locks are also the typical means of sec 
smaller enclosures such as lockers and che 

Mechanical Lockpicking skill confers u 
possessor the ability to open such locks w i  
ative ease. Opening mechanical locks with 
improvised tools is  a normal skill roll; special- 
ized tools confer a bonus to your chances, as set 
by your CM (typically +10 to +20). Persons 
without this skill gain no bonuses from using 
lockpicking tools. 

Searching (Int): Searching is  skill at locating 
unseen items. Sometimes i t  merely involves 

' 

Covert Actions 
Under this heading are collected skills of pri- 

mary use to a scout or other such person depen- 
dent upon stealth and infiltration. 

Camouflage (Int): Camouflage is  the skill at 
making things blend into their backgrounds. 
Requiring an eye for hiding things, it covers 
techniques of both personnel camouflage (cloth- 
ing and facial makeup) and area camouflage 
(using artificial or natural foliage to break up the 
outline of vehicles, tents, and even buildings). 

Disguise (Cha): Whereas camouflage attempts 
to make things invisible to the eye, the disguise 
skil l  seeks to make them appear as something 
other than they are. Of course, making a pile of 
pillows and blankets appear to be a sleeping fig- 
ure is  much less difficult than making a person 
appear as someone else, especially i f  the two 
individuals in question are different in build or if 
viewers are well acquainted with one or the 
other of them. Your GM will set modifiers to the 
use of this skill as the situation dictates. 

knowing what to look for and the likeliest places 
to find it (such as when searching a building for 
a misplaced file folder); at others it means recog- 
nizing potential hiding places (such as realizing 
that a particular shadow is  big and dark enough 
to hide an assailant). By the same token, it yields 
its user skill in hiding things. 

Whenever a character attempts to use this 
skill, the GM will first make a determination as 
to whether the hidden item is  merely unseen or 
is purposely hidden. In the first case, penalties to 
the chance may or may not apply, depending 
upon the exact situation (size and color of the 
object, size of area, etc.). But in the latter case, 
any searchers must subtract from their Searching 
skill half of the hider's appropriate skill (Camou- 
flage, Stealth, or Searching, depending upon the 
situation). 

Security Systems (Lea): The Security Systems 
skill represents a familiarity with typical equip- 
ment and procedures used to protect a location 
from thieves, spies, and other less sinister- 
though no less unwelcome-intruders. Exactly 



tuation, but it might range from a single room 
an entire complex of buildings. 
Upon viewing the location (or the plan of 

ne), persons who succeed at a roll against this 
:i!l will recognize the best positions for security 
meras and other sensor equipment, for opti- 
ium patrol routes, and the like. likewise, such 
mons will recognize any relative weaknesses 

in.a security system they.view. 
Of course,,optirnum plans are not always fea- 

sible to put into practice in a given situation, due 
to shortages of guards and security equipment, 
so actu,al placement of sensors and patrol routs 
may vary from what the character would identify 
as best. And it may well be beyond the capabil- 
ity of the character to exploit any relative weak- 
nesses that are perceived. 

Lockpicking, Nectronic (Lea): Advances in  
electronic security measures typically remain 
just one step ahead of developments to bypass 
those security measures. Characters with the 
Electronic Lockpicking skill are learned in those 
developments, knowing the techniques and 
equipment necessary for bypassing electronic 
locks and sensors. 

Whilea very few, very simple such devices 
may be thwarted with improvised tools, or with- 
out any tools at all, most require both the right 
&ill and the right equipment, and a few of the 
most advanced devices remain unthreatened by 
even the best. The CM. wil l set skill modifiers 
based upon the exact devices to be thwarted and 
the exact equipment available to the user af this 
skill. 

Stealth (Ref): Quite simply, this i s  the skill of 
moving quietly and secretively, so as not to be 
seen or heard. The CM will apply skillmodifiers 
based upon light and noise in the user's environ- 
ment at the time of the stealth attempt and will 
decide how many skill tests must be made for a 
particular attempt, based upon how much dis- 
tance' must be covered, how many potential 
observers are present, and other relevant factors. 

Survival (Lea): Most modern people are not 

very skilled at surviving in the wild. More than 
one, after being lost in a desert, has been found 
dead of dehydration with water sti l l  in a canteen, 
for example. On the other hand, survival expety 
have been able to get by for long periods of tinp 
in some of the Earth's harshest climes, survi ' 
on a diet of insects and worms in some cases, 
and retrieving water from local plants and/or 
soil. 

The Survival skill, then, involves recognizing 
sources of safe food and water (and possibly air) 
in a harsh environment, avoiding deadly aspects 
of that environment, and inuring oneself to hard- 
ship so as to ration resources to best effect. 

The CM may set skill modifiers and success 
and/or failure margins for particularly hostile 
environments. In such cases, great success might 
mean the retaining of perfect health, simple suc- 
cess might mean survival but with a gradual io@ 
of stamina points, simple failure might mean 
body point loss, and terrible 
a deadly occurrence of some s 

Engineering 
High technology requires expert maintf 

nance. This i s  especially critical during voyages 
through the interstellar wastes, when a vessel is 
months-or even years-away from Earth. The 
skills listed in this category are concerned pri- 
marily with such maintenance. While characters 
may use these skills to engineer new devices, 
most of the time they will be devoting them to 
just keeping their equipment functioning. 

Engineering, Electrical (Int): The Electrical 
Engineering skill involves a solid knowledge of 
electrical power and i ts basic behaviors. Charac- 
ters with this skill are able to work with, repair, 
and even design wiring systems (to some extent), 
so as to supply electrical power where needed in 
a facility without electrocuting themselves in the 
process. They are also able to design and repair 
relatively simple electrical devices involving 
lighting elements, heating coils, motors, sole- 
noids, and the like. 

Electronic (Lea): A deeper knowledge of elec- 
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tricity, Electronic Engineering involves a familiar- 

< ity with the properties of conductors, capacitors, 
semiconductors, transducers, printed circuits, 
and integrated circuits for use in electronic 
devices from hand-held calculators to shipboard 
radios. 

Computer (Lea): Specialization in Computer 
Engineering represents a knowledge of the appli- 
cations of electronics to computer architecture 
in particular, along with the ability to repair and 
maintain computers. 

Mer  Drive fLea): lsler Drive Engineering 
involves knowledge of the electronic devices 
that collectively generate the lsler Drive effect in 
starships, allowing for repair and maintenance of 
the engines necessary for hyperspace travel. 

: This specialty represents 
detailed knowledge of the circuitry of the stasis 

al humans typically spend 
their time durin erspace travel, allowing a 

I I  to maintain and, if nec- 
essary, repair such pods. 

Engineering, Mechanical (Int): The Mechani- 
cal Engineering skill can be described most sim- 
ply as involving things with moving parts. In 
engineering terms, it concerns the physical prop- 
erties of materials-including such things as 
durability, malleability, stress tolerances, friction, 
etc.-and geometric issues such as lever angles, 
gear ratios, and the like. In maintenance terms, it 

ply means keeping machinery working. 
Characters with this skill are able to assemble 
d disassemble machinery. With the right 

equipment, they can weld metals, machine 
basic replacement parts, and even make many 

ecialized tools for their work. 
Firearm Maintenance (Lea): Firearms are intri- 
e devices which, if not functioning correctly, 

can be deadly to their users. Specialization in 
Firearm Maintenance atlows a character to keep 
firearms in perfect working order. It also allows 
its possessor to safety puzzle out the workings of 
alien weapons. 

Power Plant (Lea): This specialization involves 
the application of mechanical engineering skills 

to power plants such as electrical generators anc 
combustion engines. Its possessors are familiar 
with the special mechanical problems involved 
in such high speed, high torque applications. 

-0: For maintenance of nuclear 
plants (fusion and, in some rare cases, fission), a 
very specialized knowledge i s  required of 
nuclear reactions, how to control them, and how 
to convert the resultant heat energy into usable 
mechanical or electrical power (usually through 
steam). Characters can only acquire this spe- 
cialty i f  they already possess specializations in 
Electronic (Engineering) and Physics (Sciences). 

Vehicle Maintenance (Lea): This specialty is 
pretty much self-explanatory, simply involving 
the keeping of vehicles in running condition. 
Note, however, that its subspecialties are 
divided somewhat differently than those of the 
Piloting and Navigation skills in the Travel pool. 
This reflects the fact that while it i s  a much dif- 
ferent task to pilot an interstellar craft than one 
designed for atmospheric travel, the mainte- 
nance tasks are not that much different (espe- 
cially given that lsler Drive is a separat 
entirely). 

Aircraft (Lea): This specialty relates to 
nance of any vehicle with a motive force that 
depends upon an atmosphere as its medium. 

Saacecraft (Lea): The Spacecraft specialty 
applies to any vehicle that operates in an off- 
world vacuum. The specialty may also be of 
some use in orbital facilities, lunar bases, etc, 
particularty as relates to the maintaining of hull 
integrity, artificial gravity, and similar concerns. 
In terms of hull integrity, it may ats 
with deep-sea facilities and vehicles. 

-: This specialty 
maintenance of ground and water vehicles. It is, 
by nature, primarily concerned with how thei 
motive power interacts with ground or water; i 
therefore includes the propulsion of submarines 
and submersibles. 

Engineering, Environmental (Lea): The Envi- 
ronmental Engineering skill concerns the opera- 
tion and upkeep of atmosphere, temperature, 

i 



water, fwd, a% gravity i 
marily, this means spacecraft, space stations, and 
other bases in terribly hostile environments. But 
it can also mean deep-sea facilities and long- 
term submarines. Characters seeking this skill 
must first possess the Mechanical Engineering 
skill as well as a specialty in both Electronic and 

Chapter a: Skllls 

The skills under this heading involve the use 
of various types of human-portable ranged-fire 

1 combat weapons, from pistols to mortars. There 
, has not been as much change in firearms over 
' the one hundred and thirty-odd years since the 
lend of the 20th century as some might think; 
,certainly there have been no sweeping achp- 
' tions of radical new designs. While a few 
' experimental railguns have been devdaped in 
' Earth orbit, the success of United Terra and 
subsequent lack of major cambatants has 
caused a general slowing down in design of 
major weapons system. 

At the level of peramad weapons, the three 
greatest changes haw at 1) caseless 
ammunition has become universal, and car- 
tridges a distant memory, 2) computer-assisted 
targeing has become a reality even on the light- 
est of hand weapons, and 3) weapon rates of fire 
have steadily increased. The latter is something 
of a mixed blessing, allowing for greater cover- 
age of an area with a m  ht r q u i r i n g a  
trmper to a r t y  Rwttr mate m u f f i t i o n  im 
bank. 

Lasers are sti l l  fairly large, the smakst being 
the rather-bulky "Deadeye" sniper rifle. Their 
dependence upon mmiderable electrical power 
has limited their use as other than a vehicle 
weapon; but in  space, where maneuvering 
room, incredible speeds, and lack of a blocking 
horizon make di&nces from firer to target much 
vaster, speed-of-light velocity and pin-point fir- 
ing precisj0.n has made lasers the weapon of 
dhoice for vessels. 

hutefke is a spedal cese, 'rince i t  can be used 

with any weapon (Sidearms or Longarms, Small 
Arms or Heavy Weapons) capable of fully-auto- 
matic fire. Players and CMs should note that, 
when these weapons are being used in aotofire 
mode, such use rewires the Autofire skill rather 
than a normal rol 

'weapon type; 
As ,noted in h p e c d i n g  &a@&, all U 
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launch them indirectly, mortar-fashion. 
.__, Mortars Ilnt): The Mortars specialty provides a 

Autofire (Fit): Autofire is an excellent means 
of suppressing enemy movement: the sheer 
noise is  sufficient to keep most creatures hug- 
ging the ground, especially those who recognize 
that it means lots of flying lead. And pretty much 
anyone can use an autofire weapon for this pur- 
pose. 

But despite its usefulness as suppressive fire, 
most people find it extremely difficult to hit 
much of anything with an autofire weapon. For 
that reason, all attacks with autofire are made by 
rolling versus the Autofire skill, rather than the 
usual Small Arms or Heavy Weapons skill for 
that weapon. Characters can take an enhance- 
ment in a particular model of weapon capable of 
autofire, representing their familiarity with the 
"kick" that particular weapon puts out when in 
autofire mode. 

Attack rolls when using autofire are rolled ver- 
sus the firer's Fitness, even when firing a weapon 
which usually requires a Reflexes check. Char- 
acters with the Autofire skill subtract 30 points 
from their Fit store; characters without the Auto- 
fire skill must first halve their Fit score and then 
subtract the 

Humanities 
Under this heading, we have collected pfi 

marily skills representative of human culture, 
including a few not normally considered as 
humanities per se, such as Bureaucracy, Law, 
and Sports. Xenological Theory is also included 
here, under the premise that humans define such 
things in relation to themselves. Many of these 
will benefit PCs in role-playing, as opposed to 
combat, situations. 

Art (Int): This skill includes both a knowledge 
of art history and the practical ability to create 
artworks (e.g., as a hobby). 

Bureaucracy (Int): The Bureaucracy skill 
involves a familiarity with the typical trails of 
paperwork required to get many things done in a 
corporate or government office. As such, it 
allows a character a sense of when to push for 
action (when people are dragging their heels) 

:haracter with the skill necessary for assembling, 
liming, and firing mortars, generally indirectly at 
in unseen target, at the instruction of a forward 
)bserver (generally a radio operator). 



Chapter. .Skill 
nd when to relax and let the wheels turn (or risk 
ffending someone and causing an even longer 
elay). It can be very valuable when applying for 
promotion or a change to a new MSO. 
Cooking (Int): This skill allows a character to 
re for, prepare, and serve food. That may 
nd mundane, but as explained in the previ- 

5 chapter, UTRPF cooks bear a lot of responsi- 
ity for the psychological well-being of their 

5. As any soldier can tell you, meals serve 
re than mere food: they are a natural focus 

camaraderie, whether troopers are trading 
bat rations in a foxhole or sharing a banquet 
ship’s table, and they serve as at  least a 

break from tension or tedium. UTRPF 
by capitalizing upon these aspects of 

ais, can have a major effect upon the morale 

Note that while characters may not have 
many opportunities to actually roll versus this 
skill, their Cooking rating should serve as an 
indicator of how satisfied (or dissatisfied) their 
crewmates are, on the whole, with the food they 
provide. 

History (lea): A knowledge of history can be 
of great help in dealing with situations. As a pri- 
may example, knowledge of the background of 
a particular culture or race can aid in the under- 
standing of i t s  members. Players can spend a 
skill option to specify an enhancement in a spe- 
cific area of history. 

Law (lea): Under the leadership of the offices 
of United Terra, the Earth is more unified than at 
any point before in its history, and this is due in a 
large part to the existence of a United Terra char- 
ter establishing a unified international law. This 
skill denotes familiarity with that law and how it 
applies to specific situations on and off Terra. 

However, just as each state in the United 
States has its own local law, specific to the needs 
of that locale, as do each county and city, so too 
do the various national and corporate members 
of United Terra retain the right to legislate within 
their own environs. Such local laws are always 
considered to be supplementary to, and not con- 

tradictory of, the body of law above them. 
Characters may thus choose to take an en- 

hancement specialty of the Law skill by focusing 
on a particular field or locale. A character m+ght 
choose to be expert in United Sta 
law, for instance, or Sony corporate 
York City civic law. The focus may be as wide or 
narrow as a player desires (subject to GM 
proval, of course). 

linguistics (lea): Linguistics i s  the st 
at makes languages work. As such, k c 
great use in codifying a language and trac. .., 

its historical development, but it does not auto- 
matically confer upon its possessor the ability to 
speak that language. It does, however, allow a 
person to more quickly understand the theory 
a language, which has two game effects: 1) F 
sons who have the Linguistics skill and who faail 
a skill roll versus a particular language th 
may immediately try the roll a second ti 
resenting a heightened awareness of what went 
wrong; and 2) Linguists may puzzle out the 
rough meanings of languages they have never 
encountered before, provided they have suffi- 
cient data and time. Typically, this means at least 
a few days with a speaking subject or with a text 
containing illustrations and/or diagrams of some 
sort to provide a starting point. 

literature (Int): This is a knowledge of influ- 
entia1 written works and the major theories con- 
cerning their influence. 

Writing (Cha): This specialty reflects the abil- 
ity to write entertainingly and effectively. Its pri- 
mary application involves the creation of works 
of poetry, drama, and fiction. 

Music (Int): The Music skill allows a character 
understand and enjoy music to a greater 

degree than i s  usual and to sing more effectively. 
It also serves as a precursor to learning a musical 
instrument. 

lnstrument (Cha): This specialty represents 
skill in playing a particular musical instrument. 
The character who takes this specialty must 
identify the instrument being learned. The spe- 
cialty may be taken more than once to represent 

I !  
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, 

skill in several different instruments. 
Philosophy (Lea): This i s  a knowledge of 

essential questions of cultural value systems and 
their possible answers. If used in conjunction 
with Xenological Theory, it can be useful in  
gaining an understanding of alien cultures. 

Protocol (Int): Unlike Bureaucracy (see 
above), which deals with paperwork, Protocol 
deak with formalities of etiquette and ceremony, 
wi th  a particular emphasis upon relations 
between normal and synthetic humans. Given 
the inherent feet and hostility a great many nor- 
mal humans feel toward synthetic ones, this skill 
can be an extremely important tool in avoiding 
serious conflicts. 

Religion (Len): This skill involves a familiarity 
with beliefs in the supernatural and the systems 
of worship that arise around them. Characters 
can choose B specialization in a specific reli- 
gious faith in order to gain a skill bonus when 
dealing with that faith in particurar. 

Sports (Leaf.: To some extent, sports give a CUI- 

ture definitioti, allowing i ts citizens a chance to 
rally together around specific teams or individu- 
als. Sports also provide a ready means-of keeping 
in physical shape and of working out tension and 
aggression in a relatively safe medium. 

This skill gives a character the nec,essary 
knowledge of a game's rules and traditions. 
Actual competition in a particular sport will gen- 
erally involve tests of a character's Athletics skill 
(see Physical Disciplines, below). A character 
can use an enhancement bonus to focus onTa 
particular type of sport. 

Xenological Theory (Int): It is.difficult, if not 
impossible, for humans to imdgine.something 
truly different from anything they have ever 
experienced before. But projections of what 
such a thing might be like,can help prepareindi- 
viduals to more readily come to grips with such 
otherness. 

'Xenological Theory, then, is a skill of recog- 
nizing familiar elements in alien beings, and of 
using them as a basis upon which to acclimate 
oneselfto the remaining differences. More sim- 
ply puf, it i s  a training in predicting alien natures. 
It i s  intended to be usedas awadjunct to other 
skills. For example, if used with Linguistics, it 
allows for the learning of alien languages; ifused 
with'Philosophy, it allows for the'understanding 
of alien phi1osophies;and so on. In each case, 
the character must r 
two skills in questi 

Languages 

lkh, having Had that language imprinted upon 
their minds just prior~to their synthetic "birth." 
The following l i s t  is  supplied for players who 
wish to round out their characters b! 
them one or more additional languages. 

The following are.the most comm 
guages in the early 22nd century: Arablc, mu- 
Bantu, Bengali, Cantonese, English, French, 
German, Hiddustani, Italian; Japanese, Korean, 
Malay-indonesian, Mandarin,' Marafhi, Por- 
tuguese, Punjabi, Russian, Spanish, Tamil, &I: 

'..All BUGHUNTERST 
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Medicine . .  

Medical knowledge has advanced greatly by 
he early 22nd century-as evidenced by the 

tact that it i s  possible to create cloned humans. 
An effective treatment has  been devised for 
pretty much every disease common to human- 
ity-whether bacterial, viral, or genetic in ori- 
gin-through the application of nanotshnology, 
and great expertise has been developed in the 
repair of accidental damage. As a .result, most 
citizens of Earth have a very good chance of liv- 
ing to be 110 to 120 years of age, barring acci- 
lent far from medical facilities, 

That's where the problem arises. 
medical facilities may be much less 
and the risks of.injury much higher. In particular, 
combat troops such as UTRPF soldiers are prone 
to an early death. The central.lesson taught to 
every UTRPF trainee is: "Stay sharp; stay cool; 
stay in contact with base; and stay in the doc's 
good graces" (the lasta of.cour.se, i s  merely 
humor), The biggest,deciding factors affecting 
mrvi.val in cases of injury are how close the 
patient i s  to a well-stocked medical facility and 
how good the,field medic is. 

The following are those skills a field.medic or 

id (Intf: The First Aid skili i s  concerned 
o basic areas of need. The first concerns 

minor prblems such as. scratches, 
, rashes, sunburn, athlete's foot, blis- 

ers, and the like. The second focuses on treat- 
hent  of life-threatening emergencies so as to 
b i d  shock and stabilize a patient for trans- 
@ortation back to a medical facility, where more 
extensive treatment and repair of damage can be 
performed. 

Chapter 4 Combat and Repair details exactly 
how these effects of First Aid are translated into 
game terms. 

's doctor will typically use. 

General Medicine (1 
ery broad-ranging skill, covering e 

from treatment of viral i 
of babies. Often, a general pra 
make an initial diagnosis of a c 
refer the patient to a specialist in that field. Much 
of a general practitioner's job involves prescrib- 
ing medications. 

In BUCHUNTERP game terms, Cenei 
most critical skill for shi 
of one or more of the sp 
be of great aid, of course, bu 

ell-stocked sick bay includes computec pi 

areas. 
Emergency Medicine (Lea): This specialty &of 

allows for the trqatment of such troubles. Char- 
acters desiring this skill must first possess the 
Psychology speciaky from the Sciences pool. 

Stasis Medicine (Lea): Most of the time, char- 
acters revive from stasis sleep quite easily, once 
a stasis pod's automatic revival sequence has 
been initiated. But on occasion, someone will 
slip into a stasis coma, and it requires a great 
deal of medical skill and understanding of stqsis 
sleep to revive such an individual. The S 

Surgery (Lea): Surgical knowledge and 
alty represents that skill, 

has expanded greatly by the time of the early 
22nd century. Surgical lasers, advanced optics, 
computer assistance, nanotechnology, cloned 
organs, and bialogical sealers have made even 
limb replacemeot and nerve repair possible. The 
trauma of surgery is much le55 than it was a cen- 
tury and a half before, promoting faster recovery 
times for patients. 

Synthetic Medicine 
humans, synners someti 

tr ill _.- 
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treatment somewhat different from that of nor- 
mal humans. f i i s  specialty reflects a specializa- 
tion in those differences. In game terms, it 

perates somewhat differently from other spe- 
ialties, giving a bonus of +20 to any and a l l  ’ medical skill use concerning a synthetic human 1 .  I patient. In effect, it serves as an enhancement to 

all other medical skills. 
I 

ih’tary 
Collected within this skill p 

rimarily military applications. 
Comm Gear (Int): The Comm Gear skill cov- 

rs a basic familiarity with radio and video com- 
unications equipment, especially that typically 
sed in field operations. 
Comm Procedure (Lea): Military and paramili- 

*ary units have particular communications proto- 
:oIs to make certain that messages are conveyed 
luickly and accurately while at the same time 
muring minimal information to any enemy that 
night be eavesdropping. This involves standard 
)renunciation, abbreviations, codes, call-in 
imes, transmission lengths, and the like. 

The Comm Procedure specialty covers exactly 
hat sort of knowledge. It also allows a radio 
)perator to act as a forward observer for indirect 
ire (e.g., mortar) by transmitting coordinates, 
hserving the resulting fire, and radioing correc- 
ions. 

Mer Radio (Lea): The Mer Radio specializa- 
ion al low a character to operate an lsler Radio, 
t device that instantaneously conveys radio-like 
ransrnissions thFough hyperspace over very long 
listances at a very great energy expenditure. 
kause  of the high technology required to build 
tnd operate them, and because of their high 
mergy demands, Mer Radios can only be found 
it those few facilities where the expense can be 
net and the energy provided. Currently, there is  
)ne on Earth at UT headquarters in New York 
Xy, a second in UTRPF HQ on Stargate, and a 

third at New Austin on Acey-Two. 
Demolitions (Lea): The Demolitions skill 

I 

amount of explosive needed for a particular ti 
-whether that be opening a hole in a rock face, 
sealing a cave entrance, destroying a building, 
or what have you. It enables the person with the 
skill to place the explosive accurately and to set 
it off without being blown to kingdom come. 

Environmental Suit (Int): This skill convt, - 
the ability to don and operate in enclosed pro- 
tective gear, whether it be spacesuits, deep+-- 
diving gear, or other hostile environment gear, 

Gunnery (Int): Gunnery is the skill of operat- 
ing a spacecraft‘s laser guns and nuclear mis- 
siles. In some cases, it involves targets as simple 
as a fixed-orbit satellite. At its most difficult, it 
may involve combat between ships cycling 
rapidly into and out of hyperspace, at incredible 
speeds and distances. Obviously, a great deal of 
computer assistance is required to hit anything 
in such situations, and the Gunnery skill includes 
the knowledge of how to operate those prograi 
to best effect. 

The Gunnery skill is  also needed in order to 
correctly set up the motion-sensing repeating 
auto-laser (the “Disco Light”) often used for 
perimeter defense. 

leadership (Cha): This is the skill of motiv 
ing a group of people to follow a particular plan, 
often in the face of adversity. It i s  of extreme 
importance for military officers. 

Military Science (lea): The Military Scien 
skill reflects a knowledge of military history, with 
a particular emphasis on strategy and tactics. It 
allows its possessor a chance to predict what an 
enemy will do in a given situation a d  to recag- 
nize what reactions would be most effective. In 
game terms, this will usually mean that the GM 
gives the character further insight into the oppos- 
ing forces. Alternatively, a GM may decide to 
simply give the character a bonw tn polls fnr 
advantage and/or initiative. 

. .  
illows a character to accurately judge the 

.. 
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Personality 

The following skills are dependent primarily 
upon the Charm attribute, reflecting their depen- 
dence upon a winning personality. 

Bluffing (Cha): This is the skill of convincing 
mmeone to act on mistaken beliefs. Usually, the 
bluffer either professes to a falsehood in such a 
way that the hearer believes it to be true, or the 
duffer professes to a truth in such a way that the 
iearer believes it to be false. Sometimes bluffers 
:an accomplish this without speaking a word, 
nerely by letting their victims.talk themselves 

believing something that is not so. 
argaining (Chaf: Bargaining is the skill of 

king deals in such a manner that both buyer 
seller believe they got the better of the other. 

n game terms, this specialty means persuading 
iomeone to sell you something for less than they 
rre asking or to buy romething fromyou for 

Gambling (Cha): Although the Gambling.spe- 
cialty depends upon the Bluffing skill,,it involves 
7s well a knowledge of odds and.a sense of how 
o exploit them. 

Luck (Psy): In BUGHUNTERS” adventures, 
his skill serves primarilv asa last-ditch chance 
o save a character’s life i n  a deadly situation. 
Nhenever a character takes sufficient damage to 
jie or fails a roll necessary for survival (such as 
o avoid puncturing a space suit or to leap across 
i “bottomless” chasm) the character’s player may 
ittempt a Luck roll. 

In cases involving damage sufficient to kill the 
:haracter, a successful Luck roll means the char- 
icter i s  reduced to a single body point. If any 
itamina points remain to the character, the indi- 
ridual remains conscious, as well. 

In cases involving “do or die’’ rolls-such as 
he chasm mentioned abov6-a successful Luck 
,011 means that the character had some truly 
mazing stroke of fortune, something dramati- 
:ally appropriate to the situation. A character 
Mho failed to jump the chasm might fortuitously 
and on a precarious ledge part-way down, for 
nstance. The badly-injured character will s t i l l  

nore than they first offer. 1 . ,  

have to figure out a way of escaping from t 
ledge and regaining the surface, but this is a 
minor price to pay for havingeluded certai.n 
death. In the case of the character with the punc- 
tured airsuit, some small object in the character’s 
pocket-say a notepad computer-might get 
stuck in the hole, blocking the rush of air long 
enough for the lucky individual to get to an air- 
lock and into a ‘new suit. In each  such case the 
character takes damage (in the examples, from 
falling and decompression, respectively) but 
nevertheless manages to just barely survive. 
CMs should use their imaginations in al l  such 
situations and are encourage 
to suggest ideas. 

Street Smarts (Cha): This 
municating effectively with denizens of urban 
streets, of recognizing certain settings as safe or 
unsafe, and of knowing how and where to seek 
things. It could be called the skill of urban.sur- 
vival. it can be extremely useful F rh=r - r+ - r=  

contemplating any missions to Eartl 
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an opponent’s limb (such as a gun hand) in cor 
bat or even of pinning the opponent complete1 

High-C Maneuver (Fit): Gravities from 1.2 
to 2.0 C pose special hazards for characters wl 
attempt to stand or move about within the 
(gravities over 2.0 C are considered too heal 
for characters to do much of anything in then 
For one thing, the human cardio-vascular syste 
i s  not designed to pump blood effectively 
such. gravities, and people have a tendency 
black out from di.min.ished blood supply to tl 
brain unless they remain prone and motionler 
For another, there i s  an increased chance of 
musculo-skeletal injury from an awkward step or 
a fall. Characters with the High-G-Maneuver 
skill have been specially trained to deal with 

In game terms, whenever characters:fail at ai 
sofi of Fitness. or Reflexes skill check in a high- 
environment, they must make an immedia 
High-C Maneuver check. A character who fai 
this check suffers a loss of 2d6 stamina pointsL 
this causes the. character to become uncoi 
scious, an additional I d 6  body point loss 
accrued from the subsequent fall. 

Low-G Maneuver (Ret): L o w 4  environmen 
pose their own special set of problems for cha 
acters. Primarily, these are problems involvir 
maintaining balance, given the awkward comb 
nation of diminished weight with the same,mas 
lessening of traction, and the bulky environmei 
tal. suits~often required;. recoil fcrJm:weapoo f i  
also poses a co&i.derable p r o b h .  As a cesui 
the tow-C Maneuver skill serves as a limiter f t  

physical skill attempts. That is, whenever cha 
acters attempt a Fitness or Reflexes skill roll in 
low& environment, they must roll instead ve 
sus the Low-C Maneuver skill, if that value 
lower. Characters without the Low-C Maneuvt 
skill cannot have scores higher than half the 
Reflexes in such situations. 

Swimming (Fit): This skill allows a charactl 
to swim. Top.speed is  one-fourth of the Fitne: 
score (rounded down) i.n meters pe.r comb. 
round. This speed can.only be mai.ntained.for 

high4 environments. ~ .. 



ber of rounds equal to one-tenth the charac- 
Willpower (also rounded down). Characters 
swim longer distances, at a progressively 

slower pace, up to a number of kilometers equal 
to their Fitness, although a Willpower check 
must be ma& for every 10 km swum in order to 

Throwing (Ref): The Throwing skill allaws 
characten to hurl items; it is typically used in 
cambar to  throw grenades, knives, rocks, etc. 
Funher explanation af the skill's use i s  given in 
the Combat chapter. 

A character may take an enhancement for a 
particular type of object (throwing knives, for 
instance) and gain a bonus to Throwing skill 

Unarmed Combat (Ref): Whereas Brawling 
depends primarily upon brute strength, other 
types of unarmed fighting depend upon speed, 
accuracy of strikes and blocks, and knowledge 
of important target areas on an opponent's body. 
Inthe BUGHUNTERSTM game, they are repre- 
sented by the Unarmed Combat skill. Specilics 
of damage done in unarmed fighting aregiven in 
Chapter 4 Combat and Repair. 

A character may devote a skill choice to apar- 
ticuhr style of martial art (judo, ju jitsu, or what- 
ever) and gain an enhancement bonus when 
fighting with Unarmed Combat. 

Sciences 
Most citizens of a technological society know 

more about science than they might at first sus- 
pect. For that reason, in  the BUGHUNTERS 
game the General Sciences skill has been related 
to the Intuition attribute, to allow for some 
chance of its use even by characters who do not 
specifically have the skill. 

The specialties listed below that skill are fre- 
quently called the "hard" sciences, because their 
precepts can be readily demonstrated by experi- 
mentation (a+s opposed to "soft" sciences such as 
anthropology and sociology). Note that psychal- 
ogyr which during the 20th century was consid- 
ereda ''.soft" science, has by the 22nd century 

received greater acceptance as a "hard!' science, 
due to improved understanding of brai.n chem- 
istry and function (though: there are yet some 
who would deny its place within that group), 

General Sciences (Int): This skill reflects a 
level of scientific knowledge equivalent to that 
of most college graduates. Of course, the, Intu- 
ition attr.ibute of individu,als possessing this skill 
demonstrates the.variance within. that group. 

Biology (Lea): A kmwledge of.b,iological 
function in al l  i t s  myriad forms i s  the focus of 
this specialty. 

Chemistry (Lea): This specialty gives an expert 



further complicated by the fact that the target 
wil l always be in motion due to the effects of 
gravitation, so that i ts vector will continually be 
changing. Drive vessel through hypers 

Fortunately, space navigators have at their dis- 
posal excellent sighting instruments and com- 
puter programs to aid in their.work. 

through~interplanetaty space is difficult, doing so 
through the interstellar reaches during hyper- 
space travel is definitely more so and depends 
upon specialization in Hyperspace Navigation. 
The perceived positions and brightnesses of stars 
are constantly changing as a vessel t 

human experience. And the sheer amount o 
empti.ness between the stars make 

computer assistance needed for such navigation 

tually forming new constella~ions unfamiliar t 

tary distances seem paltry by comparison. Th 

.becomes ever more critical the further a vessel 
travels from Earth. 

Piloting, Surface (Int): Over the centuries, 
controls for planetary vehicles have become 
ever more user-friendly, and drivers ever more 
.educated in their me. As a result, pretty much 
anyone in the 22nd century can pilot a wheeled 
ground vehicle, and nautical vessels and hover- 
craft are barely more difficult. Typically, no skill 
test is needed for piloting such craft. 

The Surface Piloting skill reflects a better th 
average expertise in driving planetary vehicle 
especially during critical situations when ski 
checks become necessary, such as high-spe 
bases. 

A character.may choose to take an enhan 
rnent-'in a parficular type of planetary v 
such ds hovercraft.motorcycles, or speed 

Aerospace Piloting (Lea): Piloting acr 
ground or water is one thing; piloting th 
or the vacuum of interplanetary spac 
another. This specialty allows a charac 
wch flying vehicles; 

A character may choose to speciali 
ticular aerospace vehicle type-uch as heli-2 

order to gain an enhancement bonus to skill t 
with that type. 

HVDerSD ace Pilotine (Lea: Pilotin 

cult business, requiring an e 
'yond other types of pilotin 

Hvoersoace N avieation (Leal: If navigating Other Skills 
The skills list above has been designe 

match the needs of-and 
phere of-the BUCHUNTERSW game milieu. 
Naturally, many possible skills have been left out 

this list as of too-limited a use to be justified. 
However, role-playing garners are always full 
surprises, and individual campaigns tend to 

sequently, some players may fi,nd themselves 
desiring skills for their PCs that are not listed 

I I  should be included, and exactly how an 

. .  
copter, fixed-wing, orbital, or interplanetary-in 

1 

I 
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f you are going to play the part of an UTRPF 
trooper, you’ll need to know how synners think. 1 This chapter discusses many of the unique con- 

1 ditions surrounding synners, thereby providing 
i insights into their mindset. 
i 
I I The Dwellers in Limbo 
I The single most significant fact about synner 

psychology is that they each and every one feel 
dispossessed, cut off from all  they have previ- 
ously known. It is a situation worse than having 
no roots at all-synners have memories of 
homes, friends, lovers, parents, and even chil- 
dren but are painfully aware that they can never 
return into that fold. As much as they might long 
to reclaim that history, they know that someone 
else-their donor-holds that place, and that 
knowledge i5 a constant reminder that they are, 
themselves, merely copies of the person they 
feel themselves to be. 

