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)THE SETTING 

The year is 2210. Mankind has expanded into 
space since the beginning of the twenty-first cen- 
tury, establishing colonies on or around the plan- 
ets of the solar system for resources and living 
space. 

More that a century ago, after a prolonged pe- 
riod of environmental and social hardships, the 
global economy of Earth collapsed, leaving the 
planet in a state of turmoil and unable to care for 
i ts off-world colonies. The colonies then became 
independent, absorbing a steady flow of refugees 
from the war-torn Earth and surviving as best they 
could. 

Independence was almost three decades ago; the 
colonies are now called the settlements, or "coun- 
tries," of the solar system. The United Nations still 
exists, serving as a neutral ground for the govern- 
ments of the various planets under the name of 
United Solar Nations (USN). The new Earth gov- 
ernment, however, has aggressive policies that 
threaten the new-found peace in the solar system. 

The tension is building up between Earth and most 
of the settlements. For the first time in two hun- 
dred years, space is being militarized. The play- 
ers will now enter this world on the brink of war. 
Can they prevent it? Or will they cause it? 

i 

V GAME ELEMENTS 

The Object of the Game: Unlike other types of 
games, roleplaying games don't have set victory 
conditions. The closest to it would be to  a) com- 
plete the assigned mission or b) survive the mis- 
sion. As play progresses and subplots emerge, 
winning becomes a matter of resolving problems 
and making one's character grow and evolve. 

Default Player Option: Most of the players will 
probably start  out playing exo-armor pilots or 
agents of the Jovian Confederation. These are the 
most readily-accessible type of characters, and 
give the Gamemaster an excuse to supply the 
group with lavish gifts and equipment. See Chap- 
ter 4 for making characters for the game. 

Advanced Character Types: One can take on the 
role of a SolaPol agent, or perhaps a pilot in the 
CEGA navy. More advanced players will no doubt 
want to venture out on their own into the solar 
system and create free traders, explorers, or just 
plain adventurers. The solar system is vast and new 
characters will have no problem finding trouble 
and mischief t o  get into. 

Default Bad Guys: Agents of the Central Earth 
Government & Administration are often up to  
some kind of mischief, whether spying on other 
settlements or "acquiring" new protectorates in 
the Asteroid Belt. CEGA often likes to  back up 
their threats with firepower - there's a lot of 
vacuum out there to hide the bodies! 



wanced Bad Guys: The politics of the solar sys- 
1 are filled with intrigue. When the corporations 
/enus, led by the infamous VenusBank, are not 

up to something, other factions advance their own 
plans, whether it's the Merchant Guild protecting 
its trade routes, a terrorist group vying for politi- 
cal gains or a group of scientists seeking to es- 
cape the vigilant eye of SolaPol's Edicts Bureau. 

itting the default player option as a pilot of 
e Confederation's fleet is primarily a hook to  
ve the player characters a ship to move about 
e system, expensive toys like exo-armors, and 
teresting leads. It greatly simplifies the task 
' the inexperienced Garnemaster, and st i l l  
aves the door open for more complex stories 
ter on (such as espionage or exploration plots). 
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V THEMES 

The twenty-third century is a time filled with ex- 
citement and promise as well as deadly phenom- 
ena. While humor certainly has its place, games 
taking place in the Jovian universe should be run 
with a serious outlook. Players must be aware that 
the consequences of a false move can very well 
be fatal to their character. Japanese animation (or 
"anime"), on which the Jovian Chronicles are par- 
tially inspired, is often based on four main ele- 
ments: War, Death, Relationships and Music. Your 

I I ture remains the same: some people still want to 
impose their views on others, even when sepa- 
rated by millions of kilometers. The Jovians want 
to explore as they want, CEGA wants political 
control, the Venusians seek economic domination. 
Lucky for us, since conflict means drama (and 
therefore great stories). 

Death: Playing poker is no fun unless you can lose 
your shirt, too. The characters of Jovian Chronicles 
live life on the edge in the most hostile environ- 
ment ever. They face radiation, vacuum, beam 
cannons that can punch a hole through a battle- 
ship and well-connected ex-lovers that will move 
the solar system to get back a t  them. Every story, 
the characters put everything on the line. Deci- 
sive actions and decisions never come easy. 

Relationships: Good stories are about people - 
the exo-armors and spaceships are the cool trim- 
ming, but at the core we must care about the char- 
acters. Stakes are highly personal: the enemy 
squadron leader is never just the bad guy, he hap- 
pens to be your long-lost brother, too. Even the 
most rotten bad guys have a good side one can 
relate to. A good Jovian Chronicles character will 
usually spend as much time dealing with personal 
problems as he will solving the mission a t  hand. 

Music: Many anime are known for their great 
soundtrack. This can enhance your playing experi- 
ence, too. An opening theme song to start each ses- 
sion is almost mandatory: use any song that is dy- 
namic and fast-paced. The closing theme can be any 
moody and sentimental song. Various instrumental 
soundtracks can be used during play, especially dur- 
ing the fight scenes; the choice of music is of course 
left to the taste of the playing group. Proper sound 
effects can add great flavor, if correctly done. 

The reader must be aware that certain artistic lib- 
erties have been taken with history and science 
as we know them today. Although the Silhouette 
CORE game engine is pretty realistic, the players 
will generally not have to deal with the mundane 
(!) aspects of space life: fuel, oxygen, high radia- 
tion, orbits, etc. These elements will come into 
play only if they move the plot along; otherwise, 
they drag down the game and transform a cin- 
ematic, high-action adventure into an evening of 
dice-rolling, calculations and paperwork. 



V GENRE POINTS 

Genre Points and other game mechanics (see sec- 
tion 6.4 of the Silhouette CORE rules) will allow 
you to  influence the plot and the story, creating a 
game that has stronger genre emulation -in this 
case, anime-style giant robot stories - and a more 
heroic feeling overall. The characters can use the 
Genre Effects from the list below. The Gamemaster 
can veto the use of any approved Effect if desired. 

Burst of Angst: Witnessing a traumatic event, such 
as the death of a loved one - a fellow pilot, per- 
haps? - unleashes a berserk rage in the charac- 
ter (typical in many giant robot anime). Each Genre 
Point spent allows one Attribute Point t o  be 
moved from Psyche to any other Attribute except 
Build. Psyche cannot go below -5. This lasts until 
the end of the current scene or combat. 

Creative Stunt: By spending 1-3 Genre Points 
(based on how powerful the stunt is), a character 
gets to use a Skill, Perk, Special Ability or piece of 
equipment in a new and creative way, once. For 
example, the firing spring in the character's hand- 
gun just happens to match the broken part in the 
control panel. 
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Inner Well of Strength: The character can tap his 
willpower to temporarily fuel his flagging strength. 
For one Point, the Action Penalty of a Flesh Wound 
is ignored for the rest of the crisis. Three points 
overcomes a Deep Wound. This may be used 
multiple times, but only on one wound's AP per 
round (it is possible to  return to full "health" after 
several rounds). The wounds themselves still ex- 
ist, and still need healing or medical attention. 

Last Hurrah: There may come a point where a hero 
just isn't going to make it out alive. If a character 
suffers a fatal wound (or his vehicle is Overkilled), 
he may spend all his remaining Genre Points in 
one final effort. His actions must be directed to- 
wards saving other characters, taking out villains/ 
henchmen, or ensuring that vital information or 
equipment is passed on. The Gamemaster decides 
how long this effect lasts, but it should not be 
longer than a few 6-second rounds. A character 
doing a "Last Hurrah" ignores Action Penalties 
from all his current wounds as well as any new 
wounds he receives. At the end of the "Last Hur- 
rah," the character dies and cannot be revived. 

Sweet Success: Each Genre Points spent adds 1 
to the final result of any Skill roll. This can be done 
even after the roll is made. 

Game stats for both Silhouette CORE and the 
d20 3rd edition ruleset are provided in all re- 
cent books of the Jovian Chronicles line, start- 
ing with Cislunar Space. Though the SilCORE 
stats are somewhat more detailed, feel free to 
use the system you feel most comforta ble in - 
given that the d20 rules and stats are available 
elsewhere in their own core books and on the 
Internet, we simply referenced them as needed 
rather than reprint them wholesale. 