What‘s more, the self-imagesynners have car- 
ried over from their earlier life no ionger matches 
with what they see in the mirror each day. Were 
they o ld?  Now they are young. Were they 
scrawny or obese? Now they are trim and mus- 
cular. Did they bear scars? Now they have the 
perfect, smooth skin of the newly born. 

To synners, these things are constant 
reminders that they are something other than 
fully human. From the time they are decanted, 
they know that they have been created to fulfill a 
need for the human race. Having human memo- 
ries, they know all too well that humans have 
cause to fear their more-than-human strength 
and durability. And although UTRPF might play 
word games to avoid directly saying so, synners 
know that they are considered to be a special- 
ized type of equipment rather than thinking, 
feeling individuals. 

Worst of all, they know that it was, in effect, 
their own decision that brought them to this 
pass, for they can never forget signing up to 

“past life.” 
donate tissue and p n r n , . w i o c  tn I ITQDE in +hc.;r 
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Against these self-recriminations and feelings 
of dispossession, synners have only two weap- 
ons. The first i s  the duty and discipline taught to 
them by UTRPF. Like soldiers everywhere, they 
avoid loneliness by subordinating themselves to 
their role as soldiers. The second weapon is the 
camaraderie of other synners. As has been said 
many times, “Misery loves company.” Living and 
working with other clones establishes an essen- 
tial interpersonal support. For this reason, syn- 
ners tend to be fiercely loyal to others of their 
kind, almost clannish-a fact that has led many 
human officers who command them to charac- 
terize synths as cold and unfriendly, furthering 
bias against clones and rumors of their essential 
inhumanity. 

This i s  not to say that drawing together is 
always easy. Because of the widely divergent 
backgrounds from which many UTRPF donors 
come, often with extreme differences in age and 
experience, individual synners may face terrible 
difficulties in relating to others of their kind. But 
given that they have no real choice but to adapt, 
virtually all learn to do so. Synners can actually 
claim as one of the true benefits of their situation 
the broad-mindedness that comes as a result of 
seriously considering very different viewpoints. 

Conversely, overly similar backgrounds can 
cause as much initial trouble as overly dissimilar 
ones. Sometimes friends and lovers will come as 
donors to UTRPF together. Faced with the alien- 
ation of synner existence, their clones may ini- 
tially cling too closely to one another before 
looking outward to develop a healthy depen- 
dence upon synner society as a whole. 

And while most synners eventually come to 
rely upon duty and camaraderie as twin pillars 
of support, becoming psychologically well- 
adjusted to their situation, only a very very few 
of them ever really shake entirely the nagging 
pain of the fact that they are copies of someone 
else, and that the Earth doesn’t want them as cit- 
izens. On occasion, this pushes an individual 

.^ 
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I 

6 Exactly what a synner’s day i s  like depends 

f three case. The first is if there is  some 

lonyand outpost worlds, human atti- 
s toward n/nners are often more relaxed and 

f@ join the work, clone or not. What’s more, as 

these remote spots of habitation are begilaning to 
fall under attack from hostile outside forces, a 
visit by combat-experienced UTRPF troopers is 
becoming an increasingly more welcome event 

Acey-Two-Humanity’s one full-fledged 
colony world beyond the Solar System-is 
something of a special case in th‘ 
planet is extremely Earth-like, thou 
with room enough at present for pretty much 
anyone to set up a homestead. Qn occasion, 
UTRPF troops are sent to construct new bases on 
this planet, preparatory to the influx of a batch of 
new colonists. A few older synners with excel- 
lent service records have even been allowed to 
retire to reserve status; they remainon UTRPF’s 
duty rosters as “consultant5” and are subject to 
recall at any time if the need arises. Suchsynners 
may even have homesteads of their own and be 
accepted as unofficial citizen5 of one village or 
another. 

Of course, a great deal of an UTRPF teooper’s 
time is spent in interstellar travel. These are ea 
sidered times of real glory by most syn~ers. Ti 
voyages take months, or even years, to accom- 
plish, and during this time synners are com- 
pletely free from the presence ofaermal humaas 
(unless carrying a ”meatwagon” full of in 
stasis, who hardly count as a presence). They are 
dependent only upon one another, at liberty to 
enjoy the beauty of hyperspace travel and rumi- 
nate upon the unbelievable immensity of the 
universe. It can be a lonely time, but a won&- 
fully soul-healing one--as stargazers since & 
dawn of time would certainly prediet-aod most 
synners welcome it readily. 

Mission 
UTRPF HQ has two approaches to the assem- 

bly of mission teams. The primary one i s  what 
would be expected of any military force: they 
assign individuals to fill specific slots in standard 
squads, platoons, companies, etc., then o 
appropriately sized and equipped g rmp  to 
whatever mission comes up. This i s  WJRPF’s 

.. 
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standard approach to fielding moderate-to-large 
forces. But for situations that require smaller 
groups, such as the relatively cramped quarters 
of long-distance star travel, higher command is  
becoming increasingly prone to building mis- 
sion teams around groups of synners who 
already spend their free time together as friends, 
then allotting extra personnel only as strictly 
necessary to fill critical stots such as Pilot. It i s  
into this latter team approach that PCs tend to 
fall, although they may well find themselves 
pressed into service as part of a larger force from 
time to time. 

Mission Training: Training for mission$ 
invdves several different things. First, there is the 
daily training and practice that soldiers undwgo 
in wder to remain efficient at general military 
tasks. This includes everything from physical 
Worbbuts and marksmanship drills to classwork 
and written tests. Second, when enough advance 
notice is possible, troopers are drilled in unusual 
skills appropriate to a particular mission, such as 
parachuting (x space-walking. 

One of the more interesting training possibili- 
ties, however, involves the use of virtual reality 
technology, facilitated by the mental recording 
equipment whereby clones are given their initial 
memories. Upon occasion, for missions regarded 
as uwsually difficult or critical, UTRf f  HQ will 
prepare a virtual reality simulation of the pro- 
jected mission, then put the mission team 
through it as a special dry run. By monitaring 
and manipulating brain activity via the mental 
recording equipment+ they can make this dry run 
seem extremely real to the characters undergo- 
ing the training. This gives troopers a chance to 
become accustomed to an unfamiliar environ- 
ment and learn from their mistakes before tdck- 
ling the actual mission. 

In game terms, a virtual reality mission is run 
like any other. At the beginni 
your CM may or may not tell 
reality rather than an actual mission. To repre- 
sent rhe benefit of such a dry run, experience 
points may be gained on the virtual reality 

A 

adventure, but they are subject to the following 
three restrictions: 1 &:*x.i; .*.3:'!: 1 1  

1, they can only he spent d u r i W W k k w  
quent real mission, 

2) the) can onlv be uced togain'dk roit 
iiiers lor skill checks, not to gain some pe 
nent benefit, and 

3 they can onlv he used if the actual mission !;.: I . .  . 
. . ;,!. ' hear5 some resemblance to the simulation. 

Of course, the greatest benefit of such a training *.^  

mission is  that mistakes can be made without ., 
people xtLalIv dying. 

reality dry run prior to an actual mission, but the 3 
request may be denied because of lack 01 pro- 6 
gramming time heiore the actual mission or 1 
because a mission is  deemed unworthy of the f 
trouble. In other words. Your CM wN1%& 

: . , i  , . >, \ ' , ;  ;,; ,. 
.. . .  . . .y. 

-: .. . .  . . , .  

, .. 

hote that synners can always request a virtual .::: 
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Engineer Kruk snapped off a piece of the cor- 
ull and crumbled i t  between her fingers. 

5 some corrosive element secreted by  the 
nYs roo&,," she said. 

landed in this jungle hell-hole just  
lve hours earlier, but in the time it had taken 

tout the ruins of what had been a human 
t off one attack by a nightmarish, 

monstrosity this fine, ivy-like plant 
ship, leaving behind a useless, 

"We'll never get back into orbit in 
d that stuff'// grow over us, too, if 

my MSO, Kruk, but considering 
there are xenos around here, I'd better take 
e," Corporal Yuan said, readying his assault 

e nodded. With the captain carried oK6y 
and the ship now destroyed 

ce folks felt safer with the marines 

Fan out. Get me a perirnetec" Yuan ordered" 
obeyed. "Scout us a track to the 
and make i t  snappy, before the 

lunch out of us, too." 
Before the last grunt was even out of sight, 

everal bursts of autofire tore through the foliage 
lncoherent screaming issued 
adsets. Yuan cursed and tossed 

"What's this?" I asked, turning the thing end 

"A grenade launcher. Get ready to use it!" 
My immediate, panicked thought was there's 

me a weapon. 

over end. 

In the BUGHUNTERSTM game, combat can 
ke many forms in many different situations. A 

well-organized outfit of marines can penetrate a 
lien vessel and battle the xenos within. 
same marines can get caught in ambush 

n the face of a distant planet. From spaceship 
orridors to open ice plains, with high tech 
eaponry or armed with little more than a 
inted stick, a UTRPF soldier's life is never dull. 
The AMAZING ENGINE" game System 

Guide covers all the basics of combat. What 
lows are the particular exceptions and exp 
sions to those rules made necessary by t 
BUGHUNTERS game environment. 

The Combat Sequence 
Regardless of the environment, shipboard or 

planetside, surprise is  an important element in 
BUGHUNTERS game combat. Ambushes are 
common on both sides: UTRPF soldiers setting a 
trap to capture a single alien for analysis by the 
folks back at Edison Point, or a dozen xenos 
camouflaged in the mossy warrens of their 
homeworld, waiting for the right moment 
strike at the intruding synners. Often surpris 
the deciding factor in determining who lives and 
dies in an encounter, requiring the following 
additions to the advantage and initiative rules of 
the System Guide. 

Advantage 
In BUGHUNTERS adventures, advantag 

determined basically as described in the 
Guide: both sides check against the highe 
che score in their party; those passing the c 
are forewarned of the coming encounter. 

Ambushes require slightly specialize 
ment, however. In an ambush situation, the 
ambushers gain a +10 modifier to Psyche for 
purposes of this check and are surprised o 
on a failed roll with a failure margin of 
Characters being ambushed suffer a -10 mo 
fier to Psyche for purposes of the advantage roll 
and are surprised on a failed roll with a fail 
margin of F8. 

Note that the GM can adjust the Psyche m 
ifiers to reflect the fact that creatures and soldiers 
alike have a worse chance of conducting or 
detecting an ambush when in an unfamil 
environment. For example, aliens waiting 
their own environment are not likely to be 5 

prised by approaching UTRPF troopers. Ho 
ever, a handful of xenos that have escaped th 
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1 cages in an L-5 laboratory are out of their nor- ’ mal environment and, therefore, much more I 

vulnerable to surprise. 
The effects of advantage and surprise are as 

explained on pages 25-26 of the AMAZING 
ENGINETM game System Guide. 

Declaring Actions 
BUGHUNTERSTM game combat actions can 

be more detailed or more complicated than in 
other AMAZING ENGINE games, but the process 

, is essentially the same. Each character declares 
to the GM a course of action for the turn before 
knowing in witat order both sides will act. Com- 
bat rounds are 10 seconds in length; actions 
should be limited to things that could be accorn- 
plished in that amount of time. As a guide, char 
acters can combine one action option with on1 
movement option into a single course of action 
for the turn. In addition, there are a few special 
maneuvers that may be allowed in combination 
with other things. 

The box below explains which action options 
can be combined with which movement options. 
Movement rates, summarized on page 128 of 
this book, are explained in  more detail in the 
System Guide (pages 22-23); action options 
(divided into Hand-to-Hand Actions and Ranged 
Actions) and special maneuvers are explained in 
the appropriate portions of this chapter. Note 
that some movement rates may incur penalties 
to ranged attacks (see page 49). 

A - m S b Y  
M - m  

Stationary: Any action. 
Walk Any action except aimed fire. 
Run: Any hand-to-hand action; no ranged 

action except throw weapon, burst fire, or 
autofire. 

Sprint: No action but tackle. 

Initiative 
Combat situations in the BUCHUNTERS 

game can be extremely complicated, and the 
order in which each character acts i s  extremely 
important. Unlike in most AMAZING ENGINE 
games, a separate initiative number is generated 
for each and every character in combat. 

To determine the order in which character 
actions occur, the CM and each player roll a sin- 
gle 10-sided die. Players each add to their die 
roll their character’s initiative modifier (the tens 
digit of the character’s Reflexes score), theFeby 
generating a personal initiative rating. The GM’s 
creatures each apply their individual initiative 
modifier to the CM’s single roll-rolling only 
one die keeps things simpler for the GM, while 



second, and so forth. Consequently, it 
mon in combat for the order of actions t 
back and forth from one side to the otke 

Some combat suits impose initiative 
as do many hand-to-hand weapons; these are 
covered in the individual descriptions in the next 
chapter. Also, both high- and low-gravity situa- 
tions may adversely affFt aracter's Reflexes 
and Fitness checks, unl 
equipment or skills to negatetheir effects. 

' 

Hittin@ b u r  Target 
ics of hitting a target are explaine 

Rules specific to BUGHUNTEWTM 
~ ~bia are asfollows. 

Hand-to-Band Actions 
The following actions are typical of hand-to- 

hand combat in BUGHUNTERS adventures. 
Tackle: A character may attempt to tackle an 

opponent. Both characters must make a test of 
their Reflexes attribute. If both characters suc- 
ceed, the tackle hits and both fall prone, b 
damage is done and no hold i s  established. If the 
tackler succeeds but the target fails, the target i s  
knocked down with the tackler on fop: both 
characters fall, and tho target takes damage from 
the fall and is pinned (see "Grapple," immedi- 
ately below). If the t'ackler fails but the target 
succeeds, the tackle misses; the tackler takes 
damage and lands prone next to the target, who 
remains standing. If both characters fail, the two 
collide; both fall and take damage, but no hold 
is  established. Damage suffered from any of the 
above falls equals ldlO(1) points. 

Grapple: Grappling requires a chariKterho 
dl versus the Grappling skill fimm thcRhyska4 

Cbaracteffi without xenobiology skill, or 
hand experience, can m t y  guess as to th 
or non-vital areas of an alien creature. A 
biotogist has the necessary knowledge to se 
target areas on any alien, given a chance t 
observe the creature and make the Recessar 
deductions. Also, troopers who have already 
encountered a particular alien species may learn 
from experience and target vital or non-vital 
spots as they wish (the CM is, of course, the final 
arbiter in deciding whether or not this knowl- 
edgeapplies in any given situation), AN other 
chararters must w e  the fdow ing  "New Eug" 

"New Bug" Targeting: General targeting is 
unrestricted against a newly dkcovered alien 
creature. However, characters wlpo want to tar- 
get either vital or non-vital locations must trust 
to their Intuition, rolling against that score. If 
successful, the targeting i s  correct. Otherwise, 
the targering is  exactly the opposite of what was 
desited-Le., a vital shot h& a non-vital area or 
vice versa. GMS may d i f y  an attacker's Jntui- 
tion 5cme by +I 0% ff a target creatwe is  bipedal 
or roughly h u m m i d  in shape. 

GrapplCng a limb reqi.riws one action to 
ish and, if succresrfd, prevents the 
$ o m  us'% the Jimb in question (can't 

away, or +atever). It does not 
preclude the opponent from attacking with other 
limbs, but does quarter the chance of all other 
physical skill rolls by both grappler and vic 
succeeding, except further grappling attemp 

An aplaonent who .has k n  sIAGEe5SfuIIy grw 
pled m be pinned M &e Wqepler maLm a EUC- 
cesshl skill check the nex$ round. I f  this check 
succeeds, the victim is  pinned and can take no 
physical action other than attempt to escape. If 
the check fails it can be attempted again on each 
subsequent round, so long as the victim remains 
grappled. 

Escaping a pin requires a test of the victim's 
Fitness versus the grappler's Fitness. If the victim 
bests the grappler at this test, the pin reverts to a 
grapple. Escaping a grapple requires a similar 
tes! of 6jtness versus k s s .  

Strike: Striking a arget in hand-to-hand corn- 
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bat involves use of the Armed Combat, Unarmed 
Combat, or Brawling skills from the Physical 
Disciplines pool. Damage done by these attacks 
depends upori the weapon type (fist, foot, knife, 
club, etc.). These damages are summarized in 

the table on page 127. 
however, that targets of such attacks uu 
ely stand still waiting to be hit. Rather, 

dodge and block as best they may. To repre- 
sent this, for a strike to be successful, the 
attacker‘s die roll must both be less than or equal 
to the attacker‘s appropriate skill rcfting and 
greater than ‘h the target’s Refk 

itting a target. The aimed fire option 
reflects this, allowing the character only one 
shot for the turn, but at a bonus of +15. This 
makes aimed fire a desirable option when shoot- 
ing at a specific target. Note that in this case, the 
bonus is added before any other modifiers to the 
attack percentage. 

Only Small Arms weapons may be aimed, 
and aimed fire can onlv be performed bv station- 
ary characters. 

Snapfire: Snay 
?xes rating. In 

other w&, an attack roll less than or equal to % 
the target’s Reflexes rating would normally have 
hit, but the target dodged or blocked it. 

tiple, quickly aimed shots during a turn. It is the 
usual method of firing in combat, the default 
when aimed, burst, or autofire are not specified 
by an attacker. When performing snapfire, a 
character may shoot at a weapon’s normal 
of fire (not i ts autofire rate), at the chara 
applicable Firearms skill. There i s  no special 
modification for this action, and shots may be 
fired at different targets, if desired, 

Snapfire may only be performed at a speed of 
walk or slower. Each shot may be made from a 
different spot along the firing character’s course 
of travel. 

Burst Fire: Burst fire i s  similar to snapfire, but 
nstead of f ir ing single shots, a character 

dqueezes off short bursts, at a -10 penalty to the 
applicable Firearms skill if walking, -30 if run- 
ning. Each burst may be fired at a different tar- 
get. The benefit i s  that burst fire doubles the 
weapon’s damage rating and increases its lethal- 
ity rating by 1. The detriment-besides the skill 
penalty-is that ammo is used up a bit faster. 

Burst fire may only be performed at a speed 
no faster than a run. Each burst may be fired 

:owe of travel. 

skill to fire a weapon at up to its full automatic 
rate (if any). The benefits of autofire arc the 
frightful noise produced and the chance of hit- 
ting with multiple rounds: the autofire mode 
quadruples the weapon’s damage rating and 
increases its lethality rating by 3. The detriments 

Banged llEbjoR8 

Ranged combat in  the BUGHUNTERSTM 
game is broken down into the following types of 
actions. 

Throwing To hit a rarget k i th  a thrown object 
requires a test of the Throwing skill. To hit a tar- 
get in normal gravity, characters can throw an 
object weighing one kilogram or less that has 
been designed for throwing (footballs, throwing 
knives, etc.) a maximum distance in meters 
equal to % their Fitness score. This i s  the furthest 
extent of long range attacks; medium range ones 
reach to half that distance, short rangeito half 
that. 

For heavier objects, use the same system but 
divide the maximum attack range (‘h the 
attacker‘s Fitnes score) by the object’s weight. 
Unbalanced objects can be thrown half as far as 

are cut in half by high4 environments and dou- 
bled in l o w 4  environments. A l l  modifiers are 
cumulative. 

A character can move as fast as a run and still 
make a thrown attack. 

Aimed Fire: In the BUGHUNTERS game, 
most firearms can certainly fire more than once 
in a 10-second round, but by tomentra&ng on a 

ones designed for missile use. Al l  atti\ck ranges 4rom a different spot along l l  

Autofire: A character 
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are increased difficulty in aiming and the 
extremely rapid depletion of ammunition. When 
autofire i s  conducted, a weapon uses up the 
amount of ammo listed as its autofire rate. 

To conduct autofire, the player must remain 
stationary for the turn and designate at the 
beginning of the turn the area to be covered by 
the fire. All targets within that area are liable to 
attack, to a maximum number equal to one-half 
the number of projectiles fired. In addition, any- 
one entering that area for the rest of the turn, 
whether friend or foe, is subject $0 an immediate 
attack (this i s  in addition to the normal maxi- 
mum number of targets). Autofire takes an entire 
turn, so a character cannot fire and then div? for 
cover, for example. 

To determine the skill modifier for autofire 
attacks, the GM estimates the area to be covered 
as an arc centered upon the firer, in multiples of 
45". Arcs of P-45" are treated as 459 4F-9Oo are 
dreated as 9P, and so forth, for Burposqs of the 
modifier, with a single target receiving the 4 5 O  
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modifier. For each 45" of arc to be covered, the 
firer's attack score suffers a penalty of -30. 

When determining who i s  hit by autofire, 
begin with the target closest to the attacker, pro- 
ceed to the next closest, and so on. Skill penal- 
ties for targets beyond short range do apply. 

Indirect Fire: Some weapons, such as grenade 
launchers and mortars, are designed to loft 
rounds over obstacles in order to hit a target or 
area that cannot be seen by the firer. Typically, 
this i s  done at the direction of a forward observer 
(FO), who radios trajectory corrections back to 
the firer. In such cases, both firer and FO must 
pass a skill test-the firer versus the Mortars spe- 
cialization and the FO versus Comm Proce- 
dure-to determine whether or not the round 
hits the designated target. If the target i s  within 
the firer's line of sight, no FO is  needed; the skill 
test i s  made only against the firer's Mortars 
cialization rating. 

Indirect fire may not gain the Aimed Fire 
bonus described on page 49. Instead, it receives 
a targeting bonus for repeated fire. Repeated 
indirect fire at the same target yields a bonus of 
c5 to skill attempts per additional shot, to a 
rn9ximum chance of 90%. 

Missed shots sti l l  land somewhere. Roll ld6  to 
determine direction of deviation from the target: 
1 and 2 mean beyond the target; 3 means to the 
right; 4 and 5 mean short; and 6 means to the 
left. Then, to determine distance of deviation, 
roll l d 6  and multiply by l/lOth the range from 
firer to target. The round will land this distance 
from the target, in the direction rolled. 

Indirect fire with hand-held weapons such as 
grenade launchers may not be conducted at any 
faster movement rate than a walk. Grounded 
weapons such as mortars may not be moved and 
fired in the same turn. 

Reload: Reloading a weapon i s  an action 
option that may only be performed by walking 
or stationary characters. It typically takes a single 
turn to reload Small  Arms, twir- that 
Weapons. 



Combai 
Special Mana~vers 

he following serve as examples of special 
maneuvers that may be included in a course of 
action. Several such maneuvers may be com- 
bined, subject to CM approval and depending 
upon the circumstances. 

Stand: This includes rising from a prone or 
kneeling position. 

Kneel: Kneeling may allow a character to take 
advantage of short cover, and i t  provides a 
slightly more stable platform for fire (c5 bonus to 
ranged actions while kneeling). 

leap: The distance a character may leap 
depends upon so many factors (level of gravity, 
an individual’s encumbrance and fatigue, the 
nature of the surface being jumped from, the 
amount of headroom available, etc.) that CM 
determination by exact circumstances is essen- 
tial. However, as a guideline, the following sam- 
ple distances in normal gravity are provided. 

Verticallump: Characters can jump from a 
standing position roughly one centimeter high 
per point of Fitness; double that i f  a character 
NIE at least three meters prior to jumping. 

Horizontallump: Characters may jump hori- 
zontally from a standing position roughly one 
meter plus an additional two centimeters per 
point of Fitness. For running broad jumps, add 
an additional meter per meter run, to a maxi- 
mum of double a character’s standing jump dis- 
tance. 

Go Prone: Th is  may be a simple drop to the 
ground or a leap for cover. Prone characters are 
a bit more difficult to hit with ranged attacks: 
apply a penalty of -30 to an attacker’s score. 

Combat Modifisrs 
In the futuristic environment of the 

BUCHUNTERSTM game universe, weapons often 
have built-in aids that can modify the chance to 
hit with ranged attacks. Environmental condi- 
tions may affect that chance as well. 

Computer Assisted Targeting (CAT): Virtually 

Repair 
111 ranged weapons can be built with the ( 

puter assisted targeting option, adding a 

ing with that weapon. 

ranged weapon for greater accuracy. The gpo- 
stabilization option for weapons give< firprc a 

+5% modifier to their attack score; 

modifier to the character’s attack score when fir- I 

Gyrostabilization: A gyro unit helps ste 

must be built into the weapon itself. I 
Variant Gravity Situations: Hig 

gravity can modify Reflexes and Fitness checks 
unless characters have special equipment or the 
necessary skills to avoid these adverse effects. 
Other effects of variant gravity-such as its effect 
on thrown weapon combat-are discussed in  
the relevant sections of the rules. 

Range Modifiers: Many of the weapons of the 
BUGHUNTERS game universe have fairly 
sophisticated ranging technology attached, but 
some st i l l  leave range adju 
human eye. Use these attac 

Range Una; 
Point blank +lo% +20% 
Short 
Medium 
Long 
Extreme 

Sighting Range: Sightin 
for the unaided eye, but few UTRPF eye 
unaided. Vision enhancement equipment i s  
common on military firearms, increasing sight- 
ing range to 150 meters. Enhanced sighting 
allows vital and non-vital targeting within that 
range. 

Recoil: Slug-throwing weapons have either 
light, standard, or heavy recoil, as indicated in 
Chapter 5: Equipment. 

A character must have a Fitness score of 30 to 
ignore the effects of light recoil, a score of 45 to 
ignore standard recoil, and a score of 60 to 
ignore heavy recoil. A character whose Fitness 
score falls below th 
modifier on attack rolls for every 10 point - 
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fraction thereof) below the re 

wall. 

knocked off their 

situation, he would 
ness requirement for the weapon, giving him 
-25% on his chance to hit. Also, if he failsa sep- 
arate Fitness check, firing the automatic shotgun 
will nearly launch him into low orbit. 

Armor: The various armor types in the Equip- 
ment section list by how much they reduce both 
the damage done by a hit and the weapon’s 
Lethality Rating. The armor shields i ts  wearer 
from that amount of damage from every hit, 
even if hit more than once in  a single turn. 
Armor tends to cover vital areas rather than Ron- 
vital ones, and this should be kept in mind when 
characters are targeting specific body parts. 

Cover: In the BUGHUNTERS“ gam 
is divided into three categories: soft, hard, and 
impenetrable. Concealment by hny 
cauw a -5% to -80% chance to h 
on how much of the target body i s  so concealed. 
Determination of the exact modifier i s  left to the 
CM, based upon the circumstances at the ti 

In the future environment of the game, 
penetrable cover i s  just that: no weapons 

wielded by the characters will be able to pierce 
it. However, many types of merely hard cover 
can be “softened” with heavy weapons. Con- 
crete or metal floors and walls, stone embank- 
ments, and other forms of covet may rate as hard 
at the beginning of a combat scene but subse- 
quently be reduced to slag by repeated heavy 
weapons fire. The exact reduction is  up td the 

nothing. 
Impromptu weapons: 3ome aoventure sce- 

narios wi l t  find humans and synths caught 
unawares, facing hordes of bugs without a si 
adequate weapon to be found. Under those cir- 
cumstances, the tools at hand have to be fash- 
ioned into effective weapons. 

For hand-to-hand combat, almost anything 
can serve as a club or, if jagged or sharpened, a 
knife or sword. The equipment charts on pages 
126.127 l i s t  damage ratings for some common 
impromptu weapons. 

Stun Pistols & Tranquilizers: These weapons 
are tuned to be effective against humans. As 
such, they are unpredictable when used against 
alien entities with completely different biologies. 
The children of other stars are as likely to be 
unaffected by these weapons as anything. When 
using stun pistols or tranquilizers against untried 
bugs, the effects are up to the GM. Possible 
results can range from ineffective to partially 
effective to the incredible and unexpected- 

example. 
Previously encountereo nugs may nave tran- 

quilizers designed for them (at the GM’s option, 
assuming that a proper lab receives a living 
specimen). If the proper round is I 
gun, a hit should have the desired 

increasing the  hito’c soilitv fnr = chnrt  time fnr 

Explosives 
Damage from explosions consists of two dif- 

ferent types. The first i s  caused by the concussive 
force, which affects everyone within i ts area but 
decreases rapidly with distance from the explo- 

52 
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sion’s center. The second is damage caused b 
flying fragments, which have a progressively 
lesser chance of hitting anyone as distance from 
the explosion increases but hit with roughly the 
same force regardless of that changing distance. 

To represent this, explosives are listed with a 
damage code in the equipment chapter. The 
number before the first slash mark is the amount 
of concussive damage done to anyone within 
five meters of the explosion’s center. Half that 
damage (round down) i s  done to anyone within 
ten meters, half that to anyone within fifteen, 
and M on, until the damage reaches zero points. 
The number i n  the middle i s  the chance of 
someone being hit by fragments within five 
meters of the explosion’s center. Halve this per- 
centage (round down) for those within ten 
meters of that center; halve it again for anyone 
within fifken meters, and so on. The final num- 
ber is the amount of damage done to anyone hit 

Same dt4e xenofomK K s  may encounter in 
the course of the game have venomous attacks. 
The following poison rule wi l l  help the CM 
judge the game results of such attacks, 

Poison does damage not only when first 
injected into a victim but also for several rounds 
thereafter. To determine its exact effects, roll the 
appropriate damage and apply that for the first 
turn. Then, on each subsequent turn, the victim 
suffers further damage from poison in the system 
but at a cumulative -1 per round as the venom 
loses potency, finally stopping when the damage 
per round reaches zero. 

For example, imagine that a PC injected with 
a poison rated at 2d6 initial damage suffers 8 
points of damage the first turn. The unfortunate 
victim would suffer 7 more points on the second 
turn, then 6 on the third, a d  50 on until the 
damage reached 0 on the eighth and final turn. 

Coolness Checks 
Some situations require characters to make a 

Willpower test to avoid reacting instinctively. 
Autofire: Characters who become the target 

of autofire must make a check to avoid going 
prone automatically. They make this check the 
instant they are fired at, and if it is failed, they 
immediately go prone, even though it is not cur- 
rently their turn to act. 

Characters who wish to enter an area of auto- 
fire must pass a Willpower test to do 50. If itfails, 
they may not enter the area but may otherwise 
take their turn as normal. 

Horrific Sight: The CM may require a 
Willpower test at any time, with any modifiers 
desired, to determine if a character freezes or 
flees when faced with a horrifying sight of some 
sort. This test may use failure margin ratings (as 
set by the CM) to differ 
flight and petrifying fea 



rule that the char 

instead freezes.in. 

Combat in BUCHUNTERSTM 

run l q e r  or more complica'ted combats involv- 
ing vehicles. 

In either case, CM5 may decide 60 use the 
additional canbar rules that follow. Note, how- 
ever, that the focus of such combats should be 
on dramatic development of the story, and con- 
flict should return to the personal level as soon 
as possible. 

Wrface Combat 
CMs should characterize each vehicle's move- 

ment in combat as the equivalent of a type of 
foot movement. "Walk" means the vehicle i s  
traveling slowly (though still faster than a normal 
human walk, usually). "Run" means that the 
vehicle i s  traveling at i ts normal cruising speed; 
this normally requires a road or other smooth 
surface for ground vehicles-a grassy meadow 

may be smooth enough, but a rocky field will 
likely not be: the GM should decide based upon 
the vehicle's ruggedness and the exact type of 
field. "Sprint" means that the vehicle is travelling 
at or near top speed. which tvnirallv reniiirps a 

well-kept road. 

copters and other VTOL (vertical take-off and 
landing) vehicles may move at any of these rates. 
They usually needn't worry about ground condi- 
tions (air conditions, however, may be another 
story . . . ). Other aircraft may move no slower 
than a run; many no slower than a sprint. 

With these movement rates in mind, ap& 
the normal combat rules to the actions of char- 
acters riding such vehicles. The CM may allow 
bonuses to rolls against large targets such as 
vehicles and buildings or for sophisticated tar- 
geting equipment and computer programs built 
into a vehicle. 

For shots versus vehicles, CMs may assign.+% 
number of hit points and armor ratings to a tar- 
get and then use the normal rules for damage. 
Stamina damage reflects relatively superficial 
injury that may accumulate to serious levels; 
body damage reflects hits on essential systems 
such as engines, and CMs are encouraged to 
turn these into story elements, applying appro- 
priate speed penalties, etc. 

Aerospace Combat 
n7e high speeds, durable materials, and he 

weaponry of air and space combat vehicles 
makes combat between such vehicles even more 
problematical. Nonetheless, the following 
abstract <wtem will n m v i h  f o r  rnlP-nlAvino 

needs. 
Getting xdrteui U ~ L ~ ~ I I I I I I ~  LIIC I I U I I I V ~ I  VI 

ships in the conflict. Ideally, there should be 
only two: the UTRPF ship and the enemy ship, 
but sometimes more ships will be present. Note 
the number of laser mounts and how many mis- 
siles each ship has. 

Alien Weaponry: Some aliens may have 
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weapon systems that are beyond human sci- 
ence. These weapons may be the equivalent of 
lasers or missiles; if so, treat them as such and 
continue. Other alien weapons, energy dampers, 
or force fields must be dealt with purely by role- 
playing. Super-scientific weapons that render 
human ships helpless are the very stuff of sci- 
ence fiction. Don't be afraid to use them if it cre- 
ates an epic shipboard struggle between troopers 
and bugs. 

The Round Each round is  some length of time 
appropriate to the story. If a fast combat i s  
desired, each round can represent 10 minutes. If 
a drawn out action is  desired (in order to build 
suspense and isolation), each round can repre- 
sent an hour or more. In each case, the time 
used is up to the GM. 

Combat: During the round, it is assumed that 
all lasers are firing as the ships maneuver in and 
out of range. Also, ships can fire one of their 
missiles at each other every round, but once 
expended, these cannot be replaced. In general, 
weapon systems are very sophisticated and 
deadly, but the tremendous distances involved, 
complicated by the nature of the lsler Drive or 
sub-light vector movement, make it difficult to 
score a hit, requiring a successful roll versus the 
Gunnery skill to do so. 

Damage: Roll ld6  on this table for every hit 
achieved. If the target does not possess the item 
rolled, treat the shot as a glancing hit that pro- 
duced no serious damage. 

making it impossible to fire more missiles. Also, 
l d 6  remaining missiles are destroyed in the 
explosion. 

Drive Disabled: The ship's propulsion unit i s  
knocked out, leaving it stranded in deep space. 
It's only a matter of time before the other ship 
matches courses and the boarding begins. 

Power Plant Disabled: The ship's power gen- 
eration systems are rubbled. Emergency battery 
power keeps life support going, but no other 
shipboard equipment wil l function. With no 
power, the drives are also disabled, as described 
above. 

Module Destroyed: One of the ship's modules 
i s  gutted. There are five types of modules: 
Bridge, Sleeper, Crew, Transport, and Drive. 
Randomly determine which type i s  hit. Al l  
equipment in the affected module is  destroyed, 
with no opportunity of repair. Personnel there 
are killed, unless they are already wearing space 
suits and pass a Reflexes test to avoid having 
their suits holed. 