Older titles in the game line contains only Sil- 
houette stats but can be easily updated to  
SilCORE standards (in most cases, they are 
useable as is). Needless to say, background in- 
formation, biographies and adventure seeds 
need no change and can be readily used. Visit 
the Dream Pod 9 Web site for a complete list of 
Jovian Chronicles products (and many free 
game aids) at: http://www.dp9.com 
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b HISTORY: 
THE NEW FRONTIER 

The second half of the twentieth century was rich 
in scientific improvements and social revolutions. 
For the first time in recorded history, Mankind set 
foot into space. This began with tiny, hesitant 
steps, which then grew more confident. By the 
end of the century, low orbit was filled with satel- 
lites of all kinds and primitive space stations had 
been put into space. 

In 1977, Gerard K. O'Neill proposed a new de- 
sign of giant space station that could become a 
home away from Earth to many thousands of 
people. Similar designs were later proposed, some 
of them dispensing with the large "windows" of 
the O'Neill concept. The open-type space colony, 
soon named the O'Neill Cylinder because of its 
designer and shape, lingered in the files of NASA 
and other space agencies for nearly a complete 
century as society and technology struggled to 
catch up with the idea. 

In 1982, the first launch of a reusable space shuttle 
by the United States of America heralded the days 
when space would be easily accessible to  private 
and national concerns. Even though the shuttle 
program suffered some terrible setbacks, it 
opened the way to the TAV (trans-atmospheric 
vehicles) and SSTO (Single Stage To Orbit) vehicles 
of the early 21st century. 

i 

conaemnea Decause OT inausrriai acciaenrs. Less 
polluting alternatives in the fields of power gen- 
eration and heavy manufacturing were needed to 
reduce the strain on the environment. In August 
1997, a small Japanese corporation, Ohita Elec- 
tronics, released a second generation solar cell 
which had ten times the efficiency of any previous 
design. A mere six months later, NASA officials 
were proposing the Solar Power Satellite project 
to Congress, and a test program was approved 
with political and financial backing to  hurry it 
along. 

In December 1999, the Space Shuttle Endeavor 
placed the first experimental Solar Power Satel- 
lite, XSPS 1, in orbit. Early tests were successful, 
and the SPS project was approved: it would be 
implemented over the next twenty years. The need 
for a permanent, self-sufficient space station for 
the maintenance and construction of the solar ar- 
rays soon became apparent - more urgent than 
originally thought by those who had master- 
minded the project. Three years later Prometheus 
Station Module 1 was launched atop an Energya- 
class, rocket and talks about a lunar base began 
the next year. 

While governments talked of the glorious age of 
space travel, private companies invested in space 
vehicles of their own. Their efforts would bear fruit 
in the first decades of the twenty-first century and 
proved that private interests, not governments, 
would take Mankind into space. 

0 ARTIFICIAL SUNS 

November 9th, 2007 was the day when a proto- 
type fusion engine managed to  sustain a fusion 
reaction and generate power for six hours. This 
breakthrough in the field of nuclear fusion came 
from the combined efforts of teams from the 
United States, Japan and Canada. 

Their reactor was based on muon-catalyzed fu- 
sion, developed from a line of research first ex- 
plored by Luis Alvarez and Andrei Sakharov. Sub- 
atomic particles are used as a catalyst, to bring 
atoms much closer together and allow fusion with- 
out the need for bulky, power-consuming contain- 
ment units. 
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released by 2007. The trial f l ight  o f  t he  
Megaloader-class shuttle, the first space cargo 
vehicle using fusion technology, took place only 
four years later. 

The Megaloader vehicles were developed by a 
consortium of private enterprises that steadfastly 
refused any help from the government. These next 
generation machines could easily hoist nearly 
twenty tons of payloads into low Earth orbit and 
return to land near their launching point. The suc- 
cess of the project started several research pro- 
grams in many of the industrialized nations, and 
similar cargo ships would be used routinely over 
the next forty years t o  deliver ever increasing 
amounts of material and people into low Earth 
orbit. 