Resolution: This system does not allow for 
total ship destruction with lasers or missiles. 
Some sort of hulk wil l be left, which can be 
boarded. 

Ships can be repaired, but not in the scope of 
a game. If a damaged ship can be towed to a 
space dock, long-term repairs can be imple- 
mented, taking weeks or months to complete. 

Repair 
1 Laser mount destroyed Once damaged in combat, personnel can be 

.2 Missile launcher destroyer' 
3 Drive disabled Healing: Unaided healing occurs just as 
4. Power source disabled cribed in the AMAZING ENGINE" rules, at 

5 Module destroyed rate of one body point per week and l d l O  
6 Moduledestroyed ~ ' stamina points per 8 hours of complete rest. This 

Laser Mount Destroyed: One of the ship's 
laser mounts i s  scrubbed irom the ship, lcaving a 
charred scar on the hull. 

Missile Launcher Destroyed: The launching 
bay for the ship's missiles is severely damaged, 

First Aid or Emergency Medicine roll restores 
1 d6 stamina points or 1 body point. If the treater 
has a medkit or doctor's kit available, a succes5- 
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ful roll restores 2d4 stamina points or 2 body 
points. If the Emergency Medicine skill i s  being 
used in a fully equipped sick bay or hospital 
emergency room, 2d6 stamina points or 4 body 

ints can be restored. The CM may allow aid to 
e performed more than once on the same vic- 
im's wounds in order to attempt to restore both 
tamina and body points. The C M  may also 

allow subsequent rolls by characters with higher 
skill a d o r  better equipment, to attempt a more 
favorable result (such as a physician with a doc- 
tor's kit retreating a wound that has been treated 
reviously by a field medic). The results in such 

s are not cumulative; rather, only the mast 
abie one k used. 

Stimulants: Injected stimulants only restore 
tamina points. Once taken, the stimulants cre- 

ate a pool of additional stamina points to keep 
the character moving, but only temporarily, and 
only at the cost of body points, as indicated in 
the table below. Once the time period is  up, the 
character loses the artificially gained stamina 
points. 

Stimulants can bring an unconscious charac- 
ter around, provided the stamina generated 
brings the total to greater than zero. Coming 
down from the stimulants can cause a character 
to become unconscious if the total at that time 
plunges below zero. 

There are a wide variety of stimulant drugs 
ailable, from different manufacturers with dif- 
rent dosages. However, they can all 

nto these three categories: 

Stamina Duration Cost in 

Medium 30points 
Heavy IM+nts 

both stamina and body points. Hospitalization 
requires immobility as various devices and per- 
sonnel administer treatments. Every hour in such 

ospitalization heals 1 d4 stamina points. Each 

consecutive eight hours also heals one body 
point. 

cured with regrowth. New limbs and body par& 
can be cloned and force-grown in a matte of a 
few weeks, but only with the right equipment, 
indicated in the equipment chapter. 

Even a character who is technically dead ( 
one who has been reduced to zero body poi 
can be brought back to life, provided the brain 
was not severely damaged and what remaim of 
the character is placed in a stasis pod within five 
minutes of "death." Upon return to Stargate, 
such a character i s  attended by experts who 
force-grow replacement body pa 
the afflicted character must pass a 
to survive revival from stasis. 

Brain Damage (Optional Rule): As CM, you 
may, if you desire, allow revival of characters 
that have been at zero body points for a period 
longer than five minutes. However, after five 
minutes without normal blood circulation, the 
human brain has a high risk of permanent dam- 
age. TO represent this, have the "dead character 
make two Fitness checks, each with a penalty of 
-5 per minute beyond the initial five minute 
"window." If the first test is passed, the charac- 
ter's breathing and circulation is  restored (other- 
wise the character i s  irretrievably dead), A 
revived character who passes thesecond test sof- 
fers no permanent brain damage; but if this sec- 
ond test i s  unsuccessful, the character lo 
points from both Intuition and Learning equal to 
the amount by which the test is failed. Players 
whose PCs suffer severe brain damage should be 
allowed to retire them and create new ones. 

Example: Jackson has a Fit of 56 and has been 
at zero body points for 7 minutes before being 
placed in a stasis pod. For purposes ofthe revival 
tests, his Fitness of 56 is  penalized -10 (7-5=2; 
2x5=1 O), yielding a 46. He barely passe5 the first 
test with a roll of 45. But he misses the second 
with a roll of 52, and loses 6 points (5246) from 
both Lea and Int. 

Regrowth: Extreme body damage 

E L  



e object o f  this exercise is to familiarize 
with the array of standard weapons avail- 

able to you as troops of the United Terra Recon- 
naissance and Peacekeqoing Force. 

"All these items should be used with the fol- 
lowing strategy in mind: the point is not to die 
for your planet. lnstead it i s  to make sure the 
motherless creatures you'll be facing die for their 
planet No offense intended. 

"This strategy depends upon judicious usa 
of the devices you see before 

-Drill SergeantJack Rasiko, UTRPF 

lanation of Terms 
equipment in this chapter is divided into 

al headings by availability to synners. 
Under each heading, the items are listed in a 
rough order from smaller to larger. Each item 
includes a list ofsalient statistics; those subhead- 
ings are explained as follows. 

Cost: This is the typical price a synner would 
pay to acquire the equipment for private posses- 
sion. It reflects a number of factors, including 
availability of the item and legality of private 
ownership of it. GMs are free to adjust these 
prices as t k y  see fit, to wit individual situations. 
Note that UTRPF troops do not have to pay for 
weapons assigned to them. 

Weighk This is the weapon's weight when 
fully loaded. 

Mag.: This i s  simply a listing of how much 
ammunition a weapon's magazine wil l hold. 
Once the magazine is empiy it must be replaced 
before she weapon can be fired again. Such 
reloading typically takes one turn for Small 
Arms; twice that for Heavy Weapons. 

ROF: An abbreviation for Rate of Fire, this 
heading lists how fast a weapon can put out 
rounds. In the case of weapons that can do sin- 
gle shots, bursts, and fully automatic fire (auto- 
fire), several numbers are listed. The first is how 
many single shots the weapon can fire in a com- 
bat turn (snapfire). The second i5 how many 

Equipment 
rounds of ammunition are expended i 
Since a weapon may fire as many b 
round as it can single shots, multiply this by the 
number of bursts fired to determine how much 
ammunition is expended. The third is how 
rounds are expended in a turn for autofire. 

of damage the weapon causes. For hand-to-hand 
weapons, a separate listing may be given for 
melee combat as opposed to damage done by 
the weapon if thrown. For firearms, the listing is 
the damage per single shot. A burst does double 
this damage and increases the lethality rating by 
one; autofire quadruples the damage and in- 
creases the lethality rating by 3. For explosives, 
the first notation is the amount of damage done 
by concussion, the second the percentage 
chance of hits from fragmentation, and the third 
the damage done by each piece of shrapnel 
which hits. Shaped charges have a separate list- 
ing for front as opposed to sides and rear. Each 
of the four directions-front, left, rear, and 
right-is considered a 90" arc. Other weapons 
with special effects will have them listed in 
descriptions. 

Range: The range for thrown objects dep 
upon the thrower's Fitness, as explained in the 
combat chapter (p. 49). For direct-fire ranged 
weapons, the listing is the distance in meters for 
short, medium, and long range, in that order. 
Point-blank range for all such weapons is three 
meters. Indirect fire weapons (e.g., mortars) 
work differently and have only a single range 
listed. 

Recoil: This heading is  included on all hand- 
held ranged-fire weapons and identifies whether 
the weapon i s  considered light, standard, or 
heavy in terms of its "k ick when fired. For the 
effects of these recoil ratings, see pages 51 -57 

Damage: This is a listing of how many p 

I 

Standard IRIOPF-I~uo 

ered standard issue equipment for missions. This 

57 1 I 
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i s  not to say that all of these items are assigned 
for each and every mission, however. Rather, the 
exact equipment issued depends upon the per- 
ceived threat level of the mission. On the one 
hand, UTRPF HQ wants to make certain that its 
troops are adequately equipped before it sends 
them into combat. On the other, it i s  hesitant to 
turn synners loose with more weaponry than 
they really need at the moment, lest they prove 
their detractors right and lead some sort of 
armed revolt against humanity. 

As a consequence of these two conflicting 
worries, synners sometimes find themselves 
somewhat over-equipped for a mission. More 
often, they find themselves slightly underprovi- 
sioned, particularly in terms of ammunition- 
and the best firearm in creation is of little use 
when it’s empty of ammo. 

Combrt Knii/Bayonet 
This hand-held item is made of a single piece 

of high density ceramic, the forward edge of 
which is fitted with a titanium blade. This cutting 
edge allows the knife to slice through even com- 
bat armor with relative ease. Sharp-edged hyper- 
carbon crystals stud the rear edge of the knife, 
creating a sawblade that is also a handy trench 
fighting weapon. It i s  balanced for throwing, and 
its hollow handle can hold a variety of items 
from a survival kit to a doctored high explosive 
round. 

Cost: $45; Weight: Negligible; Damage 
(hand-to-hand): 1 d6(3): Ranged Damage: 1 d4(3) 

stun Pistol 
This hand-held weapon is designed to func- 

tion in a simElar fashion to the tasers of 20th- 
century Earth, with two major differences. First, 
the stun pistol is built to carry multiple rounds, 
like a more typical firearm; second, its rounds 
are completely wireless. The pistol fires a self- 
contained, electrically charged round that, 
unlike those of tasers, emits electricity at the 

precise voltage necessary to bring down i ts  
tim. These rounds cannot be fired by any orner 
weapon. 

There are three settings: 
Small: damage 1 d l  O(O1 
Human-sized: damage 2dl O(1) 
Large: damage 4dl0(2) 

Before firing, the trooper sets the toggle to the 
appropriate setting. Circuitry inside the gun 
proper sends coded impulses to the microchip in 
each ammo round. The software in the round 
then charges to release the appropriate voltage. 
The setting can be changed between firings. 

Note that stamina points lost as a result of 
stun round damage return much more quickly 
than other damage and should be kept track of 
separately. Each ld6  minutes, one such stamina 
point i s  recovered. On the other hand, body 
damage caused by stun rounds i s  recovered at 
the normal healing rates. 

Cost: $300, plus $10 per round; Weight: 0.5 
kg; Mag.: 13; ROF: 3; Damage: see above; 
Range: 15/30/50; Recoil: Light 

nmv pistol 
This semi-automatic handgun is  similar in size 

and shape to the 50-caliber “Desert Eagle” pop  
ularized in late 20th-century cinema. Since it 
fires such an enormous round, it takes a variety 
of specialized ammunition. Some types are 
listed below, with clip capacity, damage, and 
ranges for each. Note that in each case, the pis- 
tol can fire up to three roumls per turn. 

Cost: $1200; Weight: 1.5 kg 
Standard/Tracer: This non-propelled ammu- 

nition can be acquired either as normal rounds 
or as tracer rounds. The tracer burns with a col- 
ored flame as it streaks through an atmosphere. 
While capable of inflicting a fair amount of dam- 
age, it is primarily used as a flare. 

Cost: $10 per round; Mag.: 13; ROF 3; Dam- 
age: 1 d l  O(4); Range: 20/40/60; Recoil: Heavy 

Splatter: Similar to the X-notched bullets of 
the 20th century, this round i s  made up of an 
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impact-triggered memory plastic, set to shatter 
into astar shape to maximize damage. A small 
target will often disintegrate as a result, while a 
human-sized target might well lose a limb. 

Cost: $25 per round; Mag.: 12; ROF 3; Dam- 
age: 2d10(7); Range: 20/40/60; Recoil: Heavy 

HEM mud. The High-Explosive jet-Assisted 
round, unlike other bullets, speeds up once it 
leaves the muzzle, due to the micro-ramjet 
incorporated into its construction. Its high veloc- 
ity and explosive head make it the bane of 
armored opponents (manufactured or natural). 
This round is also known as a shrieker, thanks to 
the peculiar noise made by the tiny jet engine. 

Cost: Not available; Mag.: 7; ROF: 3; Dam- 
age: 3d10(7); Range: 30/60/100; Recoil: Heavy 

. 

TranquSzor Rifle 
This gas-powered rifle i s  similar to those used 

by paintball warriors of two centuries ago. 
Instead of firing a dye-filled pellet, however, it is 
structured to fire a dart containing a pre-mea- 
sured amount of a fast-acting, broad-spectrum 
tranquilizer drug which wil l render a human- 
sized target of roughly Terran biology uncon- 
scious for 1-5 hours. 

Cost: $1500, plus $8 per round; Weight: 3.5 
kg; Mag.: 30; ROF: 5; Damage: Tranquilize (see 
above); Range: 40/100/200; Recoil: Light 

Ilscu#lllmfIe 
This weapon is the workhorse of UTRPF. It 

fires a 1Omm caseless flechette round, with an 
autofire rate of 150 rounds per minute. Its light 
weight (4.5 kg loaded) and efficient design (with 
the magazine in the rear of the weapon) make it 
easy to wield accurately in any situation. Its snail 

kg; Mag.: 200; ROF 5/x8/2 
Range: 50/150/250; Recoil: Standard 

Automatic Shotgun 
Similar to the street-sweepers of days gone bK 

these weapons are made for one purpose: may- 
hem at close range. Unlike those earlier weap- 
ons, 22nd-century models have magazines and 
barrels made as disposable units (commonly 
known as fife and drums). This is because the 
heat of rapid fire tends to deform the barrels, 
rendering them useless after about 30 shots. 
These barrel clips come in flechette, explosive, 
and armor-piercing (AP) varieties. The popular 
term for this weapon is the Flyswatter. 

Cost: $2400; Weight: 5 kg; Mag.: 30; ROF 
1 /x8/15; Damage: see below; Range: 20/60/90; , 

Flechette Round: Cost: $350 per barrel clip; 

Explosive Round: Cost: Not available; Weight: 

Armor-Piercing Round: Cost: Not available; 

Recoil: Heavy I 

, 
Weight: 1.2 kg; Damage: 2d6(7) 

1.4 kg; Damage: 3d8(8) 

Weight: 1.3 kg; Damage: 2d10(9) 

Grenade launcher 
This unit i s  built to attach to the underside of 

the assault rifle. With the addition of an attach- 
able stock, it also becomes an independent 
weapon. Intended to launch 40mm grenades in 
indirect fire, it can be pressed into direct fire in a 
pinch. Its magazine holds 15 rounds of any of 
five grenade types: flechette, fragmentary, in 
diary, smoke, and stun. 

Cost: $2600; Weight: 1.4 kg (2.6 with s 
stock); Mag.: 15; ROF 1 ; Damage: See grenades; 
Range: 100/200/300 direct, 400 indirect; Recoil: 

I 
I 

she'll magazine hold5'200 rounds. An assa 
rifle can be fitted with a CAT scope to impro 
chances of hitting a target (see page 66). ~Ba 
nets, wenade launchers, and other devices ar ~..,. , ~, .I 

also w i l y  mounted on this weapon. P : .  i; 
Cost: $3000, plus $12 per round Weight: 4 .43 ?.*, 
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be fitted with hand grips for when combat gets 
up-close and personal. 

The machine gun fires standard, tracer, splat- 
ter, HEfA (High-Explosive Jet-Assisted), HEAP 
(High-Explosive Armor-Piercing), HEAT (High- 
Explosive Anti-Tank), and UHDUC (Ultra High- 
Explosive Depleted-Uranium, Guided) rounds. 

The Howler is often used with CAT or a target- 
ing visor for a bonus to attack rolls. Its backpack 
magazine holds 2,000 rounds, which can be 
mixed from the selection above. 

Cost: Not available; Weight: 14.5 kg; Mag.! 
2,000; ROF: 4/x50/500; Damage: see below; 
Range: 25/50/80 (HEJA: 35/70/100); Recoil: 

Stanshrdflracer: For autofire, tracer rounds 
are commonly added to standard ammunition 
(every fifth round being tracer) to assist a firer in 
adjukting fire (+5 to hit). Of course, this also 
makes the firer‘s position obvious to enemies. 

Cost: $10 per round; Damage: ldlO(4) 
Splatter: Cost: $25 per round; Damage: 

HEJA round: Cost: Not available; Damage: 

HEAP Rounds: Cost: Not available; Damage: 

HEAT Rounds: Cost: Not available; Damage: 

UHDUC Rounds: Cost: Not available; Dam- 

Heavy 

2d10(7) 

3d10(7) 

3d12(8) 

4dl O(9) 

age: 4d12(9) 

laser Sniper Rine 
Unlike the projectile weapons that are stan- 

dard UTRPF fare, lasers are fragile devices not 
suited for the rough-and-tumble lifestyle of the 
footsoldier. The bulky power units necessary to 
run them, coupled with their low ROF due to 
single shot lasing crystals, make them unsuitable 
for firefights. Furthermore, smoke, rain, and 
other such airborne particles diffuse a laser, 
reducing or even negating damage to i ts target. 
On the other hand, when conditions are right 
the searing heat delivered with each shot of a 

laser makes them excellent for situations where 
a one-round kill i s  needed. 

The Deadeye sniper rifle has become infa- 
mous throughout the ranks of UTRPF, and its 
users are looked upon with respect and not a 
little trepidation. This is not due to the power of 
the weapon itself, which i s  formidable, nor to 
the ease with which they can conduct a line-of- 
sight kill, but rather the fiendish cleverness 
which these people display in ambushing their 
targets (sometimes even bouncing shots off 
mirrors!). 

Cost: Not available; Weight: 7 kg; Mag: 10; 
ROF: 2; Damage: 3d10(6); Range: 100/250/400; 
Recoil: Light 

MOtiOIbsensing Repeating 
Auto-Laser 

This IS a non-portable weapon primarily used 
for perimeter defense. Like the sniper’s laser, it 
will not function well in  hazy conditions. The 
Disco Light (as it i s  commonly called) i s  not 
remotely gun-shaped, although it is  chain-fed, 
like an automatic gun. Instead of cartridges, the 
chain belt carries multiple lasing crystals that 
click into place and are cracked by the enor- 
mous energy surges sent through them. The 
weapon’s vertical ”barrel” terminates in a multi- 
faceted scintillator that splits each laser burst 
into myriad spears of light to perforate its targets 
at a maximum range of a full kilometer. The 
Gunnery skill of the person setting it up serves as 
the laser’s fire accuracy. 

Cost: Not available; Weight: 50 kg; Mag: 
5,000; ROF 2/x6/100; Damage: 4dl O(6); Range: 
200/500/1000 

Portable Missile Launcher znTvk4 

This device is similar in design to the b & % & k  
of WWII. However, there are three main differ- 
ences. First, instead of being merely a pipe, the 
tube’s rear i s  fitted with a series of vents that 

61 
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channel the majority of the backblast upward 
and downward, using the remainder to operate 
the weapon's reloading mechanism. Second, 
instead of placing missiles individually into the 
launcher, the user loads a magazine that holds 
10 shots. Third, each missile carries its own tar- 
geting computer and maneuvering jets to guide 
it to the target. The firer merely makes a Heavy 
Weapons skill test before firing to acquire target 
lock-on. 

Cost: Not available; Weight: 30 kg; Mag: 10 ;  
ROF 1; Damage: 2Od10(9) (plus siddrear effects 
of satchel charge); Range: 200/500/2000 Recoil: 
Heavy 

Standard-lsme EXPIOS~V~S 
The explosives commonly issued for UTRPF 

missions fall into three divisions: hand grenades, 
launched grenades, and satchel charge. 

Band 6mnadm~ 
Hand grenades come in the following four 

types; each treated as a 1 kg object for purposes 
of determining throwing range (see page 49). 

Smoke: This grenade i s  used to generate 
smoke to limit visibility, hinder laser fire, or sim- 
ply act as a signal. Its cloud covers a circle with 
a radius of five meters and lasts roughly two 
minutes (12 turns), though wind may narrow, 
lengthen, or disperse the cloud prematurely. 

Cost: $10; Weight: 0.4 kg 
Stun: Type I stuns by concussion. Cost: $1 5 

per grenade; Weight: 0.3 kg; Damage: 1614- 
Type II shms by anaesthesia, requiring all 

unprotected creatures of roughly Terran physiol- 
ogy within its five meter cloud to pass a Fitness 
check or fall unconscious for ld4  hours. 

Cost: $20 per grenade; Weight: 0.4 kg 
Fragmentation (Frag): The outer casing of this 

grenade is  thi& hard metal or plastic which has 
been scored so that the internal pressure of the 
explosion breaks the casing into high-speed, 
sharp-edged fragments. 

Cost: $30 per grenade; Weight: 0.4 kg; Dam- 
age: 1 6/80%/4dl O(4) 

incendiary: White phosphorous, also known 
as WP or "willy-Pete," i s  an incendiary device 
known for its anti-personnel applications. Once 
ignited, white phosphorous explodes into thou- 
sands of white-hot fragments that are self-relight- 
ing when exposed to air. These present a particu- 
lar difficulty to medical personnel; removal of 
such a fragment from a victim is best done with 
the affected part($ in an IChamber (see Medical 
Equipment). 

Cost: $35 per grenade; Weight: 1 kg; Damagt 
16/9O0/d2d12(4) (-/-/per turn) 

Launched 6renadss 
Both the grenade launcher and mortar can 

launch versions of al l  four hand grenade types. 
Grenade launcher rounds cost double the price 
of a similar hand grenade and weigh 20% more; 
mortar rounds cost triple and weigh 40% more, 
the extra weight being propellant. In addition, 
the following two types of launched grenades 
exist which have no hand-delivered counterpart. 

Grenade launcher Flechette Round: This 
grenade is  specially designed for those occa- 
sions where the grenade launcher is pressed into 
direct-fire duty as a shotgun. 

Cost: $15 per round; Weight: Negligibl' 
Damage: 2d8(7); Range: 25/70/100 
HE Mortar Round This High-Explosive rou 

is  tailored for indirect-fire mortar use. 
Cost: $50; Weight: 1.5 k g  Damage: 

4dl2(4) 

Satchel Charge 
This backpack-shaped chemical explosive 

device is  used primarily for demolition (remow 
ing spaceship airlock doors, bringing down cav- 
ern roofs, etc.). On one side i s  a high-densiw 
ceramic plate which shapes the explosion. This 
plate can be removed to create a shapeless 
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The plate can also be removed and replaced 

ith a fragmenting cover for use as an anti-per- 
onnel mine. Adhesive patches enable the 
atchel charge to cling to walls, floors, latrines, 
nd the lik-herever demolition is desired. 

13; ROF: 3; Damage: 1 d8(4); Range: 2 
Recoil: Standard 

IA  Rounds: Cost: $25 per round; 
ROF: 3; Damage: 2d10(5); Range: 
Recoil: Standard 

, Cost: Not available; Weight: 2 kg; Damage: 
/70%/l Odl O(8) shapeless; 200/90%/20dl O(9) 
aped front; 60/40°/d5d10(5) shaped sides and Machine Pistol, Corporate 

About the size of a 50-caliber Desert Ea@, 
this pistol can fire single shots or bursts or’ 

Besides the UTRPF weapons above, there are, 

nd some few civilian models as well. 

This palm-sized, semi-automatic civilian 
weapon is  easily concealed on one’s person or 

I 

unload its entire magazine of 150 bullets i 
single turn. It sports a military-class compu 
ized smart sight, coupled with a combinat 
gyrostabilization/ recoil-suppression unit. 
enables the weapon to remain relatively stable 
even during autofire, resulting in slightly better 
accuracy (reducing the usual autofire penalty 
from -30 to -25). The full variety of rounds i s  
unknown, due to corporate security measur 
but typical stats follow. 

Cost: $3900, plus $4 per round; Weight: 2 kg; 
Mag.: 150; ROF: 51x1 2/150; Damage: 1 d6(3); 
Range: 30/80/150; Recoil: Standard 

Rifle, Civilian ne’s belongings. Useful only at close range, 
light plastic construction and the availability 
llegally constructed military-style rounds 
ke it a favorite for firefights in close quarters 
ere a larger weapon would be awkward. 
ny designer colors and patterns are available. 
Cost: $275, plus $2 per round; Weight: 1 kg; 

.: 4; ROF 4; Damage: 1d6(3); Range: 10/20/ 

Civilian rifles vary from single-shot, bolt- 
action antiques to the modern ultra-light, dispos- 
able Troubleshooters favored by criminal ele- 
ments; most are semi-automatic in nature. Rifles 
can be equipped with a variety of sighting 
devices. The upper limit for civilians is  the laser 
sight, but modern military targeting devices like 
the CAT can be purchased illegally. Average sta- 
tistics for these weapons are as follows. 

Cost: $1700, plus $6 per round; Weight: 3 kg; 
Mag.: 6; ROF: 2; Damage: 1 d 
150/300; Recoil: Standard 

Weapons this size generally appeal to those 
more concerned with impressing others than 
actual firepower. Although the pistol is difficult 
to conceal because of i ts barrel length and cal- 
iber, the recent availabili 
assisted (JA) rounds is ca 
the weapon’s popularity. 

Cost: $650; Weight: 1.5 
Standard Rounds: C 

Civilian Shotgun 
Since “Street Sweeper” style semi- and full 

automatic shotguns were banned in the early 
21st century, all that is legally available to civil- 
ians are single-shot, single- and double-barrel 
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weapons. Some are styled to look similar to the 
UTRPF weapons, but they are very expensive. 
Average stats are as follows. 

Cost: $950, plus $12 per round; Weight: 4 kg; 
Mag.: 1-5; ROF: 2; Damage: 2d6(5); Range: 
10/50/80; Recoil: Standard 

This i s  a standard issue firearm for national 
pdlice and other government forces. It has a 
lower ROF than the UTRPF shotgun and.is there- 
fore not equipped with disposable barrels. How- 
ever, its quite respectable ROF, coupled with a 
variety of lethal standard issue rounds, make it 
the last word (so far) in the law enforcement 
arms race. 

Cost Not available; Weight: 4.5 kg; Mag.: 15; 
ROF: 1/x4/12; Damage: see below; Range: 
15/60/90; Recoil: Heavy 

Flecbette Round Damage: 2d6( 
Explosive Round Damage: 3d8( 
AmhPiercing Round Damage: 2dl O(9) 

Protective Gear 
Whenever soldiers enter combat, there is the 

chance that they wi l l  take a hit. Though the 
armor and exoskeletons described here do not 
make that chance less likely, they do ensure that 
the trooper has a better chance of surviving the 
damage. Of course, not all protective gear 
involves combat. For that reason, environmental 
suits are also listed here. 

Armor i s  le55 effective against hand-to-hand 
attacks than ranged fire. Such attacks halve i t s  
protection ratings for both damage and lethality 
(round down). 

llelmet and Flak Vest 
This lightweight combination gives some pro- 

tection to i t s  wearer’s most vital areas without 
restricting mobility the way full body armor 
does. It reduces damage of attacks by 3 points 

and lowers lethality ratings by 2. 
Cost: $1200; Weight: 6 kg 

. .  
. , . . I  . .Yi 

Body Armw 
This i s  the stand 

LTRPF soldier. Made from lightweight plastic, i t  
reduces damage irom ranged-fire attacks against 
i ts  wearer by 6 points and lowers the lethality 
ratings by 4. Wearing body armor inflicts a 
penalty of -1 to all  initiative rolls. 

Cost: $2200; Weight: 24 kg . 

Wait 
Environmental suits, or E-suits, are designed 

otect a person in hazardous environments. 
The most common E-suit i s  intended for use in 
the vacuum of space and is therefore typicall) 
called a spacesuit. It has a durable outer coatin& 
and is specially designed to maintain internal air 
pressure and circulation, to moderate internal 
temperature, and to provide some protection 
against radiation. Other E-suits may forgo the 
temperature equipment or add anti-corrosive 
coatings or external armor plating, whichever is 
most suitable for their intended environment. 

The standard E-suit (space suit) resists punc- 
ture and therefore acts as armor capable of 
reducing damage by 4 points and lethality by 2 .  
Note, however, that damage beyond 4 points 
punctures the suit. The addition of armor plates 
raises the damage reduction to 10, lowers lethal- 
ity by 4, and imposes a -1 penalty to initiative. 

Cost: Not available; Weight: 20 kg (30 kg with 
armor plating) 

High4 lPwskslston 
When soldiers are called to duty on a high- 

world, the h igh4  exoskeleton is  an invaluab 
piece of equipment. The exoskeleton resembl 
and is  designed along the lines of, heavy machi 
ery. Slightly more than two meters tall, th 
exoskeleton is designed less for protection tha 

b 
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o enable the soldier to function effectively in 

highC. 
The suit3 exterior is not quite human-looking, 

-having a squat appearance that belies its height. 
'%is design lowers the center of gravity, making 
Ft harder for the exoskeleton to be knocked over. 
The oversized feet provide a good base, keeping 
the suit upright and balanced. The thickly- 
padded, form-fitting interior supports and cush- 
ions the body, while servomotors assist in 
movement. Additionally, an on-board diagnostic 
system automatically monitors blood pressure at 
various locations, adjusting the suit's inflatable 
h i n g  to prevent the wearer's blood supply from 
po l ing  in the limbs and abdomen and causing 
diminished circulation to the brain. 

The exoskeleton conveys an armor bonus that 
reduces damage by 10 and lethality by 5 while 
imposing an initiative penalty of -1. Armor 
plates can be bolted onto i t s  outer skin to 
enhance this prot- tu 20 points of damage 
M u d i o n  and a lethality reduction of 8, but this 
tdises the initiative penalty to -2 and tends to 
overbalance the whole structure. Any attacks 
that strike a suit this heavily armored require the 
wearer to pass a High-C Maneuver test or fall 
over. A second such test must be passed for the 
wearer to stand again. 

Cost: Not available; Weight: Not applicable to 
ser  (200 kg dead weight; 300 kg with armor). 

bow4Exoskobtmn 
Considerably more frequent than mlssion5 

involving high gravities are those involving (ow 
~lnes. In cases that require synners to conduct 
bw-C combat maneuvers, a low& exoskeleton 
can be of great aid. This exoskeleton is an open, 
form-fitting framework with a prehensile tail and 
hooks attached to the wrists and ankles. It i s  
&signed to keep soldiers from being moved in 
tases where they want to stay put. 

The hooks are designed so that wearers can 
&tach themselves to surfaces in low-C, to pre- 
vent knockback from wemon recoil. The Dre- 

I 
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hensile tail, controlled by a plate inserted in thc 
mouth, can wrap around poles to serve as ar. 
anchor of sorts or can stiffen to form the third leg 

1 of a tripod stance, thanks to a magnetic plate 
v installed in the tip. Again, this aids a wearer to 
remain planted despite weapon recoil. Finally, 
the feet of the exoskeleton come equipped with 
magnetic plates (controlled by toe movement) to 
anchor the wearer to metal surfaces. 

A specially-fitted combat armor suit can be 
strapped on over the exoskeleton, giving it the 
bewfits and penalties listed for that suit, with the 
attendant benefits of the exoskeleton still apply- 
ing. The l o w 4  exoskeleton itself does not con- 
fer any armor bonus. 

Cost: Not available; Weight: Not applicable to 
user (80 kg dead weight). 

Beflsct in lrnror 
This shiny, flexible poncho is useful as a per- 

sonal defense against laser fire, imposing a 
penalty of-10 to the laser’s chance to hit. It also 
reduces the damage of successful laser attacks 
by 6 points and lowers their lethality rating by 4. 
Unfortunately, the poncho is  both expensive and 
impossible to repair, and combat situations tend 
to tear and stain it into uselessness in short order. 

Because of its reflectivity, the poncho is  ais( 
effective protective gear in sunny environments. 

Cost: $1 500; Weight: 1 kg 

QsctroltiCS 
Weapons and armor are not, of course, the 

only things of use in UTRPF missions. The fol- 
lowine electronic items can be heloful as well. 

Combat Radio 
This backpack-borne radio serves as a com- 

bat unit’s link to the outside, with a range of up 
to 120 km. Much more powerful than ordinary 
radios, it can cut through most shielding or 
jamming to transmit essential information or 
intelligence. 

Cost: $1 800; Weight: 4 kg 

Engineer’s Kit 
This contains a sei of basic electronic and 

mechanical took for minor maintenance work 
and emergency repairs. 

Cost: $200; Weight: 4 kg 

Like CAT, gyrostabilization can be built into 
any ranged fire weapon, adding a c5  bonus to 
chances to hit and costing a percentage of the 
weapon’s normal price. The unit must be appro- 
priate to the weapon’s mass, so i t s  weight i s  
listed as a percentage of the weapon’s loaded 
weight. 

Cost: 10%; Weight: 25% 

Bslmet Array 
Besides serving as an essential part of an 

UTRPF trooper’s armor, this lightweight helmet 
also serves as a mount for equipment performing 
three other functions: communication, camera, 
and remote vi ta l  signs indicator. These three 
functions have a range of up to 7 km; in cases 
where there i s  no receiving base within that 
range, they can be routed through the nearest 
ombat radio (see above). 

The communicator, a small microphone, 
lows unit members to communicate with one 

This option can be built into any ranged fire 
weapon to add a +5 bonus to attacks. The cost is 
expressed as a percentage of the weapon’s price. 

another when outside of normal speaking range, 
as well as with their command post. 

The camera allows commanders a remote 
glimpse at the action as it occurs. Cost: +5 = 15%; Weight: 0.5 kg 
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The vital signs indicator reads the wearer's 

pulse, respiration, and brain wave activity. It can 
be fitted with stimulant auto-injectors (see Stim- 
ulants, page 56) to revitalize fallen troopers by 
radio command. 

Cost: $600; Weight: Negligible 

w-R.cader 
This item has been perfected through years of 

redesign. One piece of "film" can hold multiple 
holograms, saving valuable storage space aboard 
tight ship quarters. Small nuclear batteries pro- 
vide long-lasting power sources. 

Cost: $40; Weight: 0.5 kg 

lotapad Computer 
Patterned after the stenographer's notepad of 

old, this interactive computer i s  about the same 
size as its predecessor (5" x 9"). it is made up of 
three parts: a detachable stylus, a stylo-pad, and 
an alpha-numeric keypad. Information can be 
entered in either of two ways: by writing on the 
stylo-pad with the stylus or by keying in data on 
the keypad. Sophisticated optical scanning 
aables the computer to read nearly any hand- 
writing impressed on the stylo-pad in any known 
human alphabet. The stylus is also handy for 
entering data of a graphic nature, like design 
plans for ships, diagrams of attack sites, and 
drawings of xenoforms. The stylo-pad acts as a 
display screen whenever data i s  retrieved. Data 
can be downloaded into another computer for 
long-term storage. Notepads are handy when 
mission data needs to be recorded but voice 

I 
I 
I 

1 
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This i s  a catch-all phrase for gear and clothii 
that adjusts to environmental needs (or personal 
preference, for the dilettante). Jumpsuits may be 
temperature-regulating; camouflage gear may 
change like a chameleon to match the surround- 
ings; regulation clothes may become casual 
wear (shifting in style but maintaining the saw- 
mass as the original). 

Smartwear is readily available in limited types 
to the general public. Military smartwear is more 
specialized and of course much more expensive. 
Rumors abound of new, experimental "shifter" 
smartwear covering the wearer from head to foot 
that can mimic xenoforms (within reason: no 
extra limbs or heads can be added, and body 
heighthass cannot be changed more than 
1 0%). 