The next development in space technology was 
to come from an unlikely source. An efficient high 
energy laser was perfected by six MIT students 
and presented in March 201 5 for their end of se- 
mester project. A mere month later, all 'Project 
Photon' students were hired by NASA and given 
a lavish research budget. The first Laser Launch 
System (LLS) prototype was constructed a t  Cape 
Canaveral two years later. Unfortunately, the first 
test flight - on September 17th, 2017 - was a 
complete failure. The test rocket was disintegrated 
by the LLS as it rose from the pad. Despite this 
early setback, LLS research continued over sev- 
eral years, and the technology was eventually 
made practical enough to be mounted on many 
lunar and orbital launch facilities. 

Meanwhile, additional researchs into magnetic 
accelerator devices (in effect, magnetic catapults), 
based on the earlier NASA, Princeton, M.I.T. and 
Japanese works were coming to term. Each cata- 
pult could push mass with great acceleration 
(hence the name massdriver), making a new use- 
ful tool for both warfare (as a gun), travel (as a 
reaction engine) and transport (as a means to 
launch or boost material a t  low costs). 

The development of reliable and privately op- 
erated launch vehicles led to a rapid increase in 
orbital traffic during the first decades of the 
twenty-first century. By 2020, it became evident 
that some kind of multi-national traffic control 
service would have to  be implemented lest ac- 
cidents and catastrophic mishaps occur on a 
routine basis. 

This led to the formation in 2022 of the Interna- 
tional Space Traffic Control Office (ISTCO). The 
ISTCO was first composed of five large control 
centers, one for each STC orbital zone. As 
spacecrafts flew off from the launching pad they 
were considered to be under the jurisdiction of 
whatever authority governed the local airspace. 
In order to facilitate the transition to space, each 
craft was taken as a charge by the local ISTCO 
center as soon as they reached an altitude of 
100 kilometers. As each spaceship moved in and 
out of orbital zones, computers and other au- 
tomated devices ensured that they were taken 
in charge by the next zone. By the twenty-third 
century, similar systems were in place over all 
inhabited worlds. 

I 
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.THE COLONIZ 
AGE 

The projected construction of 
space stations that could lift lig 
bit, raised the enthusiasm of th 
New projects were proposed alr 
ernment agencies and private cs 
to use this new low-cost launchir 
need for abundant constructioi 
and so in January 2024, the firs1 
base was established. Moon E 
mining and construction statior 
domes, one landing pad and C I  

national team. 

VMARS DIRECT - 

The new wave of interest in the ( 
brought back the ha If-forg ottc 
exploration and possible coloni 
particular, the existing space faci 
to launch a single stage Earth 
Each Mars Direct mission was co 
spaceships, one manned and or 
unmanned spaceship contained 
and a miniaturized refinery cap 
the required fuel from the Mai 
The manned mission was launc 
was determined that the return 
and ready. 

ATION 

the skyhooks, or 
Iht cargo from or- 
le general public. 
nost daily by gov- 
oncerns, all eager 
ig alternative. The 
I material soared 
: permanent lunar 
lase Alpha was a 
1 made up of two 
rewed by a multi- 

:onquest of space 
?n project of the 
ization of Mars. In 
ilities made it easy 
to  Mars mission. 

Imposed of paired 
le unmanned. The 
the return vehicle 
able of extracting 
-tian atmosphere. 
:hed only when it 
flehicle was fueled 

hicle technology 
le first mission to 
lrn vehicle was al- 
lnrl t t . w n  \ tn>rc  0-r- 

early '20s. By the time the first crew left, four other 
Mars Direct spacecraft were under construction, 
ready to spearhead the construction of the first 
permanent human city on Mars. 
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. VHIGHWAY INTO SPACE 

. Although the development of efficient launch sys- 

. tems significantly reduced the cost of placing 

. material in orbit, the cost per kilogram was still 

. considered too high. The orbital elevator concept, 

: or skyhook, was one of the early options studied 
. as a possible means of reducing launch costs. 

. The early plans for an orbital elevator consisted 

. of a space station placed in a geostationary orbit. 