Cost: $240; Weight: Negligible 

Targeting Visor 
The targeting visor plugs into the helmet; 

can be raised or lowered as the wearer desires. 
These multipurpose visors come equipped with 
radar, sonar, telescopic sights, and spectrum- 
enhancing (infrared, low-light, or ultraviolet) 
settings which can provide a + 5  targeting 
bonus, depending on conditions; if hooked into 
a CAT scope, the total bonus becomes + I O .  
However, it i s  important to note that it will not 
identify nonmoving targets as hostiles, nor 
those bearing transponders (e.g., a bug carrying 
a dead trooper): it only locks on to moving, 
non-UTRPF, targets. 

transmi'ssion is prohibi 
are being monitored. 

Cost: $300; Weight: 

Cost: $4500; Weight: Negligible 

Transponder 
This device serves to protect UTRPF soldiers 

from friendly fire. Built to clip on to soldiers' hel- 
mets, they can be easily removed if they ever 
become a detriment in combat-for example, if 
bugs begin to home in on the transponder 
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transmissions. Any UTRPF computer targeting 
mechanisms automatically ignore any target 
bearing one of these gadgets. While this handy 
device has saved many a synner’s life, some 

‘ UTRPF officials fear the results if an enemy ever 
gets ahold of one. 

Cost: Not available; Weight: Negligible 

M d d  Equipment 
And, of course, various types of medical 

equipment are of great use in recovering from 
the wounds of combat missions. 

Doctor’s lit 

surgical tools and dastic wound closures 

Plugs ’ 
These cylinders are filled with various med- 

ical needs: adrenaline, antibiotics, sedatives, 
amphetamines, saline, Ringer’s lactate, etc. They 
are needleless, self-contained injectors and are 
standard issue in UTRPF medical kits. 

Cost: $45; Weight: Negligible 

Portable Womb 
This is a simpler but completely functional 

version of the full-size artificial wombs used in 
This kit contains roughly twice the equipment 

of a field medic’s kit (see medkit, below), adding 
various scopes and gauges necessary for diag- 
nostic procedures and including an array of 
common prescription drugs and intravenous 
fluids, as well as a basic set of surgery tools. 

Cost: $300 (normally available to doctors 

the cloning process. Made for field hospital use, 
a portable womb (or “oven”) i s  used mainly for 
discrete body parts: arms, legs, fingers, toes, 
ears. Most field hospitals have ovens dedicated 
for specific limbs and organs. 

Cost: Not available; Weight: 100-1 500 kg 

only); Weight: 2.5 kg 

The isolation chamber i s  a small-to-medium- 
sized device used in surgical operations, espe- 
cially those involving removal of white phos- 
p h o m  grenade shrapnel from soldiers. It is 
filled with an inert gas, preventing the shrapnel 
from igniting on contactwith air. I-chambeware 
made to fit limbs and twm. 

Cost: Not available; Weight: 15-60 kg 

nmlkil 
This is the standard outfit issued to a marine 

Synthetic Blood 
This medical wonder was first developed in 

the early 1990’s in response to fears of blood- 
borne diseases carried by tainted donors. Syn- 
thesized from bovine blood, this liquid needs no 
refrigeration (making it perfect for field hospitals) 
and acts as universal donor type 0 positive 
human blood. Each pint packet i s  vacuum- 
sealed, with a built-in universal adaptor for most 
standard sizes of medical tubing. Some less-sen- 
sitive medics refer to this life-saving fluid as 
”moo.” Rumors are that other blood types (for 
xenoforms) are currently under development. 

Cost: $600 per pint; Weight: 0.5 kg 

Xenwax field medic. It contains materials for the most 
commonty needed treatments-lotion for 
rashes, foot powder, adhesive bandages in a 
wide variety of sizes, antiseptic ointment, afial- 
gesic/anti-fever pills, antihistamines, anti- 
venom injectors, etc. - -as well as a small set of 

Using a combination of genetic engineering 
and nanotechnology, chemists specializing in 
xenobiological diseases have created a group of 
humanklone vaccines, generically called xeno- 



vaxes (for "xenobiologi 
vaccine can be enginee 
specific diseases cau 
teria or v i m  or against an entire category of dis- 
eases sharing common symptoms but with 
differing xenological origins. 

For example, synners being sent to a planet 
known to harbor an alien bacteria or virus that 
cause diseases affecting the upper respiratory 
and nervous systems can be given a xenovax 
that will pmtect them against all known diseases 
caused by that alien "bug,'' 

Xenovaxes cause a human body to synthesize 
materials not usually f c u d  in its normal state, at 
no risk to itself. Known poisons may be the key 
ingredient in a given xenovax; that 'vax will not 
ody allow the tmdy to create the poison but will 
change the body's chemical strwcture so that the 
poison does no harm to the host. 

For long-term missions (several years or mwe) 
with known destinatiom, plygs (see above) with 
he appropriate xenovaxes ate standard medical 
equipment. 

Cost: Not available; Weight: Negligible 

Besides spaceships (which are covered in  
their own chapter), synners sometimes need 

ing laser or missile launcher. 
The interior of the vehicle has forward seats 

for a driver and a navigator and six seats in the 
passenger compartment. Driver and navigator 
each have side hatch for entry; passengers 
enter through a wide rear hatch. In addition, 
there are three ceiling hatches: one above the 
navigator, to allow that individual to stand and 
operate as a gunner, and two in the passenger 
compartment, near the side gun mounts. 

Top speed for the vehicle is 80 km per hou 
and it can go for up to 72 hours before refuelin 

Cost: Not available; Weight: 5 tons. 

Hopper 
The hopper is a two-person ultralight used for 

aerial reconnaissance, travel over rough terraib 
and other quick, relatively short trips. It consis& 
of an open framework with oppositely facing 
fore and aft seats and a power unit between 
them. In a vacuum, or for short hops in turbulent 
atmospheres, the vehicle is moved by lift jets 
mounted on stubby wings above the engine. 
These protuberances also serve double duty as 
mounts for twin propellers and as the sockets for 
glider wings when the vehicle is  to be used in 
extended atmospheric flight. 

Fuel consumption, and therefore flight dura- 

This tough ground car, commonly referred to 
as an ATAPC (All-Terrain Armored Personnel 
Carrier)-commonly pron 
the basic means of su 
UTRPF troopers. Alth 
than treads and its primary purpme is transport 
not combat, it is still fairly formidable: the stan- 
dard-issue vehicle has sufficient armor to stop 
natural attacks such as claws, horns, and teeth, 
as well as civilian Small Arms fire, and has gun 
m n t  hardware capable of mounsing a rep 

atmosphere,for about 2 haurs, and gkde in d m  
air for 18 hours. Vehiclespeed in,pach w e  
remains mughly 50 km per hour. 

Given i t s  light weight, the hopper does not 
serve well a6 a gun mount (recoil is a problem), 
though i t s  operators have an open field of fire. 
and can attempt to use personal weapons. 

Cost: Not  available; Weight: 110 kg (with 



Chapter 6: Ships 
"None of these are sleek, streamlined ships 

'ike you'd see in those old movies. They're tight; 
they smell bad; and they don't always work the 
way they're supposed to. But jumping through 
hyperspace is a beautiful thing, and it's some- 
thing no normal human will ever kno 

-Star Lieutenant Alison H 

Ships in the BUGHUNTERSm universe are 
not very pretty, and they always look to be on 
the verge of falling apart. Nevertheless, they are 
functional and seldom fail in practice. 

All UTRPF spacefaring vessels are modular in 
design. This allows fairly easy replacement when 
i u s t  part of a ship is damaged during a mission, 
and it allows comparatively quick assembly of 
jUst the right ship for the mission-in theory. In 

ractice, standards are not always met, and a 
rew may be ordered to go on a long voyage 

There are five types of modules used in ship 
onstruction: Bridge, Sleeper, Crew, Transport, 
d Drive. Several of these have more than one 

ariation. To operate, a ship needs at least a 
ridge unit and a Drive. 
Module types are either stacked (meaning 

ultiple units of that type may be used) or inter- 
hangeable (meaning only one type is used). For 
stance, only one Bridge unit will be used, but 
any Transport units can be attached to a large 

r There are several standard ship configurations 
hich will be discussed later. Standard missions 
clude rescue, combat, reconnaissance, explo- 
tion, colonization, and delivery. 
Layouts for module types and for several stan- 

with less than ideal facilities. 

dard ships are shown later in this chap 

Bridge Modules 
(interchangeable) 
Bridge 1. Often called a two-seater, this module 
contains the minimum equipment needed to 
operate a ship. The two padded, reclining seats 
are used by pilot and navigator, and controls for 
most ship functions are easily accessible, includ- 
ing power, movement, weapons, communica- 
tions, location, and navigation. This module is 
sometimes armed with a laser mount for defense. 
All ships must have at least Bridge 1. 

A tight, one-person airlock uses most of the 
crawlspace beneath the module. A sliding trap 
door opens into it. 

Mass: 15 tons. 
Bridge 2. Commonly known as a four-seater, this 
module i s  Bridge 1 plus two extra seats and 
accompanying control panels. One of the extra 
panels holds duplicate controls for location and 
communications, while the other holds weapon 
controls. The seats are thus meant to be occu- 
pied by a radio operator and a gunner. Typically 
armed with two laser mounts, Bridge 2 is manda- 
tory on exploratory, rescue, and minor combat 
missions; it is also the preferred bridge for colo- 
nization ships. 

Bridge 3. Known to troops as a shooter, Bridge 3 
i s  simply Bridge 2 armed with four laser mounts 
and a bevy of six nuclear-tipped missiles. Ships 
on major combat missions must have Bridge 3, 
and it i s  preferred for al l  missions into known 
danger zones. 

Mass: 25 tons. 

Mass: 35 tons. 

Sleeper Modules (stacked) , , 
Sleeper 1. This module contains minimal creb ~ 

quarters, including a sink, sanitary facilities, and 
six equipment lockers. On each side of a central 
area, three sleeping areas are built into the bulk- 
heads. Known as coffins because of their small, 
cramped design, each has a pull-down cover and 
robm for a few personal effects. A small table can 



be pulled out from above each of the bottom 
beds, and six round seats can be pulled from the 
floor. On missions without Crew Modules, rhe 
central area of the Sleeper is used for meals (of 
reconstituted rations) and recreation. A narrow 
acces5 corridor runs behind 

have at least one Sleeper module. More crew 

more than 24, extra crew 
For special occasiuns, 

a small nwnber of human dignitaries, a Sleeper's 
bed units can be converted into stasis pods. 

Stacked units are referred to as si 
des, so four stacked Sleepers are a '' 
rather than "fo& Sleepers." 
Mass: 20 tons per unit . 

Like Sleeper modules, all Crew modules have 
access corridors and upper and lower crawl- 
spaces; they also have ports for extra weapons. 
Each Crew module's mess area is  also used for 
meetings and briefin 
a few terminals and 

the Aoor, as do six 
galley. When the table and chain are down, the 
central area Can be used for exercise and recre- 
ation. Ships on missions expected to last more 
than seven days are required to carry at least a 
crew 1. 

Mass: 50 tons. 

for up to 24 people, tho 

expanded mess area has 1,O smatl:pull-u 
lockers, two pull-up tables;and~l2 

more than two weeks or 
more than one week and t 
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#bowers and 36 lockers. 

Between the locker rooms is  a gym with four 
resistant-force workout machines. An actual 
-ecreation room, usually with four virtual reality 
iods, as well as games, cards, and other equip- 
nent, completes the Crew 3. 

Ships on major rescue missions, missions of 
more than 30 days (e.g., any interstellar mis- 
sion), or any mission lasting at least two weeks 
ind carrying at least four Sleepers, must have a 
:rew 3.  This regulation i s  usually followed, 
hough shortages sometimes resuEt in a few long 
missions leaving port with only a Crew 2. 

Mass: 130 tons. 

WaIWJtwt Mo&ihr (stacked) 
Like other modules, each of these units has 

arrow access corridors and upper and lower 

ransport 1. This module, often referred to as a 
asket, is used to transport various small goods, 
ch as seeds, some foodstuffs, raw materials, 

*mall equipment, and so forth. Combat ships 
lmost always have a basket of ordnance of vari- 
us types, as well as replacement parts and other 
aterials. Shelves are sometimes installed, but 

crates are often simply stacked and secured with 
l ines m nets. 

Ships on delivery or combat missions and 
ips on very long missions need at least one 

Mass: 15 tom’empty; roughly 60 tons loaded, 
nspm$2. Known officially as a personnel car- 

.er and unofficially as a meatwagon, this unit 
arries stasis pods. Up to 100 pods can be stacked 
to the module. Pods plug into the module’s for- 
ard bulkhead, and control panels can selec- 

end stasis for a given pod or set of pods. On 
occasions, pods are filled with perishable 

or medicine rather than people. When less 
han 100 pods are used, other goods are some- 
imes stacked in the remaining space, though this 

15 technically a violation of regulations. 
Colonization missions, rescue missions, and 

l 

some delivery missions need at least one me 
wagon. 

loaded. 
Transport 3. This module i s  an equipment 
rier, known in some circles as a toybox. I 
taller and wider than most other units, and it has 
five exits: its forward connection with the rest of 
the ship, the aft lock, huge port and starbo 
doors, and a ramp which lowers a large porti 
of the ftoor. 

A Transport 3 i s  required on. most explorato 
rescue, combat, and colonization missions, 
well as some delivery missions. Almost anything 
can be hauled inside it, from ATAPCs and small 
spacecraft to tractors and cranes. In addition 
Transport 3 usually carries numerous hea 
moving machines, as well as any building and 
repair supplies which might be deemed neces-. 
sary. Large storage lockers can be raised from the’ 
floor, whik most moving equipment i s  store 
bukhead or ceiling bays until needed. 

The lower crawlspace of a Transport 3 a1 
supports a scoop and claw which can bring 
space debris into the hold. This involves 
lock which can be used by one person i 
gencies. 

loaded. 

Mass: 45 tons empty; roughl,y 170 tons 

Mass: 130 tons empty; roughly 2.5 kiloto 

D r i w  Modules 
(interchangeable) 
Drive 1. This module, the minimum needed 1 
an UTRPF ship to operate in space, is attached 
the rear of a ship. It includes an airlock UI 
capable of cycling four suited crew members 
one time. Two large power units are attached 
the airlock, one on the port side and the other 
the starboard side. 

Each power unit carries a small fusion reac 
shielding, and a supply of purified ice which@ 
used for fuel for the fusion reactor. A ship going 
on a long journey often carries extra water in a 
cargo bay and in emergencies is capable of p~ ‘ 
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fying water from ice found in space. 

Behind each power unit i s  a small access 
ridor which can be entered from the module just 
b a r d  of the Drive module. Crewmembers can 
eater the power unit’s upper crawlspace from the 
access corridor or from the airlock. Most repairs 
can be made from the access corridor or crawl- 
*ace. Extra purified ice or water can be added 
te the reactor supply from the access corridor, 
which also holds manual controls for each 
power unit. 

Using the manual controls is dangerous; the 
ba t ,  radiation, and thrust i s  quite likely to kill 
anyone starting a power unit manually (consider 
the Drive to have a combat skill of 90, causing 
M6 damage with a lethality rating of 2, plus 3d6 
damage with a lethality rating of 6). In addition, 
port and starboard engines must be started at the 
w e  time, or the ship will enter a spin. 

4, A Drive 1 provides fair power, as well as good 
wneuverability for small ships (larger ships 
b v e  very low maneuverability with just Drive 
lj. Ships with only a Bridge module or only 
Bridge and Sleeper modules are restricted to 
Drive 1. 

Mive 2. This module i s  a Drive 1 unit with two 
more aft power units, one port and one star- 
board. A ship must have a Crew or Transport 
module to accomodate a Drive 2. 

Drive 3. This module is a Drive 2 unit with two 
moFe aft power 
board. To support a Drive 3, a ship must have a 
Gew 3 module or a Transport 2 or 3. 

Drive I. This module adds lsler Drive jump units 
to a numbered Drive unit. The complete Drive 
module is referred to by its normal number, plus 
an indicator of the number of lsler units added, 
so a Drive 2 plus two Drive J units is called a 
Drive 212. 

Each lsler Drive unit is  a large sphere which is 
attached to the center of a normal power unit’s 
top surface. A single power unit can thus support 

Mass: 80 tons. 

Mass: 145 tons. 

s, one port and ones 

Mass: 2 10 tons. 

11 
one Drive J unit, so a Drive 1 (with two linke 
units) can support two J units. Because of th 
requirements of balancing lsler jump fields, Driv 
J must always be used in pairs. Normally, a nun 
bered Drive would support its maximum numbc 
of J units, so Drive 1J2, Drive 214, and Drive 31 
are the most common. However, it is possible t 
operate with fewer than maximum 1 units, so Dri- 
ves 2J2, 312, and 314 are also viable options. 

It i s  atso possible to overburden the pow€ 
units by adding pairs of J units on the bottom c 
the Drive. However, it increases the side effect 
of the lsler Drive, especially when used wit 
small ships. In addition, it may add a chance fc 
the ship to become lost in hyperspace (see th 
sections on ship speeds and effects of the l s k  
Drive for more information). 

Though potentially dangerous, extra J units 
are sometimes added to Drives which have been 
fine-tuned, increasing their power output enough 
to support extra J units. Rescue ships in particu 
lar are sometimes equipped with extra J units, 
because the benefits of extra speed outweighs 
potential dangers. A Drive 3 with eight J units is 
called a Drive 3144, and has the J units equally 
spaced, with four above and four below. By the 
same token, a Drive 3166 would h 
and six below, again equally spaced. 

Drive J is  necessary to trawl interstellar djg- 

!l*” 
tances. 

Mass: 0.5 tons per unit (1 ton per pair). 

Optional Accessories (added) 
Optian 1. This option adds extra weapons at 
strategic locations on the ship, with controls 
added on the Bridge. Standard additions witb 
this option include automatic Anti-Craft Batter- 
ies, or ACBs. These may be set in three ways: to 
fire on all other craft; to track all other craft and 
offer the gunner the option to fire; or to not fire. 
ACBs can be placed anywhere on the ship’s hull. 

Another standard addition with Option 1 is  a 
Chaff Launcher. This device may be added an 
where on the ship. It fires small missiles whi 
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detonate to release radar-fouling chaff, reducing 
by 80% the enemy’s chance to hit with radar- 

Other heavy weapons may be added to ships 
th Crew modules, because those modules 
ve ports to support extra weapons. Option 1 is 

required on combat missions and encouraged 
on rescue and exploration missions. 

Option 2. This option adds additional maneuver- 
ing thrusters to a ship, with the number deter- 
mined by the size of the ship and the desires of 
the pilot. Control is wired into the Bridge module. 

Option 3. This option adds various stealth aids. 
It includes coloring the ship a flat black to give it 
a low albedo, enabling it to shut off running 
lights, equipping it with radar jamming devices, 
and the like. Actual effects are left to the CM. 

Mass: 5 tons. 

Mass: 15 tons. 

Ship Assembly 
When ship modules are put together, m2 

links are forged: water and air circulation, elec- 
tricity, and physical fastenings. This is not a trivial 
task, so despite the convenience of the modular 
design, ships are seldom rearranged once they 
have been built. Controls of most operations are 
wired into the Bridge module, but many pieces nf 

equipment have local manual controls. 

1 Speeds 
A ship’s faster-than-light speed is measured 

Jumps: Jump 1 means one second to charge the 
engines enough to move one kiloton one light 
second; this is equal to light speed. At Jump 10, 
it takes one second to charge the Mer Drive to 
move one kiloton 10 liaht-second-r 10 kilo- ., 

Mass: Minim i : tons one light-second, or two kilotons five light- 
seconds, etc. While the charging time is  a fixed 

S M G e a r  
Some standard equipment is included on all 

ships, regardless of size or shape. This includes 
landing gear, gravity generators, shields, and 
sensing devices. 

The amount of landing gear is determined by the 
size and type of ship. It i s  retractable and is  built 
into the crawlspace beneath each module. Bridge 
1 modules have three small pads, while larger 
modules have more. All landing gear is controlled 
from the Bridge, though it may be controlled man- 
ually from the crawlspace as a back-up. 

Launch rockets are also placed along the bot- 
tom of the ship. These lift the ship vertically, 
allowing its aft drive to power the ship into take- 
off and launch. 

Gravity generators are also built into each 
module. They are redundantly configured and 
relatively failsafe unless ufterly destroyed. 

External sensors include cameras, radar, 
microphones (for operating within an atmos- 
phere), and detectors for most forms of electro- 
magnetic radiation. 

il 

amount, distance and mass moved are change- 
able, the one decreasing when the other 
increases and vice versa. 

A ship’s J speed is directly related to the nuI,,- 
ber of Drive J units it carries. A ship weighing one 
kiloton and carrying two J units moves at Jump 2. 
A ship’s actual maximum interstellar speed (light- 
seconds per second) is determined by dividing its 
number of J units by its mass in kilotons. 

Ship Speed Examples 
Ship Mass JUnits Speed 
Combat Lander 3 12 4 

Unloaded 0.65 12 18.5 
Rescue Lander 3.1 12 3.9 

Unloaded 0.576 12 20.8 
Space Battles 0.45 8 17.8 
System Cruiser 0.34 2 5.9 
Explorer 0.47 6 12.8 
Colonizer 3.1 6 1.9 

Unloaded 0.56 6 10.7 
FighterICourter 0.13 2 15.4 
Emergency Courier 0.097 4 41.2 
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Of course, these figures reflect a performance 
in deep space, far from any gravity wells. Plane- 
tzcy gravities greatly lessen the drive’s effective- 
ness-the greater the force of gravity, the less 
effective the drive. At planetary surface gravities, 
rBe jump becomes microscopically small. It isn’t 
until roughly the 0.1 C point (for Earth, roughly 
20,000 km up; for Sol, roughly 11 million km 
aut) that the jump distance becomes sufficient to 
avercome the effect of gravity. Thus, ships move 
out of a body’s main gravitational influence 
before engaging the lsler Drive. 

Interstellar Travel Times: To determine how 
h g  it takes for a ship to travel from one star to 
another, simply divide the distance travelled by 
the ship’s calculated speed (as shown in the box 
on the preceding page) and the result wil l be 
how long the voyage requires. Whatever unit of 
distance you use (light years, light months, light 
days, light hours, etc.) will determine the unit of 
time of your answer (years, months, days, hours, 
w., reywctively). 

m p b  of Interstullar 

Suppose a ship configured as a fully loaded 
ombat Lander is traveling at speed 4 from 

01 to Alpha Centauri. The distance is  five 
years, which we’ll convert to light 

hs: There are 12 months to the year, so 5 
years equals 60 light months. 60/4=15. 

us, the Combat Lander will reach Alpha 
ntauri in 15 months. 
Now let’s try slightly more difficult num- 
rs (time to break out your calculator!). Let’s 

magine that UTRPF is sending a ship config- 
ed as an Explorer (speed 12.8) from Sol to 
tair, which is 16 light years distant, and we 

want to know exactly how many days it will 
require. A year consists of 365.25 days; there- 
ore 16 light years equals 5,844 light days 
16~365.25). 5,844/12.8=456.5625, so the 
esse1 will make the trip in a little over 456 

Actually, however, we needn’t be so pre- 
cise, as the stellar distances on the foldout 
Star Map are not that exact, and actual ship 
speeds vary slightly from vessel to vessel. We 
could have simply rounded the ship’s speed 
up to 13 and estimated that it would take 
roughly 14-1 5 months to make the trip. 

ects of the Isler Brive 
e lsler Drive, which made travel to othr 
practical, allows faster-than-light travel, but 

without time distortion. It i s  a “jump” drive, 
allowing instantaneous displacement of a ship 
from one spatial location to another. 

The Mer Drive makes a rapid succession 
jumps. Someone watching a ship from near 
would see it disappear when the drive is engaged; 
to those watching from a distance, the ship 
would seem to travel in a dotted line, blinking 
into and out of existence. To those on the shiM 
space passes by in sort of a freeze-frame movier 
with colorful distortions caused by the jump. 

For inanimate objects, there are no unusui 
effects; the jump is made without building inei 
tia, so the ship receives no additional stress. For 
most living beings, the lsler Drive causes several 
problems: terrible nausea, extreme disorienta- 
tion, and sometimes insanity. These effects often 
last long after the individual leaves the lsler field. 

Sleep, regular or drug-induced, lessens the 
effects, but does not eliminate them entirely; it is 
chancy for a normal human to try to sleep 
through an lsler jump. Only the stasis pod, itself 
an adaptation of Dr. Isler’s theories, protects a 
normal human from the jump effects. All UTRPF 
clones are specifically modified and trained to 
be almost entirely immune to jump effects. 

From time to time, however, nearly all syntb 
suffer a minor queasiness; this has come to be 
called “jump flu.” When a synth starts a jump 
trip, a Fitness check must be made, with a 
penalty equal to the ship’s speed. If the check 
fails, the synth suffers mild queasiness and must 
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make a second check. If this check fails, the 
synth becomes violently ill and must make a 
third check. If the third check fails, the synth 
develops a minor neurosis and must make 
another check. If this fourth and final check fails, 
the synth develops a psychosis and must be 
forcefully restrained for the duration of the voy- 
age. At the end of the trip, the synth must make a 
successful Fitness check to throw off any effects 
of the lsler field. 

re during a jump 
unless protected by stasis, making a Fitness 
check once per day of travel, with a penalty 
equal to twice the ship's speed. 

There is  one other potential problem with the 
Mer Drive: the possibility of becoming lost in 
hyperspace. This phenomenon has been noted 
only in ships which have exceeded Jump 20. For 
game purposes, assume any ship travelling over 
Jump 20 has a percentage chance equal to the 
ship's speed of becoming permanently "stuck" in 
hyperspace. Because the chance of becoming 
stuck increases so dramatically above Jump 20 
(from 0% at Jump 20 to 21% at Jump 21), Jump 
20 has been declared the maximum safe speed 
for a starship. Regulations strictly prohibit the 
addition of enough Drive J units to cause a ship 
to exceed Jump 20. 

Exactly what happens to such ships i s  
presently unknown (i.e., in your CM's hands). 

Normal humans suffer 

WaaQardBrin 
The fusion drive units which provide a space- 

ship's main propulsion use simple action- 
reaction principles to achieve acceleration, and 
the standard rule of inertia applies: a motionless 
body requires energy to get it moving, and once 
it starts moving it tends to go in the same direc- 
tion until another force acts to change i ts direc- 
tion and Speed. 

In space, rhis means high-speed movie-style 
turns are virtually impossible, or at least ineffi- 
cient. A ship wishing to reverse its present direc- 
tion could travel through a graceful arc in order 

to go the opposite way, but a realistic typical 
turn would go more like this: the ship begins by 
shutting off the aft drive. Sti l l  moving forward at 
the same speed, it uses maneuvering thrusters to 
rotate the ship. After a few seconds, maneuver- 
ing thrusters fire again to keep the ship from 
rotating too far, stopping it when it is facing the 
opposite direction from the direction of its travel. 
Finally the main aft thrusters fire again, first 
slowing the ship, briefly stopping its now back- 
wards progress, and causing it to speed back the 
way it just came. 

Loose items in the ship, including the crew, 
are affected by these forces, just as early astro- 
nauts were pressed into their chairs by the force 
of take-off. The ship's artificial gravity generators 
mitigate this effect somewhat, but it is still diffi- 
cult for the crew to walk or move normally dnnr- 
ing take-off and maneuvers. 

It should be obvious from the above that piior- 
ing and navigation in space are not easy matters. 
Travel times from one locale to another are 
dependent upon multiple factors, with distance, 
mass, and thrust being of primary importance. 
Point of origin and destination are never truly 
fixed locations; satellites orbit planets, which 
orbit stars, which are themselves in motion. The 
course of a vessel among these moving bodies 
also depends upon it5 mass, i ts thrust, and how 
long that thrust i s  applied. 

In real life, calculating such things requires 
sophisticated mathematical formulas and is typi- 
cally done by computer. In BUCHUNTERSN 
adventures, such details of space travel will be 
left to the CM. But in general, you can trust that 
a vessel with a higher thrust-to-mass ratio moves 
faster than one with a lower such ratio and 
would generally be able to catch it, given 
enough time to match vectors and assuming it 
remained wkthin sensor range during the interim. 

Interplanetary Travel Times: Because the Mer 
Drive i s  functionable until within the 0.1 C 
range of a body's gravity well, travel between 
planets within the same system is typically a 
matter of mere hours or days, and travel between 
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bodies as close together as the Earth and Moon 
requires merely a few seconds. . . except for two 
problems. First, jump speeds have to be reduced 
in high traffic areas: keeping track of multitudi- 
nous ship courses and adjusting for possible col- 
lisions requires a bit more caution than a bare 
few seconds allow. Second, travel from a body‘s 
surface to beyond the 0.1 C range typically 
requires at least several minutes, varying with 
the size of the body. 

Exact times are left to the GM as a plot ele- 
ment; the following l is t  suggests typical samples. 
Note that these sample times are cumulative: 
that is, a trip from the surface of the Earth to the 
surface of the moon would add the time from 
Earth‘s surface to orbit, from orbit to 0.1 G, from 
Earth to Moon, from 0.1 C to lunar orbit, and 
from lunar orbit to the surface. 

Time from Surface to Orbit and Vice Versa: 
Roughly 1-10 minutes, depending upon planetary 

Time from Orbit to 0.1 G and Vice Versa: 
tes, depending upon plane- 

rust, and amount of traffic. 
dies may require consider- 

7ime from Planet to Its Moons and Vice Versa: 
e secomk from the planet’s 0.1 C point to a 
n’s 0.1 G point, under Mer Drive. Hours 
under normal fusion drive. 

I 

’ze, atmospheric conditions, and vessel thrust. 

Time from Planet to Planet (Same Syst 
ere minutes (inner planets) to several h 
uter planets) under Mer Drive. Hours to days, 
longer, for normal fusion drive. 

Standard Ships 
“I don’t care if we do have a luxury model-/ 

j v s t  don’t like hauling a meatwagon. It’s spooky 
le just a few feet away.” 

P.F.C. Vladimir Lanovich 

referring to many of the components. Official1 
a ship is known by a code referring to its compo- 
nents. A combat lander would be a 63-SS-C3- 
T13-03166-012. This means it has the following 
modules: Bridge 3, Sleeper 5, Crew 3, Transport 
1 and 3, Drive 3 with six Drive J units on top and 
another six underneath, and Options 1 and 2. 
Some synths would called this a “luxury liner 
with a basket and toybox.” 

The following box lists a number of standard 
ship configurations, some of which are illu! 
trated on the following pages: 

Standard Ship Confiaurations 
Combat Lander (lands and supports a small, 

Rescue Lander’ (rescues and retrieves civil- 
force): 63-S5-C3-Tl3-D3J66-012 

ians): 62-S3-C2-T123-D3166-013 1 

Space Battleship (fights other starships): 63-, 
S2-C2-T1 -D2]44-0123 I 

System Cruiser (guards a settled system): B1- 

& 

S2-C2-T1 -D2Jf 

62-S2-C3-T1 -D3J6 

62-S2-C2-T1123-D3J6 

Explorer (explores and surveys new systems): i 

Colonizer (takes civilians to settle a planet): 

Heavy Cargo Hauler (transports large loads): I 

ScoutZ (scouts and reports to planet or large i 

Fighter3 (supports combat operations): 63- ‘ 
Local Courier (short distance messenger): 61 - ! 

Interstellar Courier (long distance messen- 5 

Bl-Sl-Cl-T113-D3J6 $ 

ship): 61-Dl i 

DlJ2-0123 t 
S1 -D1 

eerh 61 4 1  -Dl12 - 
Light Cargo Hauler (transports small loads): 

81 -T1 -D2J2 

1. Completely empty, a standard ISCUB lander weighs 575 fans. IO will ! 
exceed lump 20 with Drive 3166. Therefwe. regulatkr.6 q u i r e  1 reyue i 
lander with Drive 3166 to carry at kart 25 mnr of cargo, bringing io i 
sped down to lump 20. 

41. Though against regulafionr, this modified me11 ship (known by{  
synfhr os a dangermourel i s  mmetimer wed 10 quickly deliver m e r - .  

3. k u r e  a fighter i l  so small, i 8  Option peke lone Anfi-Gafl B a W .  3 
one chaff launcher, and a few maneweringthnnten) m l r  only lO$ox, 

2. With an upgrade 10 Drive 1122, a scout can attain approximately lump 

gency merrager. i. 
\. Veteran synths know standard ship configura- 

&ns and, as mentioned above, have a jargon 

. .  , ,i: 

1.1 
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Starship Modules Comparunent Layouts 
1 square = 2 feet 

B1 62 B3 

C1 
or 
T1* 

c2 

*The T1 module is a stripped C l :  no showers galley 
equi ment, or washeddrier units. Pull-up table, chairs 
and kckers are still in place. 

- Potential hatchways 
for access corridws 

Video screen 

* Laser mount 

Bridge chair 
(reclines &swivels) 

I Control wnsole 

I Gthercmtmls 

Sliding doors 

0 c: Pull-up stoo1s 

13 Storage compartment 

0 Personal lamp 

@J Toilet 

@ @ Sink a Shower 
~..~.... 
i......i Pull-up storage locker 

LA Pull-up bench'segrnent 
y--: l-~j Pull-up folding chair - Bench 

Lockers 

H Clothes washer & dryer 

;z::lizl&, 
microwave wens, 
plus burned 

Virtual reality pod 

@ Mobile chair with 
magnetic lockdown 

3 Ladder (in drive units) 

Stasis pod 



C 6: Ships 

1 Trapdoor to airlock 
2 Sleep compartment 
3 Access corridor 
4 Storage locker 
5 Pull+ut table 
6 Refrigerator 
7 Cupboard 

with shelves 
8 Pull-up table 
9 Closet 

10 counter 

11 Laboratory 
equipment 
console 

12 Power nexus 
13 Galley 
14 Sickbay 
15 Laboratory 
16 Pull-up 

17 Mesdmeeting room 
18 Lockerroom 
19 Locking cell with bunk 
20 Locking brig exercise 

21 Brig guard p a t  
22 Audiwvisual console 
23 Gym with workout 

machines & 
aerobics mat 

24 Ice loader 
25 Fusion drive 
26 Airlock 
L7 Rotating and 

lifting platform 
L8 Descending 

ramp. 
opens down 
for aft exit 

convalescent bed 

room or holding cell 

T2 

1 - 1  I I I I I I I n n 1 I I IT1 I 1  r;l 
I I I I i t I I i I  I , , , , . . . . .  

D3 

**T3 has the same floor space as a C3 but is taller. All C3 equipment is  absent. 
Features unique to the T3 are shown in color. 

79 



Starship Modules  and Basic Lay.utS 

Combat lander 
A .  63-S5-C3-T13-03J66-012 62-S3-U-Tl23-D3J6&013 

a' . D1J2 orD1J22' 61-SILD1 

. .  
.. , 

Fighter 
~ 3 4 1 1 2 - 0 1 2 3  

Light cargo hauler 
61 -T1 -D2P 

. . , . . , . ... _ _  ". . .  