. The station was to simultaneously extend tethers 

. down toward the Earth and in the opposite direc- 

. tion, thus keeping its center of mass (and orbit) 

. constant. The lower cable was anchored to the 

: ground and elevator cabs could be used to trans- 
. fer material up into space. The outer tether also 

: allowed payloads to be released with greater than 
. orbital velocity, launching them into space a t  no 
. fuel cost. 

' Preliminary studies soon showed that such a de- ' 
. vice would be near impossible to build. Each seg- 
. ment of the tether had to hold not only the pay- * 

: load but also the weight of each segment under 
. it. The tether thus got thicker and thicker, and 

: monstrous taper ratios were calculated. It was pro- 
. posed that the space station's orbit be lowered 
' and the tether stopped just above the tangible 
. atmosphere, reducing the system's overall length. 
' This made the construction of the skyhook (as the 
. new system was called) possible with present-day 
. technology. Although the base of the tether would 

: be traveling a t  hypersonic velocity relative to the 
. ground, specialized shuttles could already be built 

t o  reach it. Skyhook construction began on the 
. lunar base hangar while the delicate electronics 
. parts were being assembled on Earth. 

. By 2020, nations were assembling forests of " 

. skyhooks in orbit, enabling increasingly heavy car- 

. goes to be lifted a t  very little cost. Some were put 

: to work in large "teams," their combined capac- 
. ity allowing extremely massive payloads to be 

: slowly lifted into orbit - the only limit being the 
. size of the cargo bay of the hypersonic shuttle, 
' and even this caused fewer problems once the 
. fuselage-mounted cargo pods were put in service. 
. SSTO vehicles took up the job of taking people 

--A __:__:L..  ----- . .^ 

Using the experience and ve 
gained from the lunar base, t k  
Mars left in early 2027. The reti 
ready in place, having soft lancLU L v v v  J L u n a  

lier on a pad prepared by robotic drones in the 
. drlU u,lullLv cd,clu uu, 

I 

s - I  

i Mankind had built i t s  first highway to the stars. 



Exatech Chemicals introduced the first mass- 
produced artificial diamond fiber composites in 
September 2026. They were produced under 
zero-gravity conditions aboard Exatech's 
ground-breaking automated space factory, a 
comparatively small construct orbiting a few 
hundred kilometers above the ground. 

Although costly, the new fibers were much less 
expensive than diamonds hauled up from the 
surface of the planet and these new compos- 
ites were perfect for high stress applications. 
These fibers could easily be formed into cables, 
sheets and panels of extreme solidity and low 
weight. New skyhook designs built using these 
composites nearly tripled the lift capacity of 
previous models. 

In November 2027, Yokohama-Grubb, a multi- 
national company specialized in pharmaceuti- 
cals, announced the first successful human clon- 
ing experiment. The baby was an offshoot of 
the company's organ-regeneration research, 
and although i ts  birth was not planned (or ap- 
proved) by the board there was little they could 
have done once it was born. Public outcry and 
indignation almost ruined the company, which 
immediately fired its entire bio-research division. 
Adam, as the baby was called, was placed in a 
research institute. 

As he grew up, the child turned into a strong, 
healthy and intelligent boy. He was plagued by 
self-doubts, however, and underwent psychiat- 
ric therapy several times. On his seventeenth 
birthday, Adam, the first cloned human, com- 
mitted suicide. 

VISLANDS IN THE SKY 

The increased level of prosperity on Earth helped 
slow down the rate of growth somewhat, as fami- 
lies in developed countries required fewer chil- 
dren to ensure their future. The overall human 
population, however, continued to grow a t  a quasi- 
exponential rate in the new space colonies and in 
poorer regions of the globe. New lands were 
cleared, rain forests destroyed, and soils ex- 
hausted by repeated farming with inadequate 
methods. 