Chatrter 7: L-5 [Stargate) 
Seen from space, Stargate-the permanent 

,pace station positioned at L-5-resembles a 
:iant four-spoked wheel hovering above the 
Iarth. Exactly 10 kilometers in diameter, its outer 
'im is  sheathed in space rock to pr 
asteroids and other debris. UTRV 
several gunships for bigge 
rocks, as well as pirates, tepb 
aliens. Also on the rim are the 
panels which gather light an 
8he use of those who live within. Stargate has an 
artificial gravity comparable with Terra's due to 
the wheel's rotation. 

Ships dock in the center of the wheel where 
fhe spokes meet. Here, in the zero-gravity of the 
Hub, the ships are loaded and unloaded. Ferried 

one of the four elevators on the Hub's sides, 
0th cargo and passengers eventually head 
own one of the spokes toward the outer rim. 

The entirety of Stargate is protected by the 
tyan Shield, an electrical construct designed to 
leflect harmful space radiation and particles 
rom the station. The generator is located m the 
iub and spreads i ts field around the entire sta- 
ion. It is effective only against subatomic parti- 
les and wave energy; larger debris can pass 
hrough the field with little problem (Stargate has 
bther defenses for those; see below). Secondary 
:yan Shield generators located along the rim 
an power up and kick in  within a minute 
hould the main ganerator fail tor any rami 

The shell of rock on the outer rim extends 
approximately 70 meters. Immediately under 
his is a layer of foam sealant 30 meters thick, 
lesigned to protect against the possibility of 
arger space particles penetrating into the habit- 
ible section of Stargate and to seal the hole as 
pickly a5 possible i f  the unthinkable occurs. 

Spread through the sealant is an alarm sensor I 
which alerts technicians when breach h 
occurred. The sealant i s  effective for holes 
large as 10 meters in diameter and will hold the 
hole shut for five hours. In case the alarms fail to 
alert the administration, there are automatic i 
locks set in bulkheads around the station. A st,"- 
den drop in atmospheric pressure in one area 
will cause the doors to swing shut, preventing 
further air loss from the rest of Stargate. Unfortu- 
nately, this leaves the inhabitants of that section 
to fend for themselves until the hole can be 
mended. For this reason, most individual build- 
ings are fitted with airlocks which activate aut-- 
matically in an emergency. 

Above the sealant runs the sUbway. "ktrain 
traverses the entire station, making freqwfit 
stops for passengers. Whenever the subway 
passes into a different Zone, passengers unli- 
censed for travel in that Zone must debark and 
wait for the Express to come to the station. The 
Express stops only at the Embarkation/Debar& 
tion points in  each Zone, making a compk 
loop of Stargate evety 20 minutes. 

The subway stathm also allow a c a s  inio the 
ductwork of Stargare. Only licewed technicians 
have permission t~ travel the air ducts, and there 
are 3 guards posted at each station to deal with 
trouble and to ensure that no one with ulterior 
motives slips in. The service access tunnels run 
alongside and above the subway, branching out 
through Stargate. They are tall enough for a 180 
cm human, though they are only comfortable for 
one who is  either incredibly flexible or unnatu- 
rally skinny. The humid, cramped tunnels we not 
wen  protected by airlocks, except whew th 
abut the subway and accesses. 

50 meters above the subways is the "grou 
level." This i s  where the main populace of St, 
gate lives, works, and plays. The variety is typic 
of any city containing 100,000 people, though 
there are more rules imposed on what can and 
cannot be sold than on Terran cities. 

An interesting feature of the outer walls a 
ceiling along the edge of Stargate's resident 
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are the viewscreens installed there. Though 
are not actual windows, their images are 
lied by cameras mounted on the outer rim 
they provide the current visuals of the 
Id outside Stargate. Though this can prove 

disorienting to those who have never seen it 
before, the general populace of Stargate takes it 

cates who may enter that area and how freely 
they can move about while there. The numbers 
in the descriptions below are keyed to the maps 
on page 83. The letters at the bottom and top of 
each close-up map conform to their position on 
the circular map of Stargate. 

. '  

- 
for granted. 

The air above ground level extends 70 meters 
before it encounters the atmosphere containers, 
sheeting, and solar panels. Viewscreens placed 
here show the Hub of the wheel and the stafs 
beyond. If they wish, citizens can watch ships 
dock and take off or witness space-suited per- 
sonnel go about their duties in zero-(;. The 
sealant layer i s  about 20  meters thick here, 
secreted under a 10-meter wall of titanium, 
which in turn i s  hidden behind 10 meters of 
ceramic shielding. 

in m a t e  
The horizon of Stargate is exactly opposite 

that of Terra and can be extremely disorienting. 
The floor curves up instead of down, and the 
horizon is caused by the ceiling rather than the 
floor or ground. Fortunately for those who might 
let this affect them, the frequent bulkheads and 
airlocks prevent exposure of too much of this 
curvature. 

There i s  neither day nor night on Stargate. 
There are therefore three artificially imposed 
cycles to regulate the schedules of citizens. Each 
cycle i s  exactly 8 hours long, making a 24-hour 
day, of which there are seven a week. The days 
are measured in military time (e.g., E am is 0800 
hours while 8 pm is  2000 hours) but are other- 
wise undifferentiated. 

Because there is a constant demand for busi- 
ness, nothing on Stargate ever closes. Whether 
you're lodting for a bar, a restaurant, a casino, or 
a shop, any establishment you find will be open. 

What follows is a description of the five Zones 
that comprise Stargate. The subheading labelled 
"Access" at the beginning of each section indi- 

A-E. Civilian Area 
Access: Anyone can travel through the _.....".. 
Area, and it i s  here that the bulk of Stargate's 
human population can be found. 
1. Businesses: This is the money hub of Starg; 
located conveniently close to the Administration 
Area (24). Nearly a l l  the businesses on Star- 
gate-be they concerned with money, entertain- 
ment, or power-have at least some reoresenta- 
tion in this section 

If the player chaloLLslJ aoc ~ I I U W C U  away WIEI  

the UTRPF Base, they can find any legitimate 
service they might want in this section, though 
the price might be more than they can afford. 
Banks, shops, and offices offering servic 
kinds flourish here. 
2. Housing: The housing here is mostly for tech- 
nicians, factory laborers, office workers, shop- 
keepers, and their families. It divides into slightly 
drab and dingy areas for the lower-incomk earn- 
ers and stylish ones for their more wealthy coun- 
terparts. Most of the homes are rental units in 
housing complexes 10-stories or more in height 
with four 3-bedroom apartments per floor. 

There are a few small parks here for the ust 
the populace which help lessen the feeling of 
being closed in. They are very ---.ilar a " A  
always have some visitors. 

Occasionally, street gangs pop up to "protect" 
their territory. They are tolerated until they start 
indulging in criminal activity or begin harassing 
honest citizens. 
3. Colonists: The Colonists' area is  a featureless 
environment of row after row of houses. The 
mess hall located near the elevator shaft dishes 
out relatively tasteless institutional faod. Every 
aspect of this area suggests that it is a temporary 
home, one that has been used countless times by 

82 
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countless families and endured through it all. 
Most colonists are glad to leave this place 
behind them, no matter how inhospitable the 
world to which they travel. 
4. EntertainmenVBlack Market: This area con- 
tains music, theaters, 3-D entertainment, res,tau 
rants, casinos, and a thriving black market. Thc 
easily located entertainment is as exciting as one 
could ask for this side of New Orleans and about 
as affordable. The black market can provide 
nearly any illegal service one could ask, but for a 
price far beyond what it would cost on Terra. 
Since it i s  quite difficult to smuggle items in 
Stargate, affording these services is difficult 
the “monetarily challenged.” Many, however, 
find the service rendered well worth the price. 
5. Resort Area: The fabulously,wealthy of Terra 
are always lodting for new and exotic places to 
visit. One of Stargate’s primary sources of rev- 
enue is the resort sea, which, for an astonish- 
ingly high price, will provide the wealthy with 
any entertainment they desire amid a setting of 
trees, lakes, lodgehouses, and the vastness of 
space. The viewscreens normally found spaced 
about every 10 meters apart elsewhere in Star- 
gate cover the entue wall of the resort area, giv- 
ing tourists the feeling that outer space is simply 
a sheet of plastic away, instead of about 100 
meters. Everything else in the resort i s  authentic; 
nothing less than the best for these folk. 

B-C. The Facilities 
Access: Only the technicians who work hert 
and ranki,ng bureaucrats can dlsembark i.n the 
Facilities. Since the Facilities are responsible for 
maimainmg life on Stargate, UTRPF, guards stand 
watch at all stations to ensure that only autho- 
rized folk enter this area. The Facili 
notable for the fact that one can 
more than 10 meters before having to duck, 
twist, or otherwise avoid some of the pipes that 
go everywhere. None are allowed into this Zone 
without a vacuum suit. 
6. Preliminary Airlock: This airlock allows work- 
ers to disembark and suit up before entering 

their respective areas. Also, given the sheer vol- 
ume of external airlocks located in the Facilities 
Zone, this area acts as a kind of insurance to 
keep blow-outs in this Zone from affecting the 
rest of the Station. 
7. Reclamatories/Recyclingi This area is an envi- 
ronmentalist’s dream. Every bit of waste pro- 
duced by the inhabitants of the station i s  returned 
here, where it i s  broken down for fertilizer, 
recombined, or refined into another product. 
Nothing on Stargate i s  wasted, whether air, 
water, or solids; everything finds its way into use 
again, one way or another. 

The main room, dotted L, _ _  . .., . - 
sponsible for recycling all the organic waste pro- 
duced on Stargate. Solid waste i s  shunted toone 
section, liquid waste to anqther. The sec 
rooms deal with the reclamition of non- 
refuse. ’ 
7a. Main Service Access: This hatch allows 
workers to descend into the bowels of Stargate 
to see where the problems may lurk. Since mal- 
functions in these systems threaten 
everyone on Starga 
watching for any p 
7b. Main Hatch T 
inner ring of Stargate, the Hatch sees a constant 

rsonnel in vacuum suits. From 
cross the station, to deal with 

whatever task they have been assigned. 
7c. Air‘ Reclamation: This room filters the air for 
the entire station. In case of breakdown, there is 

d in the main room of 7, 
to use only once in a l l  

use again. 
7e. ConWl koom: ine xouoie ooara for xar- 
gate i s  here, the nerve nexus of the entire station. 
All of the atarms located throughout the depths 
of the station are wired into this room, so that 
trained professionals can immediately pinpoint a 

RA 
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problem and deal with i t  before it spreads. All 
the walls of this area are covered with informa- 
tion panels-blinking lighrs, detailed maps of 
sections of Stargate, and a vast array of buttons 
controlling most of the station’s systems. 
8. Cargo Bay: This heavily-guarded awa i s  the 
repository for all material that comes from or 
goes to the ships docking at the Hub. Whether it 
is food and supplies for colonists or heavy ore 
from one of the mining outposts, this is where it 
is  temporarily warehoused while awaiting 
inspection and loading. 
9. Factories: Almost all the non-organi 
manufactured on Stargate are made in this foul- 
smelling and gringy (but highly efficient) area. 
By-products and industrial wastes are returned 
to area 7 for recycling. 
10. Foodrwator: Responsible for producing food 
for the entirety of Stargate (excluding the resort, 
which has fresh deiicacies flown in daily from 
Earth), the technicians here get most of their raw 
material from area 7. Although most of the food 
produced here has the tired taste of reconstituted 
rations, it i s  highly nourishing. Food i s  also 
freeze-packed and dehydrated here for long- 
term. storage. 
11. Laboratories: These are 
facilities for the scientists 
They are required to use this area for their more 
dangerous experiments, as it is shielded from the 
rest of the station. This entire area is  kept anti- 
septically clean. 
l Z . ~ r a ~ : T h j s i s t h e g a r a ~ # f a r t h e  heavymov- 
ing equipment used both outside and inside the 
Facilities. All vehicles must be checked out at 
the beginning of each shift and returned at the 
end of the same shift. 

C-D. UTRPF Zone 
Access: Only the military, or those with an 
authorized military escort, can travel through the 
UTRPF Zone. The few exceptions inv04ve high 
officials of United Terra. Five synners guard each 
station to ensure that this rule is strictly enforced. 
13. Training Area: A region this big is  ideal for 

I 

training exercises involving endurance and 
stealth. Though the training weapons and vehi- 
cles cause no damage to their targets, they make 
for a serious scare. This is the area for general 
warfare training; there are more specialized 
zones further along the ring. 
14. P X  The general store/bar/mess hall of the 
UTRPF Zone, the PX is  a favorite hangout of off+ 
duty synners. Nowhere else can they expect t 
find relaxation and general acceptance for the 
synthetic nature. They can also get drinks, bup 
extra food, and perhaps find some lucky c h a q  
for their next mission. 
15. The Rookery: These barracks are the home 
of newly created synners, who are kept in differ- 
ent dormitories from their more-experienced 
brethern until their training i s  complefe. These 
dormitories, like the colonists’ h o w  in area 3, 
are only temporary quarters completely lacking 
in character. 
16. Training Area: Though only about one kilo- 
meter square, this is  the most intense training 
grounds UTRPF could devise. The terrain and 
climate in this room can be shifted to simulab 
conditions an other planets. Unfortunately, it is 
almost never as brutal as the real thing. 
17. Vacuum Training Prep Area: Numerous vac- 
uum suits and mock weapons are stored here. 
UTRPF recruits suit up here before they exit on8 
the ring of Stargate to practice combat in low-C 
18. Barracks: This large area is  home to thl 
experienced synners and a favorite hangout fo. 
off-duty UTRPFers. The buildings are divided by 
daytime duty cycle; those on the first cycle (from 
0000 to 0800 hours) sleep in different barracks 
than those on cycle 2 (0800 to 1600 hours) or 
cycle 3 (1 600 to 2400 hours). Each barrack has 
i ts  own character and a tradition of friendb 
rivalry between different barracks exists. 
19. Military Administration: The administration 
area is  designed to keep a close watch over the 
synners stationed on Stargate. It i s  situated 
between the human and synthetic personnel tq 
minimizecontact between the two; the only 
humans synners see on a regular basis are their 



mmediate superiors. The area .Es functional and 
lean; like everything in the military, it has no 

more frills than necessary. The stockade i s  
located here, as well as the offices of the human 
commanding officers. : 

19a. Armory: All heavy-duty weaponry and 
ammunition i s  kept in this area adjoining the 
Administration area. They are kept securely 
guarded by human personnel to keep the syn- 
ners from staging an  effective mutiny:Weaph 
must be checked out of here before a mission, 
and they will'only be released to those auth'o- 
rized to use them. Synners trying to obtain 
weapons illegally are rranqu'ilized and sent to 
the stockade for court-martial. 

D-A. Adminktdion&search 
Access: Theoretically, anyone'can travel through 
the Adminktration&search Zone. Hwv&er, no 
one is allowed to enter a build 
cia1 m i t  or very good was0 
gate kdmmtstration area '(24)'are citizens really 
free to'come and go zs they wish. 
20. Hwaan Mifitarg Hausing Here is where 
UTRPF's human officers l'ivewhen off-duty; it,&, 
naturally, a nicer area .in which to live than the 
barracks afforded. ?e thr; synkrs. This area his 

the amenities given to the synths (PX, mess 
I, etc.). If the personnel.' here desire to train 

ide the synners, they can travel to the vari- 
s in.the-other areas. 
M o p m e n f :  Both UTRPF 

and private impanies pursue various types of 
research here, ranging ffom d a p o n  develop- 
ment to aerod3. Each laboPato?y has.a com- 
pound that'covers at kart 1 
rrnd its own hired guards to 
outside. 
22. Admin/Researck Housing: Though their 
assistants live'in area 2, 
and the highest-ranking bureaucrats.of Stargate 
make their homes in this pmh area. Though the 
apartments are stibl stacked in buildings of 10 
stories, there is but one apartment per floor. The, 
ordinary folk of Stargate are discouraged from 

coming to this area to prevent them from grc 
ing jealous of those who enjoy such luxury. 
23. Colonial Offices: This area, located con 
niently near the elevator, is home to the colonial 
offices of United Terra. Any colonists with ques- 
tions, requests, or problems may come to this 
area seeking assistance. The offices here are also 
responsible for coordinating reports from the 
various colonies, administrating and allocating 
colonists, and planning further expeditions. They 
have worked very closely with UTRPF since the 
trouble with the "bugs" began. 
24. Stargate Administration: This is, in effect, 
the City Hall of Stargate. Officials here deal with 
the problems of the residents, plan further addi- 
tions and improvements to the station, adminis- 
ter the Public Works, and oversee the daily 
running of the station. There i s  a trouble-board 
here identical to that found in the Facilities (area 
7e). 

E. Launching Area (Hub) 
Access: Everyone on Stargate L I ~ Y C I J  L I I W U ~ U I  LIIC 

Launching Area at some time or another; the 
number of people who constantly return is far 
smaller. Only technicians trained to dock ships 
and unload cargo can come and go through the 
Hub without question. Because of the scientific 
experiments being conducted here, scientists 
with legitimate reasons for being in the Hub are 
also allowed through security upon presentation 
of proper credentials. 

Besides being the IandingAaunchinghefu 
inghefitting area, some research is also con- 
ducted in labs located in those areas of the Hub 
furthest from the docking facilities. It is, scientists 
claim, an ideal area in which to study the effects 
of zero-(;. With the blessing of UT, they have a 
sizeable area in which to run their experiments. 
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R u n n i n g  the BUGHUNTERS'" Game 
Just as players must be 

role of UTRPF troopers in order to play them 
&ively, GMs mvsZ be able to relate to the 
game worM if fkey are to run i t  effectively. It is 
tk purpose of fhis c h a w ,  then, to familiarize 
you with the secret5 lurking behind the scenes of 
the BUCHUNTERS" milieu. Along the way, 
we'll discuss some tricks of the CM'S-trade a d  
girrpgzdelines for suck thin@ as 
rience points. 

N e  that while ploi elements aie covered in 
this chapter, the basks d designing adventures 
and running MPCs areuweec+in their respec- 
tive ch&p$m, rather tban here. 

A Friendly Warning: Players should read no 
further in this book. learning the secrets here 
and in the following chapters prematurely will 
only rob yofl of the fun of discovering them dur- 
ing play. Ifyeu mostread them, at least be a seri- 
ous enough role-player to pretend you do  not 
know them while playing your character. 

who, ultimately, feeds the worm. And even 
the pacifist v-riu, rnufders the lettuce." 

ityS first std4ar exphxers psychologically f m  the 
s k ,  inimical hostiiity of space and the worlds 
amundoher stars. l f ~  jwrneyidg tothe stars, 
humans ae teaming &at c izing alien ptan- 
e% involves much more than simp 
terms with rugged new envirorlnie 
things lurking out there, murderou4y hatefui 

creatures that delight in slaughter arrd that kill in 
the most hideous, senselessly auel ways. 

What hutnatk don't understand is why extra- 
solar space is proving to be YI unnturally .hos- 
tile. But it's something that you, as GM, nedrht6: 
know in order to run a BUCHUNTERS cam- 
paign. 

game is that there has been for untotd ages a bit- 
ter battle being fought among the stars-& 
Ancienfs' War. The two primary alien race$ 
involved (collectively called the 14ntiet%) have, 
fromrime to time, conscripted &e 
into the fight, most of whom are n 
extinct. After millennia of strife, the Ancients 
have batt.led their way to a virtual stalemate. 
Now the fe'w remaining Anci&s of eirher m e  
are holed up in a handful of highly secret, heavily 

The "backdrop" premise ofthe BUGHUN 

moves is considered a fair target. 

petual mystery to them. Their fi 
be to stablize a rapidly d e r i o  
rescuikg colonists from mur&mus' 
protecting worlds from furtlier attack. 

the threat to humanity, not just though mil)eny 
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action but also by advancing human knowledge 
of the situation. 

Of course, maintaining those themes requires 
some finesse upon the CM's part. Without that 
expertise, a BUGHUNTERS" campaign can 
devolve into little more than an endless string of 
zombats. And while combat is a central element 
of the game, without the inclusion of storytelling 
elements you might just as well be playing a 
mrdgame. But with a bit of care, you can guide 
{our campaign to become a gripping drama of 
ascinating characters battling frightening odds, 
and overcoming them. The raw material is there, 
n the player characters and their: individual his- 
uries. k t  merely requires the right atmosphere to 
.et it bloom. let's consider some specific topics 
involved in maintaining that atmosphere. 

Remember that we earlier characterized 
3UGHUNTERS campaigns as a blend of action 
md horror. Maintaining a truly effective action 
heme is primarily a matter of pacing. We've all 

ard in high school literature classes that a plot 
s rising action, leading to a climax, and then a 
of winding down (denoument), That's not a 

ode1 to work from in our discussion. 
course, in a novel, the pacing of a plot i s  

ly in the author's hands. Role-playing games, 
cause they involve several participants rather 
an one, are not quite so easy to handle. If the 
M takes too firm a hand in a plot's develop- 

, the players begin to feel they have no 
e in things as they are led by the nose from 

ene to scene. But if the GM simply lets the 
ayers proceed at their own pace without any 

uidance, the game can meander aimlessly, 
ding past the most significant story elements 

and dragging during the dullest ones as the play- 
ers rush obliviously through important scenes, 
plod through false starts, and so on. 

Pacing i s  the CM's key to solving this 
dilemma. With it, CMs can leave their players 
freedom, yet maintain a satisfactory sense of 

drama. What we mean by this i s  that as CM, you 
are, in effect, in control of the flow of time. If the 
PCs are involved in a critically dramatic moment, 
make it last: give the players dramatic detail and 
convey the significance of the moment to them 
by your voice and expression. On the other 
hand, if.the PCs are involved in a relatively 
insignificant event, you can speed the hands of 
the clock by keeping description to a minimum. 

For example, in BUGHUNTERS adventures 
there's no need to describe in detail each day of 
a three-month hyperspace journey, but you defi- 
nitely should devote detail to the sights, sounds, 
and smells of a battle. As a guide, ask yourself 
which of those things would get the most 
description in a novel. You can apply this ques- 
tion just as well to encounters. Obviously, most 
novels would not spend as much attention on 
the clerk who handles the protagonists' launch 
papers or even on the general who assigned 
them a mission as on the hospitalized colonist 
who barely survived an alien attack and i s  
describing it to the heroes. 

So let the level of detail and the intensity 
which you convey it be your means of contro 
ling drama, without arm-twisting your PCs into 
specific line of action. 

Mood 
The horror of the BUCHUNTERS setting 

makes the moments of high action even more 
satisfying and dramatic, giving the PC heroes a 
heartfelt reason for battling while heightening 
the fulfil lment they feel in  defeating their 
hideous enemies. In other words, the horror in a 
plot's rising action makes the sense of relie 
the climax all the more satisfying. 

But horror i s  a rather tricky emotion to c 
vey, and it becomes an even more difficu 
proposition when matched with the need for 
heroism. Let's take a moment to consider why 
this is  so. But in preparation, we must first dis- 
cuss a related issue of the CM's multiple, some- 
times conflicting, roles. 
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A CM's Roles: In board games, rules are writ- 
n to cover a limited set of scenario parameters. 

Consequently, they can be quite cut-and-dried, 
and players can look to them as law. Neverthe- 
less, referees are uniformly called for in boad 
game tournament play to sewe as dispassionate 
arbiters of any disputes as to the meaning of 
those rules. 

often been cast in the same light, 
arbiters of the game rules during co 
versus enemy WCs. &It a number of prob 
arise concerning this model. 

For me thing, because a d e -  
covers an incredibly wider set 
than does a boad game, its rules 
sity, more like a framework giving precedents 
and examples. GMs are called upon not just to 
interpret rules but to extrapolate.frorn them. This 
point is especially significant when other differ- 
ences of approach-such as a CM's job as story 
director-are considered, because that extrapo- 
lation is colored by such things. 

For another, it isn't really fair to consider a 
GM as an impartial arbiter of conflicts between 
PCs and NKs. In playing the rale of NPCs, the 
GM becomes one of the participants in the con- 
flict, and an arbiter must be, virtually by defini- 
tion, a disinterested thirdprty. 

This is further complicated by the fact tha 
creating adwntures for the PCs to participate in, 
the GM becomes something of a gam 
Therefore, when the adventure i 
played, the CM may discover that it is less th+n 
adequately balanced-that .the PCs are either 
having too easy a time of things (resutting in 
player boredom) or too difficult a time (resulting 
in player frustration)-and that sqme u)Tt of 
the-spot design change is  required, 

Add to all this a robplaying CM's desire for 
drama and the necessity to intewene to insure 
satisfactory pacing, and the image of CM as 
rules arbiter first and foremost bqgins to come to 
pieces. A different mpdel-one of players as 
actors and GM as directm-becomes more use 

Historically, role-playing game 

isolated, with small populations, andbeleagwed 
by enormous threats. You should take a few 
moments to build this tone,whenever your PCs 
travel, describingto them thehollow kound of 
their ship's halls, the cramped quarters, ad the 
utter silence between the stars. Even qn Earth the 
PCs are effectively isolated by:thsmistr 
and anger normal humans dewonstrat 
them as clones. 

sense of mystery. Th.is is why tn 
wil l  requi,re tke PCs to figure,. 

Another important element oihorror is 

tend to hawhigh Psych 
Utes, g iv ingtkm agood chance i$.wrprisi% 
the-PCs and allowing them to close 
i;n combat. Don% let the Pcs have.ti 
register a mop+ter's ,appearance; rahr,  giiv-e the 
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players a rushed description of the most danger- 
ous-looking features, focusing on dramatic 
effect ("It's roughly human-sized, black and 
shiny-wet, with spiky shoulders, wicked claws, 
and a mouthful of glistening fangs at least 20 
cm long, and it's running right at you!"). If you 
describe creatures in too much detail, they have 
a tendency to become mundane and lose their 
horrific mystique. 

Note that this once again returns us to the 
issue of pacing. You must choose when to give 
long, moody descripthns and when to switch to 
short, rushed, hectic glimpses. Through a judi- 
cious blend of suspense and crises, you can 
keep players alert and apprehensive, continually 
on edge about what will happen next. 

Of course, players who care about their char- 
acters wi l l  feel a certain amount of anxiety 
whenever those characters are in a dangerous 
situation. Dramatic CMs have an edge on this 
issue, because they convey atmosphere in such 
a way as to make their players feel quite close to 

the scene. On the other hand, such CMs tend to 
avoid kil l ing PCs when possible, under the 
premises that a) protagonists ought to survive 
their own stories and b) players grow close to 
their characters given time but remain distant 
from them if they die off rapidly. Players in such 
campaigns may as a result subconsciously come 
to think of their characters as immune to real 
peril. 

The easiest way to convince such player 
their PCs' mortality i s  to let a PC or two die early 
in the campaign. And since there's no point in 
lettinga PC die undramatically, your golden rule 
should be whenever you have to kill off a PC, do 
so brutally, for the shock effect. The first time a 
situation arises in which the PCs are horribly 
outclassed and forced to beat a disorganized 
retreat, one or two of them should be caught and 
slaughtered while the rest are getting away. 

For example, imagine that your PCs are in a 
swamp, battling a horde of incredibly fast crea- 
tures something like meter-tall, carnivorous, rep- 
tilian monkeys. Their luck with combat rolls has 
not been good, and they're almost out of ammu- 
nition. You realize that the entire party i s  in 
immediate danger of being wiped out, so you 
decide to have the bugs swarm the nearest one, 
allowing the other PCs to escape. The unlucky 
victim's death should be conveyed in a few, 
carefully chosen details: the bloody muzzles of 
the "monkeys" as they tear loose chunks of flesh, 
the gurgling cries of the victim, who is  drowning 
while being torn apart. When the surviving PCs 
later return with reinforcements and heavier 
weaponry to slaughter the creatures, the final 
battle wil l be a l l  the more dramatic for them 
because it gives them a chance to avenge their 
friend. Once you've proved your willingness to 
kill PCs, your players won't casually assume that 
their PCs are safe in your hands and will work 
harder to have their PCs survive. 

sense of permanent loss. Killing NPCs that the 
PCs have grown close to and come to depend on 
is an excellent way of invoking this sense of loss, 

Another important element of horror 
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and thereby giving the PCs a solid reason for bat- 
tling the alien invaders. Similarly, taking away 
part of the PCs' "roots" by having them see their 
donors killed in a nasty incursion of bugs on 
Earth or the PCs' homes on Stargate wrecked by 
a runaway bug adds the very powerful motive of 
revenge to a BUGHUNTERS" campaign, giving 
the characters a personal stake in the war. 

Killing NPCs can be useful in another way as 
well. You can use it as a sort of "countdown to 
doom" for the PCs. That is, you can surround the 
PCs with NPCs, then have the bugs kill off those 
NPCs one by one. Soon "ten little Indians" para- 
noia should set in: as the body count rises, the 
pool of potential victims becomes ever smaller. 
Suspense will mount among the players as death 
meeps ever closer to their characters. Even in all- 
out combats, NPCs should be the first to fall as a 
general rule. From the standpoint of creating fic- 
tion, targeting the minor characters (NPCs) first is 
a legitimate tactic, thereby establishing the 
deadliness of the adventure milieu whrle saving 
the main characters (the PCs) for the climax. 
Even if your players realize that you are giving 
their characters preferential treatment, the tactic 
works nicely, particularly if you time things well. 
That is, if the players realize that they are only 
halfway through the adventure and already all 
but one or two of the NPCs are dead, they will 
definitely begin to worry. 

Once again, pacing becomes important. For 
an NPC's death to upset the players, the PCs 
must have come to care about that person. That 
means the GM has to have taken the time to 
role-play that character in such a way that the 
PCs will genuinely miss having the NPC around. 
For relatively helpless NPCs such as children, 
the time will be less, because care for them is  
sort of "hardwired" into us as humans; adult 
NPCs will take a bit more work. Remember, too, 
that an element of horror is surprise. Players will 
quickly come to recognize bugfodder and refuse 
to invest any emotion in an NPC who was obvi- 
ously created just to be killed off. As a GM, don't 
wly on one particular trick too often; keep your 

players off-balance. 
You should be aware, however, that too much 

horror can sometimes be worse than not enough. 
Humans aren't constructed to maintain intense 
emotions for long periods of time. Eventually, 
they become jaded to even the worst horrors ii 
they are piled on too thick (Shakespeare' 
Andronicus serves as a good demonstra 
this, at least for modern audiences). If NPCs 
dropping like flies and monsters are jumpi 
the PCs from every dark corner, your pla 
may overload and begin treating the adve 
as slapstick comedy. Suspense requires hig 
and lows, so remember to interweave scenes of 
relative quiet to throw the shocks into relief. 

Finally, keep firmly in mind that the purpose 
of the horror in BUGHUNTERS adventures is 
largely to heighten the sense of heroism when 
the horrific i s  overcome. Again, this requires a 
deft touch on the GM's part: too much horror 
and the players feel overwhelmed, morezvictim- 
ized than heroic; too little horror, and'adven- 
tures become colorless beast hunts. You should 
work to pace things so that the PCs are thor- 
oughly horrified for a time, then heroically over- 
come their enemy. 

PC Rewards 
After an adventure's climax comes a time in 

which the PCs reap the rewards of their labors. 
Those rewards come in a number of different 
shapes. 

Experience 
One result of adventuring is, of cow-_, 

gaining of experience, represented in  the 
AMAZING ENGINETM system as experience 
points. The System Guide and page 27 of this 
book explain how those points may be spent; we 
explain here how they are to be awarded to PCs 
in the BUGHUNTERS game. Primarily, experi- 
ence points represent character growth, mainly 
through successes but also, to a lesser degree, by 

9 



lures. Experience paints also reward (and thus 
courage) good role-playing. 
The exact number of experience points to be 
arded to an individual is subject to the CM’s 
retion, as is the appropriate moment for the 

award. As a general rule, however, it i s  sug- 
gested that awards be given at the end of each . 
session of play, for several reasons: 1) to repre- 
sent the fact that characters benefit from their 
attempts even in the midst of trial; 2) to prevent 
praiseworthy events from being forgotten over 
the course of a multi-session adventure; and 3) 
to provide a summary of events for the individ- 
ual session, giving that session identity as an 
episode in the ongoing adventure. 

In terms of number of points to be awarded 
ier session, CMs can award each plaver one to 
.ive points for each item listed below. 

Experience Awards 
Level of Threat: The CM should decide just 

how serious a threat the PC’s enemies were 
this session, on a scale of 1 to 5, and award 
each PC that number of points. This bonus 
may be doubled for an adventure’s climax. 

Level of Success: The group’s performance 
should be judged as a whole, again on a 
scale of 1 (worst) to 5 (best), and each PC 
should receive that number of points. This 
bonus may be doubled for the climactic 
episode in an adventure. 

Quali?y of  Role-playing: Everyone gets 1 
point if they at least tried to play their role. 
Above-average performances gain 2 or 3, and 
a remarkable performance garners 4 or 5. 

PC’s Usefulness to the Group: Unreason- 
ably uncooperative characters should receive 
no paints at all, while those who were along 
for the ride receive a single point. Useful 
characters should receive 2 or 3 points, and 
anyone who “saved the day” receives 4 or 5. 

Entertainment Everyone who participated 
should receive 1 point. Those who did a 
memorable event should receive 2 or 3. Any- 

one who made the whole group break out 
cheering or laughing should receive 4 or 5 .  
CMs are encouraged to solicit their players’ 
opinions of events in this category. 

Note that this award system is rather gener- 
ous. This is to ensure that PCs have a continual 
supply of experience points to spend as die roll 
modifiers during play to improve their chances 
to survive. GMs can encourage this by occasipn- 
ally making comments such as, ”You really need 
to make this shot. You might want to spend a few 
experience points.” 

Illusory Experience: UTRPF’s mental record- 
ing equipment enables PCs to experience ”vir- 
tual reality” training missions. However, make 
sure that players keep any points earned on such 
missions separate from their normal total, as 
these temporary points can only be used to mod- 
ify die rolls, and that only during the subsequent 
real mission. At the end of that real mission, any 
remaining experience points gained from the dry 
run are lost. 

Other Rewards 
Experience isn’t the only reward for adven- 

tures, of course. There are also emotional bene- 
fits such as the satisfaction of a job well done, 
the heartfelt thanks of those who have been 
aided by the PCs’ efforts, military hanors, pro- 
motion, even extra equipment! 

As a CM, you are encouraged to play up the 
emotional rewards. Take a moment to describe 
the young parents throwing their arms around 
the PCs and thanking them profusely for saving 
their children’s lives, the warm salute and hand- 
shake they receive from their superior officer 
during an awards ceremony back at Stargate, the 
hearty pat on the back and round of drinks from 
other synners. These can be great moments for 
you to establish emotional ties with NPCs that 
you can endanger in later adventures. 

As to medals, ribbons, and other such military 
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awards, these have no firm game effect-unless 
as GM you choose to assign them rank point 
bonuses4ut they are wonderful role-playing 
devices. You should be rather stingy with most of 
them, especially the higher awards, giving them 
out only to reflect truly unusual achievement 
during a mission. With these things in mind, 
rather than give an exhaustive listing of awards, 
we provide a list of modern examples to serve as 
a guideline to the GM's creation of others. 

Sample Awards 
Letter of Commendation: Given for merito- 

rious service, though of a minor sort. The 
higher the rank of the officer signing the let- 
ter, the more prestigious the award. 1 point 
per letter. 

Purple Heart Given to anyone wounded in 
action. Given the dangers synners routinely 
face, most of them gain this award early in 
their careers (those that survive, at any rate). 
2 points. 

Commendation Medal: Given for achieve- 
ment commended in  writing by a Senior 
Grade officer; always accompanied by a Let- 
ter of Commendation. 2 points. 

Meritorious Service Medal: Given for out- 
standing achievement, whether in combat or 
not. 3 points. 

Service Medal: Given for marked valor in 
combat. 4 points. 

Silver Star: Given for meritorious service, 
greater than that receiving a Meritorious Ser- 
vice Medal. 4 points. 

Distinguished Service Medal: Given for 
even more notably meritorious service. 6 
points. 

DistinguishedService Cross: Given for out- 
standing bravery in combat. 8 points. 

Medal of  Honor: Given for excepfional 
heroism, usually in battle, but occasionally 
for non-combat gallantry. 10 points. 

As for equipment, your PCs may decide to 
collect abandoned weapons and the like along 

I!, - I,, 
the course of an adventure. Rememw, h&ev&, 
that the use of those things is su$ect ta \ib& 

Other Issues 
Having covered the essentials of running 

BUGHUNTERS" adventures, let's tie things up 
by considering a few more specialized topics. 

Adapting to Individual 
PC Groups 

A lot of leeway has been given to the players 
in  terms of what types of characters they may 
play. Unfortunately, this may mean that you end 
up with a group of PCs who are missing an 
important type of personnel. 

If the group is  long on aerospace PCs, includ- 
ing essential personnel such as pilots, but short 
on marines, this needn't be a real problem: the 
aerospace PCs will just have to fill in as ground 
combat troops. This serves as an excellent 
rationale for getting them out of the ship when 
an adventure moves planet-side. You needn't 
assign any NPCs to the crew if  you'd rather not. 

On the other hand, if the group i s  long on 
marines but short on aerospace personnel, they 
may be missing essential crewmembers needed 
for their ship to reach their destination, such as a 
pilot or engineer. Again, this isn't a terrible prob- 
lem, as you can assign them NPCs for such posi- 
tions and create a temporary UTRPF injunction 
that those persons remain with the ship at all 
times. As a matter of fact, making such NPCs 
weak in combat skills gives the PCs yet another 
thing to worry about: they have to protect them 
if they ever want to get the ship back to Stargate. 

On a different note, remember that what 
equipment UTRPF assigns for a mission i s  
entirely up to you as GM. Whenever they assign 
a new mission, they assign equipment for that 
mission, and you should judge such things based 
upon how it will affect the unfolding story. 



Besides using this to help balance adventures, 
you can use it a5 another way of making the play- 
ers anxious. That is, if they receive little equip- 
ment, they’ll worry that they are going to be 
outclassed; if they receive lots and lots, they’ll 
have to wonder what type of enemy could be so 
terrible as to require such an outfitting. 

Also in your control is the question of how 
stringently UTRPF inspects what personal equip- 
ment the PCs carry on board. UTRPF may per- 
form a surprise inspection of quarters at any 
time, and they may have objections to synners 
even possessing certain items, let alone taking 
them along on official missions. 

In deciding such things for each mission, let 
play balance be your primary guide, but temper 
your decision with the realization that part of the 
fun of role-playing is the accumulation of gear, 
and that players like to have their PCs use what 
they own, especially if it is unusual. Also, the 
higher the PES’ rank, and the more successful 
missions they have completed, the more lenien 

RPF i s  likely to be. Nevertheless, even the 
hest-ranking personnel are subject to military 
ers. Of course, you can barter with the play- 

ers a bit, agreeing to let them take a particular 
item if another i s  left behind. Or you can declare 
a size guideline (no unauthorized longarms on a 
particular mission, for example, although per- 
sonal pistols might be allowed). 

To Fudge, or Not to Fudge 
Inevitably during play, the situation will arise 

where the PCs suddenly find the odds turn over- 
whelmingly against them because of bad 
rolls. In such cases, there is  a temptation for the 
CM to correct things by “fudging” die rolls-Le., 
rolling in secret, then changing the result gener- 
ated to something more beneficial for the players. 

We recommend against this, because unce 
players catch on (and they will) they may begin 
to feel more like observers than full participants. 
For the same reason, we recommend against 
sending along powerful NPCs to shepherd the 
PCs through difficult adventures; it just isn’t fun 
to watch the CM play both sides of a conflict. 

Instead, we recommend that you stretch your 
imagination to change the odds during a lop- 
sided battle. Sometimes it i s  as simple as having 
an enemy switch to attacking a different PC, thus 
spreading the damage around. At others, it may 
mean having a new combattant enter the fray- 
perhaps a previously terrified NPC, a native 
predator, or even synner reinforcements-to pro- 
vide a distraction, a pool of new hit points, and a 
chance for the PCs to regroup andlor get in a 
couple of extra hits. 

If you handle such episodes deftly, your play- 
ers will never know that you didn’t have things 
planned that way from the start, and you’ll have 
solved the problem without fudging a single roll. 
Take a little extra time when designing an adven- 
ture to include a back-up plan for each poten- 
tially disastrous combat; it‘s a much more 
satisfying way of changing the odds for everyone 
concerned. 
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Ghapter 8: 
Nonplayer Characters - Y  R 

A glance through this chapter wil l readily 
reveal that the title i s  somewhat misleading, that 
most of the creatures included are aliens of one 
sort or another, and that not all of them can 
properly be called “characters.” There is a good 
reason for this deception: it is to help maintain 
in players initially a fiction of normalcy in the 
universe. Allow us to explain. 

Because the game is set at the very beginning 
of humanity’s exploration of the stars, the race 
has no idea of the threats that it i s  soon to face. 
Players should think of their characters as 
approaching a vast unknown. Initially, the PCs 
are sent to find out why contact i s  being lost with 
Earth’s colonies and outpost worlds. Al l  they 
know is that there‘s something out there, and 
that whatever it i s  has wiped out three of human- 
ity’s six colonies outside the Solar System in the 
last seven years. It i s  only over the course of time 
that they begin to piece together exactly what is 
happening, and why. 

With this in mind, the title “Nonplayer Char- 
acters” seems much more innocuous than 
“Aliens and Monsters,” for example. It is a subtle 
point, but a valid one, and it helps protect for the 
GM a sense of mystery among the players. 

A significant part of GMing any role-playing 
game involves convincingly playing the roles of 
all the NPCs your players’ characters will meet 
in the course of their adventures. How you play 
those NPCs wi l l  largely determine how your 
players play their own characters. Sketchy NPCs 
that are little more than props wil l lead your 
players to treat the adventure campaign lightly. 
But i f  your NPCs seem like real people, with 
motivations and histories of their own, your 
players will respond in kind, identifying strongly 
with their own characters and buying into the 
fictive universe you jointly create. 

Playing convincing NPCs is  actually not that 
difficult a task. Primarily, it is a matter of reacting 
to the PCs from an understanding of each NPC’s 

personal motivations-not necessarily your moti- 
vations as GM. That is, as GM, you may plan to 
use a particular NPC-let’s say a panicked penal 
colonist named Dwight-to give the PCs a bit of 
foreknowledge about a deadly alien creature that 
i s  headed their way. Your GM motivation is  to 
give them information. Dwight, however, has a 
much more immediate motivation: he wants to 
get in the PCs’ ship, to get into the air and away 
from the creature . . . desperately. His personal 
motivation won’t prompt him to blithely stand 
around and chat with the PCs long enough to 
give them a description of the creature in detail. 
Rather, he wants to convince them to take him 
and leave-now! But fortunately, his motivation 
can serve yours, and in a manner more likely to 
excite your players. As GM, you prepare for the 
scene by taking a moment (say a breath or two) 
to settle mentally and emotionally 
sonality of Dwight, and then you launch into the 

unter. It might go something like this: 

wight, running toward the PCs, gasping: 
ve got to get into the ship! Hurry!” 

A PC: ”Wait a minute. Just settle down. What’s 
the problem?” 

Dwight: “There’s something coming! We‘ 
got to get away, now!” 

A PC: “No one’s going anywhere until you 
settle down and tell us what’s up. Understand? 
Now, what’s got you so excited?” 

Dwight: “This . . . thing. . . it busted right 
through the cement wall! It grabbed Jackson and 
tore him right in two. I hit i t with a chair-a 
metal one-but it just bounced off; it’s got some 
kind of armor shell. One of the guards hit it with 
a shotgun blast, but all that did was get its atten- 
tion: it jumped ten meters, easy, landed right on 
him, and knocked his head clean off. Come on! 
It’ll be here any minute! Let’s go!” 

Notice that despite Dwight‘s panic, quite a bit 
of important information is  conveyed to the PCs 
in this exchange: the creature i s  incredibly 
strong; it i s  armored; it is  quick and can jump; 
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it i s  roughly human-sized (implied by the gen- 
eral description); it i s  murderously vicious. But 
what's more, some of Dwight's alarm will cer- 
tainly be transmitted to the PCs as well , i ncreas- 
ing the players' excitement for the coming 
encounter with the creature. 

As you read through the NPC descriptions in 
this chapter, you'll see that the bulk of each is  an 
overview of the NPC's motivations and behavior; 
this will help you easily assume the NPC's per- 
sona and bring that character or creature to life, 
so to speak. Stats are important, of course, but 
they are only the skeleton of an NPC. It i s  moti- 
vation and behavior that give a character flesh 
and blood, and that make role-playing some- 
thing more than board-gaming. 

NPC Skills 
Sather than insist that the CM adhere slav- 

ishjy 10 a particular l ist of skills for each of the 
NPC types described in this chapter, we leave it 
to y w  to decide during play, as need for a par- 

Creating New NPCs 
As your BUCHUNTERSTM campaign pro- 

gresses, you wil l almost certainly need to go 
beyond the characters and creatures listed in this 
chapter to design new ones of your own. 

Designing human or synner NPCs i s  not a 
very difficult proposition: simply use the PC 
design sequence and the human NPCs listed in 
this chapter as a guide, adjusting them as you 
see fit. 

Designing alien creatures is nearly as simple a 
task. Again, you may use the creatures in this 
chapter as guides, then adjust their stats and 
abilities to your needs. Note that any technology 
you give to alien races may greatly affect the 
tone of your campaign. If your PCs regularly face 
sentient mechanical cities, aliens with weapons 
of supa-science, and the like, the campaign will 

have a very different feel from one in which they 
generally face voracious creatures of animal 
intelligence. In the descriptions that follow, we 
give you a mix of the spectrum of possibilities for 
you to choose among them for the particular 
tone you desire. 

NPC Categories 
For ease of reference, nor,,,,-,-. II.y.-..LcIa ... 

this game can be divided into three basic cate- 
gories: the Ancients, Xenoforms, and Terrans. 

The Ancienfs 
Those portions of the galaxy in humanity's 

immediate vicinity have been largely devastated 
by an on-going, ages-old conflict between two 
primary sapient alien races, each now nearly 
exhausted from century upon century of battle. 
At one time or another, several other minor sapi- 
ent races have been conscripted into the war on 
one side or the other; most of them are now 
extinct as a result, while others have some few 
fugitive survivors. The Ancients is the collective 
term by which these minor races came to speak 
of the two principal combatants. When speaking 
of the Ancient races individually, they cam 
use the terms Shapers and Artificers. 

Please note that encounters with these prime 
movers of the conflict should be extremely rare, 
coming only at the dramatic culmination of an 
entire campaign. The Ancients we, themselves, 
nearly extinct. Their remnants dwdl on srnadl 
hidden bases scattered throughout the galaxy, 
from which they stir only occasionally, when 
directly threatened or when an opportunity pre- 
sents itself to strike a telling blow against their 
enemies. Consequently, they operate primarily 
as powers behind the scenes, the ones who set 
the stage long ago and who s t i l l  occasionally 
meddle with other races, typically by proxy, 
through agents (biological or technological) 
designed specifically for that purpose. Newcthe- 
less, we describe them here in some detail so 
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. I .. . 

that you may more fu l ly  understand their mot 
tions, which i n  t u r n  wi l l  shed light upon 
xenoforms they generate or control. 

The Shapers 
“Out of the bog arose a great, mossy thing li 

a boulde4 as big around as a dining table. It rose 
slowly into the air; from its underside hung a 
tangle of what appeared to be long, ropy vines, 
dripping brackish water and bits of half-eaten 
fish and other small creatures. The ends of these 
vines dragged limply in the marsh grass as the 
thing floated in my direction. Then the 
cles-for that’s what they were, I now real] 
began to stir, their ends groping blindly toward 
me, hungrily. And a mighty ’presence’ entered 
my head. I don’t know what else to call it. /stood 
there gaping at the creature as it approached, 
sickened by the pressure in my head, nearly 
helpless. I couldn’t break free, couldn’t lift my 
flamer. But by summoning every b i t  of  my 
resolve, I managed to fire i t  at the ground be- 
tween us. As the blazing fuel washed toward the 
thing, I felt the presence draw back in startle- 
ment, and / f/ed. 

“But ever since, I‘ve felt the presence in the 
back of my mind, whispering. And when I sleep, 
the thing appears in my dreams, calling me. It’s 
driving me mad!” 

General Description: The ancestors of the 
Shaper race were mast certainly aquatic. In 
physical farm, a Shaper cansists primarily of a 
large 6-10 m3) shell cpntqining the creaturers 
internal organs, as well as numeraus gas blad- 
ders for buoyancy in water. Projecting through 
small (roughly 2 crn diameter) holes in the shell’s 
sides and bottom are multiple long (2-3 m), pre- 
hensile tentacles. These tentacles are incapa 
of fine manipulation; instead they are used p 
marily to draw food (animal and vegetable) in 
a platter-sized oral orifice on the shell’s und 
surface. 
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chically. Shapers are able to levitate objects by 
bhe power of their minds, and se l  
granted them the means of loc 
saly to leave their native Oceans and become an 
amphibicus race. It was their 
ties, however, that elevated t 
ent status and lead them to predominance 
among the stars. That is, having been denied the 
physical means by w k h  to develop tools and 
rise to intelligence, the 5hape1'5 learned to use 
their psychic powen to manipulate other life 
forms. Specifically, they are able to wychychically 
sense and control lesser creetures, usiwg them as 
surrogateeyes through which to see, surrogate 
hands by which to build, plant, herd, and make 
war. In this manner, the early Shapers-progressed 
from fledgl-ing, Stone Age communities to a 
galactic civitizatim. 

Along the way, they lea 
psychic nxmipulation to the 

ever more evolved servants. Eventuatly, they 
even learned to effect genetic changes within 
individuat subjects, allowing them to mutate 
those creatures into specialized,agents over the 
coursed relatively short periods of time. 

k is d y  nabcab &en, that the Shapers have 
depended so heavily upon specifically bred I& 
logical %eaponry" &sing the course d h i r  
war with the Mim. They sent warms of tailor- 
macle a w s k  a h  theirenemies' colonies in 
spepeciatly-destgd Iiviwstadnips. 
Artificers other bam&ey d& 
t a m s  e6 entire worlds, creating living hells, of 
ckem . . . &time permitted, W e n  it did not, 

twes rpedaUy bsd fap their Moodt 
dwabikty, thgEeby dacdng frtiJlions of innocent 

genetic development of 

instam, $haper fMl ights are actually biolumi- 

starships and other such creatures 
able time and effort to create. 

Butnot a l l  Shaper deviss are biologicalin 
nature. Where necessary, eleetro-mecshrankal 
devices are constructed as &I. Upon first .h- 
ing their native oceans ag go, the ShOpers 
encountered several smt3es %. r d ( : j l d m  
similar to Terra0 spidei mmke~&$& 
hands by whkh they came t@hAd.their&&w 
ciuil izaiions and by..diti;c$ t h q  s t i l l  k i W  
machineswhere bio@chndogy witk 
Over the mitlennia, the S-r T* 
oped such a. wense.of famili- with t 
vants, as the primates arecaIkd. that  w@h 
Shap& has come to view its Servants as&; 
siow & itsdf. +ause.of b e  
wrvived the ages with very littk&etic dhiwlge 
impowed by lh&r masters. &r, this q&@- 
sis i s  iess than trulyqdeal, w&m.the 
m,en t of ,electto-mec hanicd tecWog?eJ@,+e 
concerned. The Servants haveno real iwi- 
gence of their own wher-.b,d ;illbgnt'or 
develop such.devices, acad &.-: hehe- 
tion towaid biote&nohgi&~kg?hem %'- 

Consequently, while 5 d .  
drives are electro-mech 
much blrlkprfhan nec-ry 
pow+ul%han human a). S~&aiso *:.a 
&cOncg&ng tendenty t w ~ m m m + n ~ ~  
thin g&&trial, given thetkqerf$it of uslng 
ownicmiateriak 
PC Etkountoas: By far, & %pet?s&ted 

encounters,yaur PCs w g l h  
deadly creatures left o n v i r k d  w& ds ts deny 
passgsion of those planelslto ihe AriiGcRrs. 
Some of those creatures are descdbed among 

siderably less adept at el- ' '  '&. 
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h e  xenoforms below, enough to keep your PCs 
busy for some time, and you are encouraged to 
invent more. Pretty much any sort of nasty crea- 
tures you can think of will be appropriate. 

If you decide to have your PCs encounter a 
Shaper itself, they will first come across its Ser- 
vants and other such creatures that it keeps close 
at hand for immediate use. Qne great adventure 
possibility is to assume that an individual Shaper 
has been stranded on a colony world or has 
somehow made i t s  way to Earth and is  now 
mutating local flora and fauna to suit i t s  own 
purposes, those being: 1) to survive, 2) to study 
nearby humans, and 3) to enslave or destroy 
those humans, depending on the results of those 
tests. The PCs are called in to investigate a rash 
of mutated wildlife; this leads them into battles 
with enslaved and malformed humans. Once 
they track the Shaper to i t s  lair, they must com- 
bat a band of tool-wielding monkey-like crea- 
tures (the Servants) before ultimately discovering 
and confronting the Shaper itself. 

Typical Statistics, Shaper: 
Fit: 65 Lea: 80 Psy: 85 Cha: 05 
Ref: 20 Int: 85 Wil: 65 Pos: NA 
Stamina: 32 Body: 16 
Movement: Shapers move at normal human 

Other Notes: The shell of a Shaper gives the 
creature a natural armor that lowers any damage 
done to it by 4 points, as well as reducing lethal- 
ity ratings by 3. The oral cavity provides the only 
significant entry through the armor and into the 
vital organs within. 

Besides levitating objecb weighing up to 150 
kg and using them to make physical attacks (e.g., 
droppinga boulder on an enemy’s head or whip- 
ping glass shards into a potentially lethal whirl- 
wind), Shapers are capable of making direct 
psychic attacks. A Willpower roll i5 required to 
succeed, and the attack damage is  3d8(2). Sta- 
mina points lost by the victim of such an attack 
represent shock; body point loss is due to cranial 
hemorrhaging. 

speeds. 

Mutation caused by a Shaper’s psychic manip- 
ulation of a creature’s genes takes some time to 
become physically evident, of course, as old 
(normal) cells die off and new (mutated) cells 
replace them. Hair, nails, and skin can change 
within just a few days; organ or skeletal muta- 
tion requires weeks or months. All three may be 
occurring at the same time. 1 

I 

Typical Statistics, Servant: 
Fit: 20 Lea: 05 Psy: 10 Cha: 55 
Ref 75 Int: 15 Wil: 15 Pos: NA 
Stamina: 9 Body: 5 
Movement: Servants move at 1.5 times normal 
human speeds. 

Other Notes: There are usually 2d6 Servants 
present per Shaper. These creatures attack as 
humans and are able to use whatever equipment 
the controlling Shaper understands. Because of 
their relatively small size, however, they do one 
less point of damage than normal in all hand-to- 
hand attacks. 

I 
The ArtiHcera 

‘‘Okafi here‘s my repofl: 
“My squad was sent over thk crater wall on 

foot, to recon what had shot down the survey 
skimmer. The original orbital survey of this moon 
had revealed no signs of xenological artifacts, 
and according to the mining corp’s satellites 
nothing unidentified had come in-system since 
that time. As you can imagine, then, the bgwigs 
were hot to find out j us t  what had fired that 
beam. So there we were, sweating along in full 
vacuum combat gear, toting laser rifles because 
of the vacuum and climbing a wall that was way 
too steep and way too tall for my liking. 

”/ led the squad to a point on the rim close to 
where the satellite had marked the beam’s ori- 
gin. From the cover there, we peered down the 
slope of the inner wall. And there, about a hun- 
dred meters away, was a long, rough trench 
stretching halfway across the crater iloor. We 
could see the rear of some sort o f  space craft 
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sticking out at  one endof the trench; the rest was 
4wri.d under al l  the rock and dust it’dplowed up 
in its passage. What we could see of the thing 
looked pretty busted up; from the size, I’d guess 
it was some sort of escape pod. 

’Yackson was on point. I signalled for radio 
silence, then gestured him forward, and he went 
over and down i n a  zigzag pattern, expecting 
any second to get fried, I‘m sure. But he wasn’t. 
From the trench‘s edge just behind the craft, he 
motioned a cautious advance, and I led the rest 
of the squad forward. 

”It was definitely an alien ship. I sa 
appeared to be a gun mount on its hull an 
luarez blow i t  away with her sniper la 
researchers back at the base would be 
knew, but they weren’t in its line of fire. 1 
went into the trench, sidling toward a 
below the ruined gun mount. But before he got 
ther,e a panel opened next to the hatch and 
something that looked like an antenha poked 
out. It shot him to pieces with some sort of beam 
weapon before he could so much as blink; he 
was dead before he hit the ground. The squad 
responded by drilling the thing with their lasers, 
and I don’t just mean the antenna: that hatchway 
looked like a sieve by the time we we 
with it. 

” I  entered the ship. It was pretty 
cockpit inside. There were two cushioned 
couch-things. One was empty On the other lay 
this multi-limbed space surt, like some giant 
caterpillar. It had a bubble 
the interior surface a// mol 

f fungus. Apparently the creat 
ed in, or prior to, the vessel’s 

the suit’s integrity had held long e 
to rot. Some of the rounds we’d fi 
hatchway had torn the suit up a bit, though; I 

ses of an odd-looking 
enxly, a couple of ro 
l panels, too. They were a bit 

say I’m sorry? One of m 
did what we had to do.” 

inn 

General Description: As deadly enemies of 
the Shapers, the Artificers are as skilled in elec- 
tromechanical workings as the Shapers are in 
the biological. 

In form, an Artificer consists of a fleshy, three- 
to four-meter long torso with an interior skele- 
ton, sprouting six to 10 paired limbs, and sur- 
mounted by a bony head. The face consists of a 
ring of eight spider-like eyes above a long, stiff, 
sharp proboscis. Artificers are carnivores, using 
this proboscis to drool or inject digestive juices 
onto or into their prey, then suck up the liquified 
results. 

Each of an Artificer’s limbs end in a hand of 
three completely opposable digits, allowing the 
creature to grasp and manipulate large, compli- 
cated, and/or multiple objects. Those limbs near- 
est the creature’s head are the most delicate and 
dexterouk, those near i ts  tail the strongest and 
heaviest. Typically, an Artificer stands on all but 
i ts foremost two pairs of limbs, but it can stand 
on fewer to provide more hands for a task. 
When necessary, it can even rear up on the last 
two pairs alone and hunch its upper body like a 
great question mark in order to bring all othpr 
hands to bear on one bit of work. 

The inherent manipulative abilities of the Aru- 
ficers, together with their aggressiveness as car- 
nivores and their relative physical fragility, 
propelled the race toward expertise as tool-users 
early in their evolution. Once set on the road to 
mechanical development, the Artificers pursued 
that course with abandon. By the time of their 
disastrous first contact with the Shapers, they 
had developed such technological expertise as 
to build extremely fast starships, powerful long- 
range beam weapons, and even a nearly autono- 
mous race of robot servants. 

Obviously, the Shapers saw the Artificers as a 
dangerous competitor for the stars, and the two 
began warring almost at first contact. The 
Shapers posed their superior numbers and 
greater adaptability to new worlds against the 
superior ships and weapons of the Artificers, and 
the Ancients’ War was begun in earnest. 



Chapter 8: 
Nonplayer Characters 

Artificer Tech: The Artificers can Serve as the 
source of pretty much any type of robotic oppo- 
nent you want to send your PCs up against. Tiny 
insectoid assassination machines, incredibly 
realistic androids, cybernetic starships capable 
of pursuing other vessels through hyperspac- 
all have been built by the Artificers at one time 
or another and are lurking about for your PCs to 
encounter. 

One design assumption we make i s  that 
cybernetics are considerably less space-efficient 
than organic brains. Consequently, the smaller 
the robot, the less intelligent it can be. Crab- 
sized assassination robots, for iqstance, have a 
very limited programming and can be outwitted 
fairly easily by anyone aware of their presence. 
Full-sized androids-with a torso full of cyber- 
netic circuitry-have a much broader repertoire 
of behaviors and may even be expert in particu- 
lar skills, but they are st i l l  less than human in 
terms of overall intelligence, however realistic 
they might look. Robots the s i te  of a combat 
tank or small starship approach human intelli- 
gence; larger ones might even surpass it a bit. 
But it is important to realize that intelligence and 
knowledge (information storage) are not the 
same thing. While organic sapience has the 
edge in terms of intelligence, electro-mechanical 
robots have a distinct advantage in terms of 
capacity for storage of information. What this 
means i s  that robots+specially those approach- 
ing human size, or larger-have a very great 
deal more sheer memory than do individual 
people. 

By way of illustration, let us suppose that an 
android were pursuing a lone human through an 
orbital factory complex. By accessing the com- 
plex's central computer, the android could, 
within moments, record to memory the design 
specifications of the complex, thereby knowing 
the location of every hatch, every corridor, every 
vent, every power line, and the function of every 
machine, every indicator light, etc., in the com- 
plex-something no human could hope to do, 
even given months of study. On the other hand, 
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the human, being much more inventive, could 
extrapolate unexpected ways of using the equip 
ment at hand, luring the android into dead1 
traps or otherwise tricking it. 

have constructed. Like humans, they have made 
all sorts of mechanical and electrical tools and 
devices, from mallets and ground vehicles to 
holographic projectors and starships. The PCs 
might find any or all such stuff abandoned on 
other worlds or still in the possession of an Artifi- 
cer. One thing to keep in mind, however, is that 
while the function of such devices will be simi. 
lar to human ones, their appearance will be con- 
siderably different, reflecting an alien aesthetic. 
Whereas human machines tend to consist of flat 
planes, rods, and cylinders, Artificer constructs 
tend toward segmented bulbous shapes aug- 
mented by spikes and spirals. Consequently, 
when the PCs run across such devices, they will 
have to do some (potentially dangerous) experi- 
mentation to determine what function they per- 
form. 

Chrysalis: Obviously, not every device cre- 
ated by the Artificers has a human analog. The 
Chrysalis, a form of containment device, is on 
example of a truly alien item. A small pel1 
about 15 mm in diameter, it stuns any victim 
strikes and immediately begins to create a polyg- 
onal crystalline enclosure, surrounding the indi- 
vidual completely. One chrysalis can enclose a 
being of up to three meters in height. 

A chrysalis is not affected by pounding, ham- 
mering, swing, drilling, clawing, or other com- 
mon physical attacks. A high-intensity sonic 
blast is the most effective tactic to use against 
one of these cages, causing it to shatter. 

PC Encounters: Encounters with Artificers 
themselves wil l  be even rarer than those wit 
Shapers. Typically, rather than encountering a@ 
Artificer, the PCs will discover facilities that the 
race once populated. This might be such thing? 
as a factory still staffed by robots, a robotic min 
ing vehicle, an automated starship patrolling ole 
lines of commerce, or even an abandoned 

Of course, robots are not all tha 

colony. On a lifeless world, such a site could be 
protected by a central computer controlling the 
facility’s functions, locking the PCs into corridor 
sections and evacuating the atmosphere, filling 
the area with poison gas, electrifying the floor, or 
what-not. On living worlds, Artificer facilities 
might be protected, at least in part, by robotic 
”guard dogs” or tiny hunter-killer robots with 
poison injectors. Extremely important facilities, 
such as military bases, might even have weapon 
systems built into the walls. 

When humanity comes to the attention of the 
Artificers in your campaign, the aliens could 
very well send androids to infiltrate and study 
the human race, perhaps even on Earth itself. In 
order to enhance their chances of passing as 
human, such androids would likely be remotely 
controlled (or at least advised) from a hidden 
cybernetic spacecraft, itself protected by smaller 
patrol ’bots and impressive weapons systems. 

When the PCs encounter an actual Artificer, it 
should be because the thing is  involved in some 
mission so important as to require its hands-on 
attention. And, of course, it will be even more 
heavily protected than the most impressive of 

race’s robotic agents. 

Fit: 35 Lea: 85 Psy: 15 Cha: OS 
Ref: 65 Int: 60 Wil: 40 Pos: 
Stamina: 19 Body: 9 
Movement: The Artificers move at normal human 
speed. 
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Xenoforms 
Besides the Ancients and their creations, there 

have been numerous other life forms within 
humanity’s region of the galaxy, many of them 
sapient. During the course of the Ancients’ War, 
many have been brought to extinction, leaving 
m l y  ruins to tell of their passing, while others 
were scattered among various solar systems, sent 
on one mission or another and then abandoned 
when their usefulness had come to an end. 

The following, then, are sample xenoforms 
that your PCs may encounter during their mis- 
sions to the stars. They can be placed as needed 
to serve your adventures. 

Aracbemoid 
An arachenoid is  an example of a tiny robot 

built to hunt and ki l l .  In combat, it scuttles 
rapidly across the ground and can leap up to 
three meters vertically from a standstill. Its only 
attack form is injection of a deadly poison doing 
4d6 on the initial turn. 

Typical Statistics: 
Fit: 30 Lea: NA Psy: 60 Cha: NA 
Refi 60 Int: 10 Wil: 10 Pos: N A  
Stamina: 10 Body: 7 
Movement: Arachenoids move at 1.5 times 
human speed. 

A S 8 a d I l O i d  

This murder machine is an example of a fully 
human-looking android, with near-human intel- 
ligence and greater-than-human durability. 
Because of its great strength, an assassinoid does 
Mple damage with all hand-to-hand and thrown 
kreapon attacks. In addition, i ts tough build acts 
as armor blocking up to 15 points of damage per 
attack and reducing lethality ratings by 6 points. 

Assassinoids are intelligent enough to hide 
within human society, but they must be pro- 
grammed ahead of time with the appropriate 

culture and with a specific mission. While they 
are inventive enough to formulate minor chang 
to that mission plan as necessary, any major d 
ficulties will leave them confused and uncertain 
as to how best to proceed. 

Because they are relatively diffic‘ult to pro- 
duce, there are limited numbers of assassinoi,’ 
in existence at this time. This is fortunate, as 
large numbers these androids could conceivably 
destroy all of human civilization. 

Typical Statistics: 1 
Fit: 95 Lea: 30 Psy: 75 Cha: 3 

,*,:I. 85 pa-. *I Ref: 90 Int: 35 
Stamina: 90 Body: 47 
Movement: Assassinoids move at 1.5 tim 
human meed. Thev never tire. 

Assiaila 
The assimilator i s  a particularly hideous crea- 

ture that grows by capturing other beings and 
grafting them onto itself to create a sort of horri- 
ble colony of linked but distinct conscious- 
nesses. It assimilates i t s  victim’s limbs and 
organs into a hodgepodge overall network, leav- 
ing these victims with their sense of self intaOt 
but helplessly enslaved to the colony mind. 

As a result, the composite creature is vagueiy 
mound-like in shape, with limbs and heads at 
least partially protruding in nearly every dire 
tion. In combat, when the central brain i s  t 
busy to repress them, the creature emits a con- 
tinuous chorus of tortured moans from its mem- 
ber parts. 

Besides being able to do multiple separate 
melee attacks per turn-one for every 10 body 
points it possesses, at 2d4(1) damage each (more 
i f  armed with hand-to-hand weapons)-the 
assimilator i s  so horrible a sight that all who 
view it must make a Willpower test each turn to 
avoid fleeing in panic. Once a victim has been 
rendered unconscious from loss of stamina 
points, it can be assimilated within ld6x10 min- 
utes, adding half its Fitness and Willpower to the 
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creature’s whole. The victim can be rescued dur- 
ing this time frame, but tearing the victim loose 
from the composite creature causes one point of 
body damage per minute spent being assimi- 
lated. 

There is virtually no limit as to how big an 
assimilator can grow by co-opting other crea- 
tures into itself. 

Typical Statistics: 
Fit: 75 Lea: 50 Psy: 90 Cha: NA 
Ref: 50 Int: 65 Wil: 45 Pos: NA 
Stamina: 30 Body: 19 
Movement: The Assimilator moves at normal 
human speeds. ill 
600 

This is  simply a large (five-meter diameter) 
blob of protoplasm that attacks by enveloping its 
victims, who suffer from suffocation and acid 
(digestive juices) damage equal to 4d8 per Eurn 
engulfed. A victim who passes a Fitness test can 
avoid the suffocation, reducing the damage to 
3d8. A victim can wrestle free from the goo 
entirely by passing a second Fitness check, tak- 
ing only 2d4 damage in the process. 

The goo itself takes no damage from normal 
attacks and can only be injured by explosions 
(half damage), fire (normal damage), or freezing 
(which crystallizes it). 

Typical Statistics: 
Fit: 90 Lea: NA Psy: 80 Cha: NA 
Ref: 30 Int: NA Wil: 90 Pos: NA 
Stamina: 44 Body: 22 
Movement: Cm moves at ‘h human speeds. 

Bell Bound 
This i s  a sleek, black hunting creature some- 

thing like a spiky panther. It has an extremely 
high metabolism, which makes it capable of 
incredible running speed but also keeps it per- 
petually hungry. The spines across its kull and 1 

along i ts back ooze an irritant substanc 
makes the creature somewhat difficult to attack 
in hand-to-hand combat. Blows that miss the 
creature and exceed a failure margin rating of 
F8 result in the attacker being pricked by a 
spine for 2d4 (1) damage, plus 2d6 (3) from the 
poison. 

The hell hound attacks twice with teeth i 
claws each round for 3d6 (4) damage per atta 

Typical Statistics: 
Fit: 60 Lea: NA Psy: NA Cha: b 
Ref: 80 Int: NA Wil: 60 Pos: N 
Stamina: 30 Body: 15 
Movement: A hell hound moves at doul 

This i s  a small (one meter tall), quick, and 
deadly animal that looks vaguely like a cross 
between a monkey and a hornet. Its four spidery 
limbs and double pair of gliding wings sprout 
from a segmented body covered with bony 
plates and bristling with stiff black hair. 

In combat, the creature attacks with fangs and 
claws for 2d8(2) damage or uses its ovipositoi 
inject a paralyzing poison (the puncture it$*.. 
does 2d4(1) damage). The ovipositor attack is at 
a -20 penalty to hit but injects a poison that 
reduces the victim’s Reflexes rating by 10 points 
per turn, with the victim becoming complet 
paralyzed when Reflexes reach 0. 

The Hornet i s  carnivorous, subsisting on 
rodent-sized animals, birds, insects, and worms. 
After mating with another of i t s  kind (the crea- 
tures are hermaphroditic), i t  reproduces I-., 
implanting a single, fist-sized egg deep wit 
the abdomen of a paralyzed, human-sized host. 
The egg hatches within three days, at which 
point the larvae begins consuming the host 
(resulting in death within a few minutes). Three 
days later, upon finishing its meal, the larvae has 
reached the size of a human toddler, and i t  

cocoons itself. Another three days latei 

104 
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I 
merges as a miniature adult. Within two weeks 
Nf intensive hunting and eating, it has reached 
JII adult size and is ready to produce i t s  own 
‘ifspring. and nails. 

Humans are just beginning to encounter these 
reatures on Acey-Two, where the major south- 

from a distance, though the likeness would 
rough, and they would be hard pressed to mas 
multiple details at once, such as’body hair, tee 

Hunters are so named because of their deli: 
in stalking and killing other creatures; they have 

rn continent has an infestation in i ts  tropical I 
,rests. as possible. 

Effects of 
Typical Statistics: suffer severe ith no visible effect 

Fit: 30 Lea: NA Psy: 80 Cha: NA than a diminishing of mass caused by the I . 
Ref: 75 Int: NA Wil: 50 Pos: NA stamina points (Hunters have no body point r 
Stamina: 20 Body: 7 ing) and the possibility of reveming to i ts natu 
Movement: The Hell’s Hornet moves at 1.5 times form (due to a loss of concentration). 
human speed on the ground and glides at dou- 
ble human speed. Hunter simply seal over without inflicting 

real damage. Gunshot wounds a 
cause normal damage and decr 
ture’s mass proportionately. But all attack t 
are considered to have a lethality rating of 0 
sus Hunters, even system-wide attacks such 
immolation, electrical shoc’k 
Although these attacks cause normal dam 
the creature simply sheds its destroyed cells. 

To determine the visible results of a Hunt 
loss of mass because of damag 
pare the number of damage points inflicte 
the number of stamina points remaining to 
creature, then deduct this same percentage fr 

eature’s current mass. 
r example, a Hunter with 100 stam 

nts which suffered 10 polints of dam 

Mass Effects: Cuts and s t  

Buntors 
Perhaps the most dangerous of all the beings 

created by the Shapers i s  a deadly creature of 
udimentary intelligence, considerable cunning, 
nd incredible adaptability, typically called a 
iunter by those minor races unfortunate enough 
3 know of its existence. 

General Description: In a fully relaxed state 
n its natural Oceanic habitat, a Hunter i s  a large 
slightly greater than human-sized) amorphous 
blob of protoplasm. But the creature is seldom in 
uch a state of relaxation. It has incredible con- 
rol over the shape and density of i ts own body, 
o the extent that it i s  able to form specialized 
irgans at will. It can toughen its exterior to form 
I durable integument, create sensory organs of 
carious types, extrude limbs and reabsorb them, 
bven create an exo- or endoskeletal system for 
hort periods of time. In fact, the specialized 
onfigurations that Hunters are able to develop 
ire limited only by an individual’s inventiveness 
to conceive of a new type of organ or to dis- 
over how to mimic one, once observed) and 
orce of wil l (to physically create the structure 
ind to maintain that structure’s shape, once it 
ias been formed). Experienced Hunters might 
wen be able to pass themselves off as human 

I 

would lose 10% of i ts mass. If i 
as a 180 cm-tall humanoid at th 
lose roughly 18 cm (1 0%) of tha 
tively, the GM might choose to ha 
same height but lose some bod 
etc.), depending on the attack. 

As the creature grows smaller from such m& 
reduction, keep in mind that it should do slightly 
less damage in combat. A good rule of thumb is  
to impose a penalty of -1 to i t s  da 
each 20 percent of original mass lost. 

Willpower Checks: Whenever a Hunter la 
more than 20% of its current stamina points i 



single turn, it must roll versus Willpower to 
retain its assumed shape, subtracting the amount 
of damage just suffered from its Willpower. If the 
Hunter fails this roll, it immediately reverts to 
protoplasmic form for the rest of the turn. During 
i ts initiative point on the following turn, it can 
resume i ts  former shape or assume another by 
passing an unmodified Willpower roll. 

By the same token, a Hunter must make a 
Willpower check each time it wants to change 
form during combat, whether it be something as 
simple as sprouting claws or as diff icult as 
changing body shape entirely. If the check is 
failed, the Hunter cannot change i t s  form that 
turn. 
Shape Abilities: Exactly what adaptive feats an 

individual Hunter can accomplish is  up to you, 
as CM, but the following special abilities 
serve as a sampling of possibilities. 

Enhanced Senses: This option covers a wide 
range of possibilities: eagle-like sight, bat-like 
hearing, wolf-like sense of smell, radio-wave 
reception, etc. 

Armor Skin: The Hunter i s  able to form an 
extremely durable outer layer of skin, capable of 
resisting 5 points of damage in combat and of 
protecting the creature from double that amount 
of fire or vacuum damage. 

Bony Club This i s  a blunt, heavy limb used 
for smashing attacks. It does damage as a club. 

Entanglement: The creature creates tentacles 
or net-like webbed extremities to entrap foes. 

C/aws/B/ades: This represents the ability to 
sprout fangs, claws, spikes, or actual blades, typ- 
ically on a jaw or an extremity but sometimes as 
a porcupine-like defense on a shell over the 
torso. Treat as a knife, machete, or spear. 

Stink: The creature may produce a cloud of 
gas capable of stunning (like a stun grenade) or 
nauseating all those within its area who fail a Fit- 
ness check at -30. Nauseated characters suffer 
an Initiative penalty of -5 in combat and per- 
form all skill tests at -20. 

Shriek: The Hunter may produLc d blast of 
sound so loud and shrill that all within the area 
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are automatically deafened for 2d4 turns and 
stunned for half that time unless they pass a Fit- 
mess test. See Stink, above, for sample effects of 
the stun. 

Electrical Shock: The Hunter shares with sev- 
eral native Terran creatures the ability to gener- 
ate electrical potential within i ts body and then 
stun a victim with it. The Hunter's shock does 
3d8 damage to its target upon contact and stuns 
(he victim for the duration of the combat turn 
(i.e., the victim loses the chance to act in that 
turn). 

Poison: Creating a poison requires more than 
Amply reconfiguring shape; specialized organs 
must be developed and chemical changes made 
within them. For that reason, few Hunters know 
how to do it. 

Typical Hunter poison does 3d6 points of 
damage on the first turn. 

Acidspray: Instead of injecting poison into a 
victim, a Hunter may spit acid. Damage i s  
Beated the same as for poison. 

Typical Statistics: 
Fit: 80 Lea: NA Psy: 60 Cha: 05 
Ref 75 Int: 15 Wil: 70 Pos: NA 
Stamina: 100 Body: NA 
Movement: Hunter movement rates are variable, 

ending upon current body configuration. In 
ir natural form, they move at half human 
ds. 

Nestlings are tiny creatures resembling a furry 
occer ball on legs with a wide mouth full of 
harp fangs. At night, they travel in packs like 
nd-born piranhas, swarming over whatever 

nimal they can catch and stripping the meat 
om its bones within minutes, biting for 2d10(2) 
mage each. 
Fortunately, the things have a strong aversion 

bo light and tend to huddle together in a safe 
lace-typically a hastily +- hurrow-during 
aylight hours. 

Typical Statistics: 
Fit: 10 Lea: NA Psy: 66 Cha: 
Ref 65 Int: 15 Wil: 15 Pos: 
Stamina: 6 Body: 2 
.Movement: Nestlings move at double hu 
speeds. 

Qllum 
These bipedal reptiles at one time had 

advanced civilization that was beginning to 
explore i ts  own solar system. Then they wer,e 
discovered by the Shapers and pressed int 
vice as troops in the Ancients' War. Now 
suffer savage living conditions, surviving 
Stone Age squalor on various primitive wor 
where they were abandoned by their masters. 
They retain legends of their former level of CUI- 
tural development, however, and they bide their 
time, waiting for the opportunity to regain what 
they have lost. Some of these legends predict the 
coming of another race as saviors, legends that 
the PCs could benefit from if their trigger fingers 
aren't too twitchy upon first encountering these 
"savages." 

The Quarm are somewhat larger (2.5 met 
tall), bulkier (averaging 150 kg), and-slaver t 
humans, but they are also stronger and tougher. 
In combat, they add 2d3 damage to a i l  their 
hand-to-hand and thrown weapon. attacks due to 
this high strength. In addition, their leathery 9 
acts as armor, stopping 4 points of damag 
each attack and lowering lethality ratings by 

Typical Statistics: 
Fit: 85 Lea: 35 Psy: 65 Cha: 51 
Ref: 55 Int: 60 Wil. Qn D ~ s :  Ni 
Stamina: 55 Body: 28 
Movement: Quarm move at w t n s  tne norm 
human rates. 
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The Tazzim are another race co-opted into the 
Ancients’ War as soldiers, this time by the Artifi- 
cers. As such, they developed an antipathy for 
the Quarm that they are having a difficult time 
overcoming, despite their intellectual realiza- 
tion that the Quarm had as little choice in the 
matter as they. Whereas the Quarm were forced 
to resort to a savage lifestyle upon being aban- 
doned by the Shapers, the Tazzim managed to 
escape the Artificers’ hold and flee with some of 
that race‘s technological artifacts. Now they live 
like stellar nomads, constantly on the move (to 
avoid being recaptured) in rattletrap starships 
that they keep in  operation only by luck and 
stubbornness. 

In form, the Tazzim are mere meter-tall bipeds 
descended from feline-like ancestors. What they 
lack in mass, however, they more than make up 

in inventiveness, camaraderie, and agility. 
n hand-to-hand combat, they do 1 point less 
age than normal for humans. But they gain a 

+ l o  modifier to all ranged attacks, due to their 
natural agility. 

Like the Quarm, the Tazzim could become 
friends of the PCs, should they be approached in 

Lea: 70 Psy: 75 ha; 7L 
Wil: 50 

~ 

Ref: 80 Int: 75 
Stamina: 15 Body: 5 

These slim, pale, timid humanoids were 
well on their way to colonizing the stars when 
they first encountered the Ancients and their 
war. The Wraithers avoided becoming embroiled 
in that war by scattering themselves among the 
barren places of the galaxy-airless moons, tiny 
asteroids, and dead planets circling inhospitable 
stars-and retreating far underground. In those 
tunnels and caverns, they maintain a highly 

technological existence, but one devoted en- 
tirely to peace. 

The Wraithers are quite human in appear- 
ance, though a bit more frail, and with larger 
heads and eyes. Should the PCs encounter them, 
the Wraithers will do what they can to escape 
actual contact, but continually peaceful gestures 
may win them over. They could become valu- 
able allies, as the Wraithers represent the Ter- 
rans’ best chance to learn the history behind the 
Ancients’ War. However, no Wraither will ever 
join into a fight, no matter what the provocation. 
The Wraithers believe it better to die than to kill. 

Typical Statistics: 
Fit: 35 Lea: 95 Psy: 80 Cha: 70 
Ref: 55 Int: 90 Wil: 40 Pox NA 
Stamina: 18 Body: 7 

!brans 
A number of standard human types will show 

up regularly in BUCHUNTERSTM adventures. 
We offer you the following sampling of particu- 
larly significant NPC roles. 

UTRPP Officer 
All  ful l  officers in  UTRPF are human, of 

course, and this puts some strain on relations 
between them and their synner troops. In gen- 
eral, the range of feelings these officers have 
toward the troops they command runs from 
grudging admiration to imperiousness as a cover 
for fear or hatred. In any event, however, officers 
are likely to watch synners closely, question their 
every decision, doubt any conclusions or recom- 
mendations they make, and otherwise generally 
cause the PCs to feel like second-class citizens. 
After all, that‘s their job. 

Typical Statistics: 
Fit: 60 Lea: 60 Psy: 6 
Ref: 60 Int: 50 Wil: 5 
Stamina: 27 Body: 1 
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Groundling 
“Groundling” is the term synners and colonists 

commonly use for civilians who never leave the 
Earth. The typical groundling attitude toward 
synners i s  ambivalent, a mixture of gratitude 
with racism, but there exist a number of synners’ 
rights activists who can be of great help, as may 
donors‘ families and friends. 

Typical Statistics: 
Fit: 35 Lea: 50 Psy: 40 Cha: 50 
Ref 40 Int: 55 Wil: 45 Pos: 40 
Stamina: 20 Body: 8 

Most colonists are made of more durable stuff 
&an the average human, both mentally and 
physically. In addition, the majority have some 
sort of skil l  that makes them desirable as 
colonists, so that United Terra i s  wi l l ing to 
choose them above other hopeful citizens. 

Colonists usually have a more open attitude 
toward synners than other humans do. This i s  
because frontier living tends to draw individual- 
ists and makes people respected more for their 
actions than for their backgrounds. Also, a 
colonist i s  more likely than the average ground- 
ling to have seen synners in action and thus to 
have a clear idea of how much they owe to 

Lea: 55 Psy: 50 Cha: 55 
‘ I  Wil: 60 Pos: 45 

Stamina: 30 Body: 15 
* l  

ll I 
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The adventure potential of the 
BUGHUNTERSTM game milieu i s  enormous, and 
as UTRPF synths, player characters are perfectly 
positioned to experience it all. 

For one thing, as synthetic humans, the PCs 
will often serve as or on a starship crew, because 
of their ability to remain awake during hyper- 
space travel. As a glance through this chapter 
will reveal, there are multiple events and plots 
that can occur during their voyages, leading to 
adventures that are a l l  the more horrific and 
exciting because of the isolation inherent in such 
travel. 

Of course, the worlds of humanity’s extra- 
solar colonies and outposts are nearly as iso- 
lated. Even the largest and longest established of 
them have very small populations and extremely 
limited resources in comparison to the Lunar 
and Martian colonies, being so much farther 
removed from Earth. As the PCs shuttle colonists 
and deliver supplies to these remote locations, 
they will have ample opportunity to encounter 
the strange alien life forms of those worlds, as 
well as hideous creatures planted there unnatu- 
rally. And, certainly, the colonists themselves 
have private goals and schemes of their own, in 
which the PCs, in their role as United Terra’s 
peacekeepers, w i l l  often f ind themselves 
embroiled. 

On occasion, the PCs will also be assigned as 
explorers of new stellar systems, beyond the 
reaches of previous missions. Besides the natural 
hazards of such exploration, here the PCs may 
encounter beastly, blood-thirsty creatures, dis- 
cover the ruins of alien civilizations, perhaps 
even stumble across the refugee remnants of a 
minor race that has been driven to the edge of 
extinction in  the Ancients’ War-survivors 
whose reaction to the PCs may range from cau- 
tious stalking to panicked violence. On one such 
expedition the PCs might encounter one of the 
Ancients themselves; they might even find them- 
selves being used as pawns in one of the races’ 
machinations against the other, or they may 
encounter other humans who have been cap- 

tured and “retooled” as Shaper warriors or 
replaced by Artificer Assassinoids. 

But the PCs wil l not always be assigned to 
tasks outside the Solar System. Frequently, they 
will be cycled back home for R&R or for some 
special assignment. One such mission type that 
is rife with long-term campaign possibilities pits 
the PCs against alien infiltrators on Terra itself1 
This is  why Chapter 1 included notes on player 
character interaction with their own donors- 
after all, if you can’t trust “yourself,” \*,lr-- -.,” 
you trust? 

This i s  hardly an exhaustive 11st 01 

BUCHU NTERS adventure possi b i  I i ties, how- 
ever. Many science-fiction movie, novel, and 
short story plots lend themselves easily to adap- 
tation for the BUGHUNTERS milieu (see the 
suggested reading and viewing l i s t  on page 
118 for a few recommendations). Clever Game 
Masters need not worry about ever running out 
of adventures. 

Besides providing you with outlines for a few 
such sample adventures, this chapter will pro- 
vide you with aids to help you make the most of 

In designing BUCHUNTERS adventures for 
your campaign and incorporating those listed in 
this chapter, you should be aware of a few 
nrpmises underlying the design of this game. 

rypical Adventures 
A standard BUGHUNTERS adventure plot 

runs something like this: 1 )  The PCs discover 
(somehow) the existence of some bugs. It may be 
accidentally, in the course of a routine assign- 
ment, or they may be sent specifically in re- 
sponse to reports. 2 )  They investigate to learn the 
extent of the threat. This may mean slogging 
through a swamp, questioning locals, hanging 
out in expectation of an attack, or whatever. 3) 
They come up with a plan to defeat the crea- 
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xes. Sometimes they may only have seconds to 
lo so (in the face of a major attack, for instance); 
t others they may have days or more to prepare. 
.) They have a climactic battle. 5) They go home 
3 lick their wounds and receive their rewards. 

Once that pattern has been established in 
our players' minds (after half a dozen such 
dventures, perhaps), you can extend the life of 
campaign by beginning to play with the pat- 

?rn, varying some of the elements. 
For instance, you may begin playing with the 

oncept of bug as enemy. The first time the PCs 
eet a minor alien race, for example, they will 
ry likely expect them to be hostile, when the 
st result of the adventure would actually be to 
ake peaceful contact. At the opposite end of 

the spectrum, you can surprise the players by 
having people who would normally be their 
allies, such as colonists, become the eRemy 
under the mental domination of some force or 
another. those clues' significance). 

Similarly,-you can reverse the normal "investi- 
gation-and-pursuit" process by having the PCs 
be on the receiving end once in a while. This 

ay be as simple as setting them up in an over- 
nd trek somewhere, then have them dogged by 
enemy who already knows of their existence. 

r it might involve an infiltration of UTRPF by 
vaders from within, with the PCs as targets 
cause they are virtually the only ones who 

now of the invasion. 
In any case, such changes should only be 

ade after a norm is  established for adventures, 
which time they add additional depth and 

eadth to a campaign. 

planting the seeds of later adventures durin 
course of earlier ones, and the campaign I 
can have an overall plot interwoven through 

In terms of planting seeds, imagine that 
intend to run an adventure in which t.he 
Mer Drive is  taken over by an alien device a 
their starship jumped (in one incredibly long, 
remote-controlled hyperspace leap) to a hidden 
Artificer base. With that in mind, you can h 
their drive act up a bit during one or more p 
ceding adventures (because their future hijack 
are working to get a fix on it). This will ac 
plish two things. First, it wil l give them s 
thing extraneous to worry about during t 
earlier adventures, which allows you to 
direct their attention somewhat when des 
Second, it makes the Artificer adventure 
less of a deus ex machina when i t  occur.$ 
because the PCs have had clues to its coming 
some time (though they could have no idea a 

Concerning an overall campaign plot, you 
needn't have one at all, but it can add an e 
element of depth and purpose, particularly if 
plan to eventually bring a campaign to closu 
One plot that can work quite naturally could 
called "Exploration and Return." In this pl 
their first few adventures take the PCs to hum 
ity's current outposts, where they begin to le 
how deadly their part of the galaxy is. As th 
proceed through other adventures, they begi 
discover the ruins of other intelligent races, m 
a few survivors of them, and learn o f t  
Ancients' war. They become drawn more dee 
into that war, perhaps even being captured 
one of the Ancients, maybe to be rescued 1*p: 
their alien friends. One way or another, the P 
learn that humanity has piqued the Ancien 
interest, and they return to Earth to warn 
human race and help protect it from an invasi 
overt or covert. 

Typical Campaigns 
just as BUCHUNTERP adventures have a 

recognizable standard shape, so do campaigns 
in the game. On the one hand, BUGHUNTERS 
adventures tend to be fairly discrete episodes in 
a character's life, each with a relatively distinct 
beginning, middle, and end. On the other hand, 
it is a good idea to overlap the episodes a bit by 



homeworlds so distant as to be unimportant to a Placing Adventures 
In designing the BUCHUNTERSTM milieu, we 

have purposely left you, as CM, a lot of room in 
which to work. You will notice, for example, that 
while the star map includes all stars within 30 
l’ight years of Sol, only a very few of the nearest 
me covered in the timeline. Alpha Centauri is 
listed as having an Earth-like world (AC2 or 
“Acey-Two”) and at least one other planet; 
Barnard’s Star, Wolf 359, UV Ceti, Ross 154, and 
Ross 248 all have had outpost teams sent to 

em (though the last three have run into trou- 
e), indicating that there are planets there as 

well. Everything else is left open for you to place 
worlds as you see fit. As a guide, the following 
assumptions help define the BUGHUNTERS uni- 

circling them; 2) A-class stars are too hot to have 
much of anything circling them, even at great 
distances; 3) M-class stars are too cold to have 
livable worlds; and 4) G-class stars are more 
likely to have livable worlds than are F- and K- 
class ones. 

Earth-like worlds wi l l  be highly prized as 
places for human colonies to be placed. But 
even cold, dead worlds or very hot ones can be 
useful as places for outposts or mining com- 
plexes. As the PCs adventure, keep in mind that 
UTSA wil l  continue to plant new facilities on 
ever more distant worlds, so the PCs wil l have 
lots of new places to visit as time goes on. 

Note that Earth-like does not mean ex2 
like Earth. We have estabtished AC2 as slightly 
hotter, overall, for instance, and one of the 
adventures later in th i s  chapter deals with a pri- 
marily oceanic world. By the same token, you 
can invent livable worlds that are primarily ice, 
desert, mountain, or any other type of terrain. 

Finally, note that we have not identified home 
systems for any of the xenoforms listed Chapter 
9: Nonplayer Characters. As central devices of 
the overall BUGHUNTERS milieu, the Shapers 
and Artificers have been designed to have bases 
wherever the CM believes necessary, but to have 

verse: 1) roughly 50% of al l  stars have worlds Sample Adventures 
On the pages that follow, we include a n 

ber of sample adventures for you to ru.n. If 
are an extemporaneous sort of CM, y w  ma 
need much preparation to run any of these. 
i s  explained in same detail and divided i 
likely scenes. But most CMs will want to 
things out more fully befare beginning, pe 
making up encounter maps for important 

f ie additional plot ideas listed after the ma$ 
adventures are provided as a spur toward t@s 
creation of other, similar, scenarios. 

Lab Rats Amak! 

I 
In this adventure, the 

Stargate when a pack of biological nightma 
break out of a corporate laboratory on the s 
tion and begin running loose, putting the s 
viva1 of the entire station at risk. 

Background: Midas Corporation maintain4.a 
laboratory facility on Stargate’s main ring, where 
i t  experiments with adapting Terran crops and 
livestock to grow on other worlds. Recently, 
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rporate mining team on an inhospitable world 
th next-to-no native life discovered a cache of 
arly a hundred leathery, softball-sized eggs 
d sent them back to UTSA for study. But sus- 
cting that the eggs might yield valuable 

sights into how best to settle the world, and 
nting their own scientists to have a head start 
analyzing them, they also sent a dozen of the 
gs back to Midas, hidden in a crate of 

Unfortunately, when the eggs were hatched 
t in the Midas lab at Stargate, the creatures 
side proved cunning enough to escape their 

es, and vicious enough to kill a couple of lab 
kers in the process (Nestlings would work 

II for this adventure). Midas Corp’s security 
ces want to keep the situation hushed up, 
ieving that the things are hiding somewhere 
ide the lab building and that they can safely 
tracked down. But a scientist on staff is afraid 

that they have escaped into Stargate’s subter- 
ranean labyrinth of maintenance tunnels. 

Act I: While out of the UTRPF compound on 
evening pass to enjoy the sights and sounds 
Stargate’s civilian sector, the PCs are ap- 

oached by the worried scientist, who begins to 
explain that Midas Corp has some dangerous lab 
specimens running loose. Before this individual 
can go into any great detail, however, Midas 
Corp security forces show up and try to drag the 
scientist away. 

There follows a show-down between the PCs 
and security people (neither side is armed). One 
way or another, word gets hack to UTRPF. 

Act If: After several hours of anxious waiting 
for authorization from Earth, UTRPF sends the 
PCs (perhaps with some NPCs) to stage a raid on 
the Midas Corp labs, using non-lethal weapons. 
Eventually, the corp’s securityforces come to 
realize that there is no sense in resisting further 
and surrender, allowing the synners to explore 
the building. In a basement locker room, they 
discover the messy remains of a dead man in a 
shower and signs that, after killing him, the crea- 
tures squeezed their way into the drain pipe 

.’ 

leading into Stargate’s underground tunnels. 
Act 111 (climax): When the PCs report the 

creatures’ escape, UTRPF HQ orders them to 
pursue the things into the underground. The 
Midas labs prove to have an accessway to those 
tunnels. If the players think to look for them, let 
the PCs find and confiscate a cache of slightly 
heavier weapons from the corp’s security cent& 

Inside the underground, the PCs play cat and 
mouse with the creatures through a maze of pas- 
sageways. The xenos prove adept at leading the 
PCs into traps, tearing wiring loose and dropping 
live ends toward the synners, luring them into 
crawlspaces where the PCs can be attacked indi- 
vidually, attacking in locations with risk of dan- 
gerous ricochets or crossfire, or at slippery spots 
with long drops-perhaps even ending in front 
of a speeding subway train. UTRPF responds to 
any radio reports of this canniness by sealing off 
the tunnels (with the PCs inside!) to avoid infes- 
tation elsewhere. 

Once a l l  exits are cut off, the PCs should 
eventually be able to find and kill all the xenos. 
If the PCs do not alert UTRPF to the danger o f  if 
they force open an escape route for themselves, 
some of the creatures may escape into other 
areas of the station, where they wil l hide and 
breed until the entire L-5 facility must eventually 
be evacuated. 

Time Bomb on Acey-Two 
n response to a distress call from humanit) 

closest and most significant extra-solar colony, 
the PCs are sent to investigate what new preda- 
tor is slaughtering the local wildlife. But by the 
time they arrive, the scope of the threat has 
mushroomed dangerously. 

Background Acey-Two has been considered 
something of a paradise, with an ecology that 
suits humans well and nothing so dangerous as 
to threaten Terrans’ existence there. But recently, 
members of a minor colony on the world’s 
southern continent have begun finding large 
(human-sized) local wildlife dead and partially 
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eaten, and they know of no local predator that 
could have done it. As the number of kills rises, 
they radio a distress call to New Austin, the 
major colony city on the northern continent, 
which relays it to Stargate via lsler Radio. 

Act I: The PCs are ordered to travel to Acey- 
Two to investigate this mystery. They are assigned 
equipment as seems appropriate to hunting a 
large predator such as a tiger and are given a rel- 
atively fast ship, one that can make the journey 
in roughly two to three months' time. 

Act ll: Arriving at Acey-Two, the PCs find that 
they cannot raise a radio response from the 
southern village. If contacted, New Austin in the 
north explains that a volunteer team went by 

L VTOL weeks ago to investigate the radio silence 
but never reported back; the colony's governor 
has forbidden anyone else to go, preferring to 
await the PCs' arrival. 

Act 111: When they reach the southern village, 
the PCs find its entire population lying about, 
dead and partially eaten, including all livestock 
sheep-sized and up, as well as the members of 
the New Austin rescue mission and their VTOL. 
From the position of the bodies, and the weap- 
ons lying about, it looks as if the colonists put up 
a considerable struggle. 

Upon further investigation, they find minutes 
of a town meeting which talks about "things 
from the air, like hornets from hell, coming from 
the western hills" and "sending a hunting team 
to find the creatures' nest and exterminate 
them." 

Act IV: Setting out through the woods in pur- 
suit of the hunting party, the K s  are attacked by 
a group of Hell's Hornets (see pages 104-105). 
After fighting the creatures off, they come across 
the remains of the hunters, apparently killed 
while running back toward the village (they had 
found the cache of Hornets and were fleeing in 
horror, having dropped any heavy equipment 
that might slow them down). 

Act V (climax): The K s  backtrack the hunters' 
footsteps and discover the alien cache. It is a 
vast, underground complex, filled with thou- 

sands upon thousands of glowing pedestals 
arranged around a central power plant, each 
pedestal bearing a single Hell's Hornet cocoon 
held in stasis. Except for the SO or so outermost 
ones, that is; these are dark and contain empty 
cocoons. As the PCs take all this in, another 
dozen pedestals flicker toward extinction, and 
their cocoon5 begin to st ir  as the creatures 
within begin breaking out. To make matters 
worse, the PCs have to be careful when combat- 
ing these things not to damage the facility. 

If the PCs are not careful, they are likely to 
precipitate the power planes demise. But if they 
are careful not to wreck any of the pedestals, 
they can investigate the power plant controls 
and may be able to learn that its decay is accel- 
erating and that within a few hours Hornets will 
be waking faster than they can kill them. 

The only real solution is to bomb the facility 
into oblivion. Of course, future colonists will still 
have to deal with those that escaped before the 
PCs arrived and are now dwelling in thew 

The Ghost Ship 

I Victims of shipwreck in days of old could 
always hope to wash up on some hospitable 
shore. But starship crews stranded light yea 
from the nearest planet have no such hope. Th 
is why, when little things begin going wrong d 
ing an interstellar voyage, it's more than merely 
an inconvenience; it's a reason to fear. 

Background: Hyperspace i s  not entirely 
empty, any more than normal space is. Conse 
quently, it i s  sometimes possible for a vesse 
cycling through hyperspace to come to the 
attention of things dwelling there. What's more, 

with hostile energy beings that are capable o ! the Shapers have seeded regions of hyperspac 

invading a living body and possessing it, even a 
body in stasis. Like their masters, the Shapers, 
these hyperspace "spirits" are capable of telepa- 
thy and telekinesis (the latter only while in pos- 
session of a physical body). Using these abilities, 
they wreak havoc as they may, sometimes sim- 

I 
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ply destroying the ships they plague, at other 
times attempting to remain undetected until they 
can reach a world full of potential victims. 

In this adventure, one such being takes pos- 
session of a colonist in stasis on the PCs’ ship. 

Ad I: The PCs are assigned to transport a load 
of people from a colony or outpost back to Star- 
gate. A team of UT ambassadors and their 
entourage would work well, or perhaps a group 
of corporate middle managers. 

Just before they lift off, however, another 
transport ship approaches with new colonists. It 
travels through the system at Mer speeds, with- 
out slowing or changing course, and is  broad- 
casting a distress signal. As the only rescue 
means available, the PCs are forced to pursue 
the ship, match courses with it, and space walk 
one of their number across to take control. Once 
on board, that person discovers that the entire 
synner crew is missing. There are signs of vio- 
lence, but no one is left on board except the 
colonists, who are safely locked in stasis (or so 
the PCs think). It looks as if the synners simply 
went mad and did away with themselves, tossing 
themselves out the airlock in the process. The 
ship’s log and any private diary entries have 
been erased from the ship’s computers, leaving 
no record of the crew’s last days. When the ship 
i s  returned to the planet and the stasised 
colonists are wakened, they have no answer for 
the mystery. 

You may wish to plant this act at the begin- 
ning of some other adventure, then leave it as a 
mystery for a while, springing the rest of this 
adventure at a later date. 

Act II: Pressed for time, the PCs must take 
their own load of people and head for Stargate. 
As they travel, they each have a nightmare of 
some ominous evil presence trying to take over 
their minds (this i s  due to the hyperspace entity’s 
unsuccessful attempts to possess the PCs one by 
one). 

Shortly after the nightmares stop, little things 
begin to go wrong with the ship’s drives: wiring 
comes loose in an essential place; power i s  shut 

off to one or more drives at the auxiliary pa 
within the drive section itself, slowing the 
or throwing it off course; an NPC is  accident 
electrocuted in a bizarre mishap; etc. f i ese  a 
due to the entity’s having taken control of h 
colonist and telekinetically lifting that person i 
and out of the stasis pod to sabotage and del 
the ship until enough other entities can arrive 
take complete control of it. 

Act 111 (climax): With the right skills, the P 
may find the saboteur by noting fluctuations 
the person’s stasis field. If discovered, the 
sessed individual will desperately try to ev 
capture and destroy the ship. Otherwise, o 
enough colonists have been possessed, the 
will find themselves fighting an eerie mutiny. 

gate, hyperspace experts can free the colonis 
from possession. The PCs may find themselv 
leading a mission back to the world of the re 
cued ship to deal with any possessed colonis 
there as well. 

Assuming that the PCs make it back to Star- 

Roach Motel 
Sometimes it i s  much tougher to get out o 

situation than to get into it. Such is  the case wi 
the abandoned Artificer base in this samp 
minor race adventure. 

Background Over the millennia of their w 
with the Shapers, the Artificers built untold n 
bers of hidden bases, many of which were 
sequently abandoned when the race retre 
from an area. But even these abandoned b 
were left with automatic defenses operational, 
order that they might remain a thorn in t 
Shapers’ side. 

The base in this adventure consists of a 
underground complex, surmounted by a su 
security facility (much like a castle’s gatehdu 
Humans have discovered the surface buildi 
and the PCs are sent to explore it, ignorant of 
automated deathtrap that it becomes to intr 
ers. Fortunately, a colony of Wraithers (see 
NPC chapter) has burrowed into the under- 
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ground complex and are available to help the 
PCs in their hour of need. Unfortunately, how- 
ever, their furtiveness makes the aliens seem 
assassins rather than saviors. 

Act I: The PCs are assigned to lead an ex- 
ploratory team into an abandoned alien building 
that has recently come to l ight on a wor ld 
humans are colonizing. There should be plenty 
of NPCs along on this adventure to provide bug- 
fodder. 

The first difficulty to be overcome i s  to gain 
entrance. From the outside, the building i s  a 
nearly featureless block of some unknown metal 
alloy, approximately 100 meters on a side and 
10 meters tall, with a single, five-meter square 
doorway in one face. Next to the doorway is  a 
single column of 13 buttons. The door opens if 
the prime numbered ones ( 1 ,  2, 3, 5 ,  7, 11, and 
13) are pressed in exact sequence, but to no 
other stimulus. This allows intelligent creatures 
to discover how to open the door but keeps 
animals out. 

Upon opening the door, the PCs find an 
antechamber, dimly lit by power from some- 
where within. Once all of the PCs are inside (not 
necessarily all the NPCs-this i s  a plot device), 
the outer door slams shut and cannot be opened 
again. But an open door appears in the room's 
back wall, luring the group on. 

Act II: The group proceeds ever deeper into 
the building, plagued by automated attacks. You 
may create a mazy map to serve as the interior, 
or simply describe turns and distances at ran- 
dom. The PCs have no real choice but to pro- 
ceed along their single course. 

The traps include such things as sudden laser 
fire across a corridor, pits that drop a character 
into a roaring furnace, blades that scythe across 
a doorway, glassy panels that seal off an individ- 
ual to suffocate in greenish poison gas, and the 
like. Many are certain death, but even the minor 
ones can be crippling. Play at this point relies 
heavily on Psyche rolls (to notice a trap) and Re- 
flexes rolls (to react to unnoticed ones). When 
PCs fail, choose some less lethal trap, have an 

NPC get in the way of the damage, have 
Wraither encounter (see below), or simply have 
another panel fall, blocking the group from 
retreat. When the PCs succeed at  their rolls, 
spring an absolutely deadly trap on an NPC. 
The goal here is  to horrify the PCs without frus- 

comes to the Wraither's attention, the aliens 
(who have learned to manipulate the gatehouse, 
though not how to shut it down) decide to lend a 
hand, but without actually making contact. Con- 
sequently, when a trap is  about to fry a PC, it will 
malfunction for a critical second (a laser starts t 
glow, then dies, then finally fires, for instance 
allowing the PC to escape certain death. lmme 
diately thereafter, PCs who pass a Psyche rol 
catch a quick glimpse of a Wraither fleeing thcj' 

likely to think the Wraithers the masterminds o 1 area. The first time or two this happens, they a 

the complex, but eventually they should mak 

the traps they survived and realize that they ha 
unknown allies. 

After a dozen traps or so, the PCs find them- 
selves out of the gatehouse and in a tunnel lead 
ing back to the surface. If they never fired on th4 
Wraithers, one of these aliens wil l  cautiou 
approach to make contact. This, of course 
main reward of the adventure. 

the connection between these appearances an 4 
7 

The Devil of the D s s p  Blue Sea ~ 

Exploration i s  an ex 
can be dangerous. When the 
become too great for hu 
ners to take their place. 

Background: A rese 
island of a primarily oceanic planet has b 
run'ning survey equipment to map the oc 
floor. Recently, while 
deep trench, they picked up the sonar outlin 
a starship-sized object 
UTRPF has decided to send a team of synners 
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do an on-site investigation of the object. When 
the PCs arrive, they find it is an alien s tarsh ip 
Tazzim i s  suggested-the crew of which has 
fallen prey to an Assimilator (see the NPC chap- 
ter for details of these two xenoforms). 

Art I: The PCs are run through a crash course 
deep-sea diving (possibly including some vir- 

al reality time, to give them points to burn on 
mission skill tests), then sent to the planet with a 
mini-sub in their ship’s hold. They arrive and 
meet the island staffers, some of whom insist on 

ing along (basically to give the Assimilator 
mething to munch on later in the adventure). 
Act II: In  the water, on their way to  the 
ea, the PCs are attacked by a gigantic native 

predator that they must fend off or destroy. 
Eventually reaching the object, they find that 
it i s  a starship, that i t s  hull i s  unbroken, and 
that there are abundant signs that it sank here 
fairly recently (i.e., only shortly before,the 

nd staffers discovered it). 
Act 111 (climax): Their mission orders require 
m to investigate further, so the PCs enter the 
rship. An airlock maintains a breathable inter- 
I atmosphere. Inside, the starship appears to 

be abandoned. But as they explore further, the 
PCs are stalked by the Assimilator which has 
absorbed the crew (and thus has their knowl- 
edge of the ship’s layout and operation). It was 

is  creature that caused the ship to crash. 
Once the PCs learn the creature‘s nature 

rough seeing one of their companions annexed 
its body, they should realize that they can’t 
ord to let it escape. Ideally, they set the star- 

ship’s fusion drives to exptode where they wil l 
vaporize the craft and its horrible occupant, then 
escape in their minisub. 

Other Adventure Ideas 
Adventures Near Home: Occasionally UTRPF 

loans personnel to normal police forces when 
the need arises, whether it be to assist in drug 
battles and corporate wars or to act as body- 
guards of some particularly important UT politi- 
cal figure. Player characters may also f ind 
themselves involved in the pursuit of a rogue 
synner who has escaped to Earth-perhaps even 
one who turns out to be another clone of one of 
the PCs‘ donors and thus looks like an identical 
twin of that PC-or fighting a secret alien inva- 
sion. The PCs may even find themselves framed 
for something they didn’t do and forced to go 
underground until they can clear themselves. 

Colony World Adventures: Lost contact sce- 
narios make great BUCHUNTERSTM adventures, 
because the PCs can do little more than guess as 
to what the situation wil l turn out to be. There 
are many possible reasons why contact i s  lost: 
the colony is  being attacked by aliens; it has 
already been wiped out by an alien menace, or 
perhaps some unknown plague; it has revolted 
from UT rule; it has been taken over by a human 
dictator or an alien force; the equipment neces- 
sary to maintain the contact has broken down 
and the colonists lack the expertise or parts to fix 
it. In each case, the PCs have to enter the scene 
and discover what is wrnng withniit falling nrev 

to it themselves. 

creature running loose on a starship can be 
incredibly frightening. But to make a good 
adventure of the situation, you need a fairly large 
ship or a creature that can hide somehow. One 
particularly nasty idea i s  to have a few sm 
creatures that chew through stasis pods’ pow 
cables, then eat the helpless colonists with 
before they have a chance to wake. Alien boar 
ing parties should be rare, so as to have ma 
this a maior event in the campaim when it dot 



The f o l l o w i n g  terms are central t o  the 
BUCHUNTERS" game but their meaning is not 
immediately obvious; thus the following brief 
definitions may be helpful. 

AC2 ("Acey-Two")-the second planet out from 
Aloha Centauri; site of humanity's oldest, largest, and 
m d t  successful interstellar colony 

ATAPC ("a taosv7-an All-Terrain Armored Per- 
sonnel Carrier (a;mbred car) 

Donor-the normal human whose memories and 
genetic make-up are used to create a clone 

E-suit-an Environmental Suit; a body suit which 
protects i t s  wearer from hostile environments (vac- 
uum, undenvater, etc.) 

Edison Poh-the orbital research station at L-4 
Hyperspace--the realm through which ships pass 

when travelling at faster-than-light speeds 
lsler Drive-the hyperspace engine which makes 

interstellar travel practical 
lsler Rad iea  beam-transmitter capable of sending 

messages through hyperspace 
1-4 and 1-5-points where the Earth and Moon's 

gravitational fields overlap to form stable orbital 
p ints for space stations 

MSO-a Military Service Occupation; a specific 
military profession (e.g., gunner, pilot, cook, etc.) 

Ryan Shield-an electromagnetic field which 
screens out harmful cosmic radiation 

Stasis Pod-a hybernation chamber designed to 
help normal humans survive hyperspace travel 

Stargatethe space station at L-5 which serves as 
UTRPF headquarters and the launch site for interstel- 
lar journeys 

Synth or Synner--a synthetic human or clone. All 
PCs in the BUCHUNTERS game are synners 

Terraforming-the process of altering a planet's 
environment to make it more Earth-like 

UT-United Terra; the planet-wide umbrella gov- 
ernment reswnsible for running both UTRPF and its 
sister agen4, UTSA 

- 
UTRPF ("utterDuff")-the United Terra Reconnais- 

sance and Peacekeeping Force, the military organiza- 
tion entrusted with protecting Earth's colonies from 
hostile xenoforms. All BUCHUNTERS game PCs are 
members of UTRPF 

UTSA-the United Terra Space Association; the 
aeencv resDonsible for coordinating spaceflight and - , .  
exploration 

Xenofor-lien; any lifeform which originates on 
a planet other than Earth 

Suggested Reading 
and Viewing 

Ray Bradbury, "The City" (in The IllustratedMan) 
John W. Campbell, "Who Goes There?" 
Philip K. Dick, Do Androids Dream of Nectric Sheep? 
Joe Haldeman, The Forever War 
Harry Harrison, Deathworld 
Robert A. Heinlein, Starship Trooper, Starmanlones, 

Tunnel in the Sky, The Puppet Masters 
Michael McCollum, Antares Dawn and Antares 

hssage 
Larry Niven, "Footfall" and "The Soft Weapon" 
Robert Silverberg, The Man in the Maze 
Cordwainer Smith, "Scanners Live in Vain" and "The 

Came of Rat and Dragon" 
John Steakly, Armor 
James Tiptree, "The Screwfly Solution" 
A. E. Van vogt, voyage of the Space Beagle 
John Wyndham, Day of the Trifids 

Video 
The Abyss 
Alien; Aliens; Alien 3 
Blade Runner 
The Blob 
Critters; Critters 2; r r i fw$3  :. 
Dead Space 
The Deep . .  . 
~ e e p  star six 
Doctor Who: The Android Invasion; The Planet of 

Evil: The Robots of Death The Seeds of Doom; 
TheSontaran Experiment (tv series) 

Forbidden Planet 
The Green Slime 
The lnvaders (tv series) 
Invasion of the Body Snatchers 

1 

Leviathan 
Outland 
Predator and Predator 2 
Runaway 
Split Second 
Terminator and Terminator 2 
The Thinn 
v (tv series) 
War of the Worlds @v series) 



Stellar Attributes 

nd the tables on the fol lowing pages are 
esigned to provide a quick guide to the stars 

near Sol. The map provides a visual reference of 
the position and class of all stars within 30 light 
years of our Solar System. The Stellar Attribute 
Table lists each star by position and gives a more 
accurate indication of its spectral class. The Stel- 
lar Distance tables list distances among all stars 
within 11 light years of Sol. 

The stellar map represents a sphere centered 
on Sol and having a radius of 30 IigHt years. 
Each star's position relative to 501 is indicated in 
three dimensions: X, Y, and Z. The X and Y coor- 
dinates are readily evident by the star's position 
on the grid; the Z coordinate is listed parentheti- 
cally after each star's name, with negative num- 
bers indicating a position below the plane of the 
grid and positive numbers indicating a position 

ve it. Note that the stars of binary and trinary 
ems are close enough together to warrant a 
le listing for the entire system. 
he Stellar Attribute Table beginning in the 

ext column lists all three coordinates for each 
ar or system on the Star Map. 
In both map and table, spectral class is given 

reach star and for individual stars in a binary 
or trinary system. On the map, the class is indi- 
cated by a color representing the star's classifica- 
tion; in the table, class is indicated by letter and 
number. The following l is t  explains the relation- 
ship of these various items. 

A Blue (purple on map): 7,500-1 1,000" K 
F BluehVhite (blue on map): 6,000-7,500" 
G: White/Yellow (yellow on map): 5,000- 

K OrangdRed (orange on map): 3,500-5,000" K 
6,OOOO K 

M: Red (red on map): 3,500° K 
d: dwarf star 
D: collapsed white dwarf star 
#: subclass of star 

The temperatures shown indicate the aver 
temperature for a star of that type. For examp 
Sol, a Type C star, i s  shown as yellow on t 
map, and its average temperature i s  betwe 
5,000 to 6,000" K. 

Stellar Attribute Table 
Name 

AC +3" 
AC +17" 
AC +18" 
AC +23" 
AC +48" 
AC +65" 
AC +66" 
AC +79" 
AD Leonis 
Alpha Centauri NB C2/dK5 
Alpha Mensae 
Altair 
Barnard's Star 
B D  - lo  dM2 -23 10 

22 4 2 

B D  +32" A/B dM4/M5 6 -21 1' 
BD +33" 
B D  +45" NB M3/M3 -3 -14 1' 
BD +46" dM2 -17 -8 2( 
BD +50° 
BD +53"935 



Name Class 
BD +53°132011321 MOIMO 
BD +56" 
BD +61° 
BD +63O 
BD +68" 
Beta Comae 
Beta Hydri 
Canis Minoris 
CC 658 
CD -59" 
CD -51"6 

CD 49O 
CD -46O 
CD -45" 
CD -44O 
CD -44" AJB 
CD -40' 
CD -39" 
CD -37" AJB 
CD -36"15 
CD -36"13 N B  
CD -34" NBIC 
CD -32" AJB 
CD -31' 
CD -27" 
CD -24" 
CD -21" 
CD -2 lo N B  
CD -20" A/B 
CD -18" 
CD -1 3" 
CD -12O 
CD -1 1" 
CD -8"NB 
CD -7" 
CD -3O 
Chi Draconis 
Cinlcinnati 
Colin's Star 
Connors' Star 

CD -51"5 

K3 
dM2 

KO 
M3 
GO 
G2 

dM4 
DA 

KO 
M3 
M4 
MO 
M5 

M4lM4 
M4 
MO 

M4/M7 
M2 

K3lM5 
K3lK41M2 
dM4ldM4 

dM2 
KO 

dM2 
dM2 

dM2lM 
dK5ldM2 

M3 
dKO 
dM4 
M4 

dM3lM4 
dM5 
M1 
F7 

dM3 
dM1 
dM2 

X Y Z  
-9 8 16 
12 -3 18 
8 -8 21 

12 6 26 
-1 -6 14 

-23 -7 13 

-9 20 1 
-6 0 -13 
-9 8 -21 

-17 -3 -22 
-18 1 -22 

8 -6 -12 
-2 -10 -1 1 
8 -12 -15 

-1 -11 -11 
-5 21 -21 
-9 -12 -13 
7 -7 -8 

-9 -19 -16 
9 -2 -7 
8 -13 -12 

-4 -19 -14 
15 -18 -15 
17 -20 -16 
14 -21 -13 
-9 -20 -10 
-1 18 -7 
13 -5 -5 

-13 -12 -7 
24 15 -9 
14 17 -6 
-5 -12 -3 

-16 -12 -4 
-6 -20 -3 

-14 -16 -3 
3 20 -1 
1 -8 26 

12 0 -9 
6 23 -9 
0 -24 -1 

4' 0 -21 

( 

Name Class 
Delta Eridani KO 
Delta Pavonis C8 
DQ Pegasi N B  M4/M6 
Epsilon Eridani K2 
Epsilon lndi K5 
Eta Cassiopeiae N B  CO/dMO 
EV Lacertae DM5 
Fomalhaut A A3 
Fomalhaut B K5 
Gamma Leporis NE F6lK5 
Gamma Pavonis F8 
Groombridge 34 NB Ml lM6 - 
Innes' Star 
Jennifer's Star 
Kapteyn's Star 
Keid NB/C 
Kruger 60 N B  
Lalande 
Lalande 25372 
Lalande 46650 
LFJ 215 
LFT 507 
LFT 543/544 
LFT 598 
LFT 661 
LFT 698 
LFT 1729 
LFT 1747 
LFT 1849 
Lowrey's Star 

X Y Z  
17 24 -5 
4 -7 -18 

21 -3 8 
6 8 -2 
5 -3 -10 

10 2 15 
10 -4 11 
19 -5 -11 
22 -6 -14 
2 25 -10 
9 -8 -27 
8 1 8  

dM -5 1 -8 
GO -22 -3 20 
MO 2 9 -9 

Kl/DA/dM4 7 14 -2 
dM3lDM4 6 -3 11 

M2 -6 2 5 
M4 -14 -7 4 
M2 20 -1 1 
M6 18 14 11 

-6 22 -2 M6 
DFlM6 -8 17 -6 

M6 -17 21 -12 
K6 -21 1 5 - 1 0  

dM0 -26 14 -1 
dM6 10 -4 -3 
K6 7 -2 -27 

DA5 19 0 -18 
dG8 -22 1 17 

Luyten 68-28/27 NB M/M 
Luyten 97-12 DF 

Luyten 674-1 5 M6 
Luyten's Star dM4 
Mu Cassiopeiae dC5 
Mu Herculis NBIC CSlM41M4 
Orionis F6 
Piscium K1 
Procyon AB F5lDF 
Proxima Centauri M5 

Luyten 347.14 M7 

-7 -1 -20 
-3 6 -18 
4 -13 -14 

-10 15 -7 
-4 12 1 
13 4 20 
-2 -25 13 
8 25 3 

21 10 8 
-5 10 1 
-2 -1 -4 
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Name 
Rho Eridani AB 
Ross 41 
Ross 47 
Ross 64 
Ross 128 
Ross 154 
Ross 248 
Ross 558 
Ross 61 4 A/B 
Ross 61 9 
Ross 730/731 
Ross 780 
Ross 986 
Scirocco A/B 
Sigma Draconis 
Sirius NB 
Sol 
Struve M 
SZ Ursae Majoris 
Tau Ceti 
UC 48 

Class x y 2 

K2/K2 11 5 -18 
M5 4 29 5( 
dM4 2 19 4 
M6 -2 25 11 
dM5 -11 1 0 
dM4 2 -8 -4 
dM6 7 -1 7 
dM4 17 15 11 

dM41M -2 13 -2 
dM5 -11 18 3 

dM2/dM2 7 -25 10 
dM5 14 -4 -4 
dM5 -4 14 12 

M3JdM4 6 -18 2 
KO 3 -6 17 

Al/DA5 -2 8 -2 
c2 0 0 0  

dM4/dM5 1 -6 10 
M1 -11 2 26 
G8 10 5 -3 
M6 -1 -11 -16 

dM6ldM6 7 3 -2 
DF3 13 3 1 
A0 3 -20 17 

dM4 -3 16 11 
dM5 -22 7 3 
dM6 -7 2 1 

Wolf 424 AfB M7lM7 -14 -2 2 
DG8 -23 -10 2 
M6 -10 -12 -2 

dM? 20 -15 -4 
M2ldM5 -13 4 13 

X i  UrsaeMajorisM COIGO -23 4 14 
X i  Bootis AfB G8/dK5 -16 -14 7 
Zeta Tucanae GO 10 1 -22 

dM4 16 -19 -3 

Stellar Distances 
No two-dimensional map can clearly indicz 

the actual distance between objects in three 
dimensions. For that reason, we include for the 
GM's convenience the fallowing tables of pre- 
calculated stellar distances. Sol rates the longest 
listing because i t  i s  the most likely launching 
place for most BUGHUNTERS'M game missions. 
Following the Sol table are separate tables for 
each star within 11 light-years of Sol (with x, y, 
and z coordinates in parentheses). Each list iden- 
tifies all stars within 11 light-years of that star. 

With these tables, the GM i s  able to readily 
reference travel distances for the majority of 
probable BUGHUNTERS adventures. GMs who 
wish to run adventures involving the more far- 
f lung star systems on the map-those not 
shown on the following tables-or to launch 
missions to yet more-distant stars wil l need to 
calculate the distances between them. To do 
so, use a calculator with square root function 
and the following formula: 

In this formula, D equals the distance between 
the two stars in question, the capital letters are 
coordinates of the star of origin, and the smaller 
letters those of the destination star. 

For example, a GM wishing to run an adven- 
ture in which the PCs travel from Wolf 922 (posi- 
tion X 20, Y -1 5, Z -4) to Ross 61 9 (position x 
-1 1, y 18, z 3) would plug the numbers into the 
formula and solve as follows: 

D=d[(20 - -1 I)* + (-1 5 - 18Y + (-4 - 3)' 
D=d[(31)2 + (-33)* + (-7)21 
D=d[961 + 1089 + 491 
D=d2099 
D=45.8 light years 
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sol Star Distance 

Star 
36 Ophiuchi NBIC 
41 AraeNB 
61 Cygni N B  
70 Ophiuchi AB 
82 Eridani 
AC +17O 
AC +23" 
AC +48O 
AC +79" 
AD Leonis 
Alpha Centauri AB 
Altair 
Barnard's Star 
BD +45" NB 
BD +46O 
BD +50° 
BD +53°132011321 
BD +56O 
BD +61° 
BD +68" 
Beta Hydri 
Canis Minoris 
CC 658 
CD -59" 
CD -51"6 
CD -51O5 
CD -49" 
CD -46O 
CD -45" 
CD -44O 
CD - 4 4 O  N B  
CD -40" 
CD -39" 
CD -36O15 
CD -36O13 NB 
CD - 3 4 O  NBIC 
CD -21" 
CD -21O NB 
CD -20" NB 

Distance 
18 
26 
11 
16 
20 
22 
22 
25 
16 
15 
5 

16 
6 

21 
27 
14 
20 
22 
24 
15 
21 
22 
14 
24 
28 
28 
16 
15 
21 
16 
30 
20 
13 
12 
19 
24 
19 
15 
19 

CD -12" 
CD -1 l o  
CD -7" 
CD -3O 
Cincinnati 
Delta Pavonis 
Epsilon Eridani 
Epsilon lndi 
Eta Cassiopeiae NB 
EV Lacertae 
Fomalhaut A 
Groombridge 34 N B  
Innes' Star 
Kapteyn's Star 
Keid NB/C 
Kruger 60 NB 
Lalande 
Lalande 25372 
Lalande 46650 
LFT 5431544 
LFT 1729 
LFT 1849 
Luyten 68-28127 
Luyten 97-12 
Luyten 347-1 4 
Luyten 674-15 
Luyten's Star 
Mu Cassiopeiae 
Procyon NB 
Rho Eridani NB 
Ross 47 
Ross 128 
Ross 154 
Ross 248 
Ross 614 NB 
Ross 61 9 
Ross 780 
Ross 986 
Scirocco N B  
Sigma Draconis 
Sirius N B  
Struve N B  
Tau Ceti 

13 
20 
21 
20 
15 
20 
10 
12 
18 
15 
23 
11 
9 

13 
16 
13 
8 

16 
20 
20 
11 
26 
21 
19 
20 
19 
13 
24 
11 
22 
20 
11 
9 

10 
13 
21 
15 
19 
19 
18 
8 

12 
12 

Star 
UC 48 
UV Ceti NB 
Van Maanen's Star 
Vega 
Wolf 294 
Wolf 359 
Wolf 424 AB 
Wolf 562 
Wolf 629 
WX Ursae Majori 
X i  Bootis NB 

. I, i .M'" 

61 Cygni N B  
KSlK7 
(6, -67) 

Barnard's Star 
8D +68" 
EV Lacertae 

LFT 1729 
Ross 248 

6 

Alpha Centauri NB 
CZIdK5 
(-2, -1, -4) 



;tar 
51 Cygni NB 

Ophiuchi P JB 
Jpha Centauri N B  
hair 

k D  -390 
ID -12" 
alande 
FT 1729 
05s 154 
05s 248 
01 

truve N B  
olf 359 

an Maanen's Star 

Distance 
5 

10 
10 
8 
9 
5 

10 
8 

Distance 
9 

10 
7 

11 
11 
8 

n 11 
11 
5 

11 
6 

10 
11 

Distance 
8 
6 

11 
9 
8 

10 
5 
5 
9 

Groombridge 34 A/B 
MlIM6 
@,I,  8) Ross 128 

Sirius N B  
Star 

BD +56" 11 Wolf 424 NB 
Eta Cassiopeiae NB 7 WX Ursae Majoris NB 
EV Lacertae 6 
Kruger 60 AB 5 
Ross 248 2 LFT 1729 
Sol 11 dM6 
Struve N B  10 (1 0, -4, -3) 
UV Ceti NB 
Van Maanen's Sta 

61 Cygni NB 7 Wolf 359 

Innes' Star 
dM CD -39" 
(-5,1, -8) 

Star 
Alpha Centauri N B  
CC 658 
Cincinnati 7 Ross 248 
Epsilon lndi 11 Ross 780 
Kapteyn's Star 
Luyten 97-12 11 Tau Ceti 
Ross 128 10 UV Ceti N B  
Sirius NB 10 V;rn Maanen's Star 
Sol 9 
Wolf 359 

CD -36O15 

Procyon A/B 
FWDF 

Lalande (-5,10,1) 
M2 
(-6,2,5) Star 

Star Distance Canis Minoris, 
AD Leonis 

AD Leonis 8 

Barnard's Star 11 
BD +50° 7 Luyten's Star 
Luvten's Star 11 Ross 128 

Alpha Centauri NB 10 



Star Distance 
Ross 61 4 NB 5 
Ross 61 9 10 
Sirius N B  5 
Sol 11 
Wolf 359 8 

Ross 128 
dM5 
(-11,1,0) 

Star 
AD Leonis 
Alpha Centauri NB 
Cincinnati 
Innes' Star 
Lalande 
Lalande 25372 
Procyon N B  
Sol 
Wolf 359 
Wnlf 424 NB 

Ross 154 
dM4 
(2, -8, -4) 

Distance 
7 

10 
9 

10 
7 
9 

11 
11 
4 
5 

Sirius AIB 
Al/DA5 
(4 8, -2) 

Star Distance 
LFT 1729 9 
Luyten 347-14 11 
Scirocco NB 12 
Sol 9 

Ross 248 
dM6 
(7, -1,7) 

Star Distance 

Barnard's Star 11 

EV Lacertae 6 

61 Cygni AJB 5 

Eta Cassiopeiae NB 9 

Groombridge 34 N B  2 
Kruger 60 NB 5 
LFT 1729 11 
Sol 10 
Struve NB 8 
UV Ceti NB 10 
Van Maanen's Star 9 

Star 
36 Ophiuchi NBIC 
70 Ophiochi N B  
Alpha Centauri N B  
Altair 
Barnard's Star 
CD -49" 
CD -46" 
CD -44" 
CD -39" 
CD -36"15 
CD -36"13 NB 
CD -21ONB ' 

CD -12O 
Epsilon lndi 

Distance 
. 11 

10 
8 

10 
5 

10 
8 
8 
6 

10 
11 
11 
8 
8 

Star 
Alpha Centauri AJB 
CD-21" 
Epsilon Eridani 
Innes' Star 
Kapteyn's Star 
Keid NBIC 
Lalande 
Luyten's Star 
Procyon NB 
Ross 61 4 NB 
Sol 

Distance 
9 

10 
8 

11 
10 
5 
5 
5 
8 

UV Ceti N B  10 
.. . ,.. . , 

, I ,,I.. ... .$* 
.' " *i c i: Wolf 359 
..xm%: ' .5 . 

i 

! 

i 
UV Ceti AI6 
dM6/dM6 

LFT 1729 
Ross 248 
Ross 780 
Sirius NB 

! 
Wolf 359 
dM6 

i 

(-7,2,1) i 
~ 

Star Distance 
AD Leonis 
Alpha Centauri NB 
Barnard's Star 
%D +50° 

Cincinnati 
Innes' Star 

! 

i 



BUGHUNTERS'" Player-Character 

Date Created: Experien 
Player: Temp. E, 
Donor Background: 

ank Points/lncome: Donor Condition: 

__ Intellect Dice: - Spirit Dice: __ Influence Dice: 
- Learning: - Psyche: - Charm: 
- Intuition: 
__ Body Poin 

(Learning $kills are ifdlicized, ds a reminder thaf fhey may not be used unless possessed., 
BASIC TRAINING: First Aid (Medicine p o o l ~  Small Arm, $Firearms poo11, Unarmed Combat (Physical Disciplines pc 

FIRFAKMS LAhGLAGES ,Inti PHYSICAL DISCIPLINES 
- Computer Systems Onti -Small Arms ,Re0 
- Comp. Pros. flea/ -Sidearms ,Re0 

MEDlClhE - Athletics (Re0 
COVERT ACTIONS - Longarms (Re0 - First Aid ilnt - Brawling (Fit) 
-Camouilage ,Inti - General Med. ~Lca, - Climbing rReO 
-Disguise ((:ha1 -Emergen. Mcd. {Lea, - Grappling (Ret) 
-Lockpick, Mech. (Re0 - Heavy Weap. ,Re0 -Psychiatry (Lea) - High-C Maneuver 
-Searching ,Inti -Anti-Armor Sit, -Sfa$i$ Med (Lca, - Low& Maneuver ( 
-Security Systems  lea, -Cr. Launch. rFit i  - Surgery [Leal - Swimming (Fit1 
- Lockpick, Flcu. [Leal Mortars (Inli -S)nfhefic Med. ,Lea, - Throwing (Re0 

-Stealth ,Re0 - %toilre ,Fit) 
-Sun i va l  i Lea, MILITARY - Unarmed Combat rR& 

HUMANITIES - Comm Gear Inti 
ENClNEERlhG - Art dim - Comm Proc. ,Lea/ 
-Engin., Electrical ilnt, - Bureaucracy Inti - kler Rddio ,Lea, SCIENCES 

- Armed Combat (Re0 
11 . COMPLTER 

i 
I 

- Elecfronic (Lea, -Cooking (Inti - Divnolifions i Lea, - General Sciences (Inti 
-Computer i Lea, - Hisforv (Leal - E-Suit ,Inti - Biology (Leal 
- lsler Drive (Led, - Lan [Lea, - Gunnery dnti - Chemisrry (Lea, 
-Sta$is Field ILca, - Linguisfics flea, . .. Leadership IChaJ - Physics (Lea, 

-Engin., Mechanical (Int) -Literature (Inti - Milifan/ Science [Lea, - Psychology (Lea] 
- Firearm (Leal -Writing ,Chai 
- Power Plant (Leal - Music rlnt, PERSOhALITY TRAVEL 

-Vehicle ( L e a  - Philosophy (Lea! Jargaining (Chai -Space (Led! 
-Nuclear (Led, -Instrument Chai - Bluffing ,Cha - hav., Planetar) l ~ ~ ~ t l  

-Aircrah (Lea, -Protocol (IntJ -Gambling Chai Hyper. (Lea) 
3pacecrafi (Leal - Religion (Led! - Luck (Ps) - Piloting, Surface (Inti 

Sud crafi (Lea/ - Spans {Lea/ - Street Smarts iCha - Aerospace (Lea, 
- Hyper. (Lea, Engin., Environ. fLea/ -Xeno. Theory (Inti - Trivia rWili 

Weight Mag. ROF Damage Range Skill Recoil Mod. 



Equinment Table 
Ranged Attacks 
J Y P  ROF Range Skill 
Rock 1 ld3(2) thrown Throwing 
Knife - 1 1 d4(3) thrown Throwing 
Axe - 1 1 d8(3) thrown Throwing 
Spear - ' 1  1 d l  O(3) thrown Throwing 
,Pistol, Stun 13 3 15/30/50 

Small setting 1 d l  O(0) 
2dl0(1) 
4dl0(2) 

4 1 d6(3) 1 0/2 0/40 
' Pistol, Large 

Standari 
/A 

Pistol, Heavy 
StandardTracer 
Splatter 
HE/A 

Machine Pistol 
Rifle, Civilian 
Rifle, Tranquilizer 
Rifle, Assault 
Shotgun, Civilian 
Shoteun. SDecial Forces 

3 
13 1 d8(4) 20/3 5/50 
10 2d10(5) 2 5/50/90 

13 1 d l  O(4) 20/40/60 
12 2dl O(7) 20/40/60 
7 3dl O(7) 30/60/100 

150 5/x12/150 1 d6(3) 30/80/150 
6 2 1 d8(5) 50/150/300 
30 5 tranquilizes* 40/100/200 

200 5/x8/25 ld12(6) 50/150/250 
1-5 2 2d6(5) 10/50/80 
15 1/x4/12 ee next entw 15/60/90 

3 

" I ,  

Shotgun, Automatic 30 1/x8/15 
Fkchette 2d6(7 

Grenade Launcher 

Machine Gun, Howler 2000 4/x50/500 

100/200/300 
400 
25/70/100 
400 
5/10/15 

HEJA 3d10(7) 35/70/100 
HEAP 3d12(8) 2 5/50/80 
HEAT 4dl O(9) 25/50/80 
UHDUG 4d12(9) 25/50/80 

Laser, Sniper 10 2 3d10(6) 100/250/400 
Laser, Repeating 5000 2/x6/100 4dl O(6) 200/500/1000 
Missile Launcher 10 1 20d10(9)** 200/500/2000 

Sidearms 

Sidearms 

SidearmdAutofire 
Longarms 
Longarms 
Longarms/Autofire 
Longarms 
LongarmdAutofire 
LongarmdAutofi re 

Grenade Launcher 

M o m  
Heavy Weap./.piutoflre 
Heavy WeapJAutofire 

Heavy Weapon 
Gunnery 
Heavy Weapons 



* Unconscious for 1-5 hours. 
** Plus siddrear effects of satchel charge. 

*** (-/-/per turn) 
** The CM should assign lethality ratings to 



I 

I 
Combat System Summary 

This page summarizes important combat rules 
for easy reference. Modifiers for computer sights, 
recoil, etc. should be noted on individual char- 
acter sheets, as needed. 

Initiative 
ldlO plus 'Loth of Reflexes score(s) 

Actions Possible by Movement Type 
Stationary: Any action 1 

Skill Modifiers 
Siuation Modifier Run: Any hand-to-hand action, autofire, bu 
Unknown skill 'h chance or throw 
Unknown specialty -20 Sprint: N o  action but tackle 

Walk Any action but aimed fire 
, .  % ,  

+10 
'h chance Gpecial Maneuvers 
'LO chance Stand: Rise from prone or kneeling 

Kneel: +5 to raneed fire: oossible COVE " 
Combat Movement Rates (Normal C) 
w e  Distance in metersJturn 
Walk 15 Hand-to-Hand Actions 
Run Fit Tackle: Ref vs. Ref; ldlO damage and/or pin 
Sprint 

Encumbrance (Normal C )  

Leap: See page 

Fit x2 ('ha Fit duration) Grapple: Grapple skill; Fit vs. Fit to escape; 

Strike: Armed Combat, Unarmed Combat, 
see page 48 

Load (kg) 
Fit 

Combat Effect 
None 

or Brawling skill; damage by weapon ty 
~ ~~ 

Fit x2 51 run or sprint Ranged Fire Actions 
Fit x3 

Combat Uound Sequence 
1. Roll for Advantage* (1st round only) 
II. Decide Actions 
111. Determine Initiative 
IV. Resolve Actions 

No run or sp hrowing: Throwing skill; throw 1 kg 'h Fit 

imed Fire: Appropridte Firearms skill; 
in meters 

one shot at +l5 

multiple shots (weapon ROF) at no modifier 

-1 0 walking/-30 running; 
x2 damage, +1 lethality 

x4 damage, +3 lethality; hinders movement 

Snapfire: Appropriate Firearms skill; 

Burst Fire: Appropriate Firearms skill; 

*A side with advantage goes first and gains a +5 
bonus to attack actions, etc.; the other siae goes sec- 
ond and suffers a -5 penalty to such actions. Autofire: Autofire skill; -30 per 45" arc; 

Indirect Fire: Indirect Fire or FO Comm 
Advantage Modifiers* 
Ambusher + lo  F9 
Ambushee -10 F8 

Procedure skill; see page 50 

*Failure margin is  the chance of being surprised. 
surprised side does nothing for one round while i ts  
opponents receive a +5 bonus to attack actions, etc. 
The omonents also automaticallv receive a subse- 

ighting: 50 m specific target are& 
Point-Blank +lo to hit/ +20 to hit 
Short: Unmodified/+5 to hit 1 ~ 1; . .  

quent';ound of advantage (see footnote above for Medium: -5 to hit/ Unmodified 
Long:-15tohit/-5tohit 
Extreme: -30 to hit/ -1 5 to hit 



...... ...... . .  
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U W  I H  W 1. I L H I  WCL 
by Lester Smith 
Travel to exotic new worlds, see strange new life forms, 
and kill them. .. before they kill you! 

colony's main street. Somehow he managed not to land 
on any of the bodies. 

Igrabbed my medkit and checked my pistol. West was 
still vainly trying to raise someone on the radio. 

"Give it up, Stanley," Clinton said as she hefted an 
assault riffe and popped the hatch. 

Muggy air invaded the cabin. It bore green odors of 
the surrounding jungle and an undertone of nearer 
decay. Clinton wrinkled her nose, muttered an oath, and 
hopped out. She crossed the street to the chewed 
remains of a colonist. A shaalow slid toward hex 

mated with a wasp dropped from the 
the ground. She went rigid when it stungher in the 
throat. 

Captain Harley set theship down in the middle of the 

' 

"Look out!" I cri&d, @o late-a thin a monkey 
d boreber to 

Cursing, I took careful aim with my pistol . . . .  
T ~ I  
A& 
as 
From orbital stations to g--'-'ifig c-'--y worlds and 
Mother Earth herself, E& JNT I' PCs seek out 
and battle inimicable alien creatures while trying to 
piece together the secret of a horrifying galactic threat! 

Building upon the rules in the 
System Guide, a copy of which 1o llrrruorvy 

book includes a detailed system for generating 

GHUNTERS' role-playing game-part of the 
NG ENGINE'" line-up-casts player characters 
:ctors of the human race in a hostile galaxy. 

m 

pa-y, this 

characters, expanded tactical combat 
t, starships, alien creatures, adventures, 

ana more. 
Don't miss the adventure! Join A 

TSH, IN. 
!? 0. Box 756 
Lake Geneva 

Wisconsin 53147 
USA 

$18.00 USA 
$21 S O  CAN 
f10.99 UK 
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