The Alpha Base massdriver became operational 
on August 28th. 2028. It was used to fire large 
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1 cargo sleds a t  Earth's Lagrange point (see glos- 
sary). The first test sled reached the L-2 point with- 
ou t  any problem. There, automated 
"masscatchers" intercepted and stockpiled the ore 
packets for later delivery to planned local con- 
struction sites. The excellent performance of the 
lunar massdriver showed that sending large quan- 
tities of material to the Lagrange points (or any of 
the complex, inner Earth orbits) was fairly cheap, 
and the first permanent orbital settlement projects 
were seriously proposed. These settlements would 
house the construction crews required to build the 
second generation SPS arrays and orbital facto- 
ries. They were also meant to be huge so as to 
absorb a t  least part of the population growth. 

After much debate and inflamed discussions, the 
space island project based on the O'Neill Cylin- 
der design was approved by the American Con- 
gress, the European Council and the Russian 
Space Agency. In November 2030, the construc- 
tion site of Island One a t  L-5 was formally declared 
open after a four-hour ceremony on Earth. 

__ 

VTHE SOLAR COLONIES 

As the human population in orbit increased, the 
people of the Earth sphere started looking toward 
distant planets. The skyhooks allowed probes to 
be cheaply launched to the into deep space with 
relative ease. For the better part of the '20s each 
planet was radar-mapped and examined by nu- 
merous probes and robots. 

On July 1 st, 2031, the NASNESA exploration ship 
Galileo I1 was launched. The ship carried both solar 
arrays and an onboard fusion reactor t o  power its 
kilometer-long massdriver. Jettisoning fine rock 
particles a t  very high speed to produce thrust, the 
ship set out on the first leg of i t s  journey to  the 
outer system. On March 14th, 2032, Galileo / I  ar- 
rived in the Jovian system. Robot probes were 
immediately dispatched to  recover the asteroid 
dust packages left by previous automated mis- 
sions, refueling the ship for the voyage home. The 
ship remained in the Jovian system for nearly six 
months, conducting experiments on gas mining 
and performing astronomic studies. 

Burroughs City, the first permanent Martian settle- 
ment, was officially founded in 2033. At the time, 
the town was little more than a collection of land- 
ing modules left by previous missions and housed 
a mere 85 people. 



In 2034, a small mininghcientific mission was sent 
to Mercury. Funded solely through private efforts, 
a permanent base was established. Soon i t s  
massdrivers started throwing rocks at Venus. The 
private investors claimed these were solar sail test 
shots, using mining rejects, and were sent to Ve- 
nus so as not to fill the space lanes. 

Based on the findings of the Galileo II mission, 
the Jovian Gas Mining Corporation was founded 
in February 2037. A year later, lronwheel Station 
was built in Jovian orbit t o  house the gas miners. 
It was the first permanent human habitat around 
Jupiter, and the one most distant from the Sun. 
The station was completed in a remarkably short 
time, and by 2040 housed nearly 1000 people, 
many of  them scientists. The formation of the 
JGMC heralded the age of the space companies, 
corporations formed to exploit the riches of the 
solar system. 

The rescue of the SPS3 hostages in 2032 re- 
mains in the annals of history as the first use of 
exo-suits in a tactical space combat. Religious 
extremists had taken over the SPS3 Powersat 
and were threatening to use it as a weapon of 
terror should the world refuse to convert. The 
crew had managed to  take refuge in one of the 
modules, where they awaited rescue. 

Although the power beam made a poor  
weapon, it was sufficient to severely damage a 
ship. The rescue thus came as a squad of USASF 
exo-suits, stealthily closing in. They first disabled 
the emitter array, and then set to work on flood- 
ing the command module with sleeping gas to  
flush out the terrorists. The latter, however, had 
outside help in the form of two stolen OWs,  
each equipped with a chemical com laser. Be- 
fore long, the battle raged around the satellite, 
as each side tried to place itself on a vector that 
would allows its weapons to lock on the enemy. 
The two O m s  were eventually disabled, and 
all terrorists were later found dead from poison 
tablets. 

I V A  POPULATION EXPLOSION 

By the end of the first half of the twenty-first cen- 
tury, the total human population, on Earth and 
elsewhere, reached nearly 13 billion individuals. 
The first three Island One stations were com- 
pleted, each fully inhabited by nearly 140,000 
people. The increasing automation of the process 
and the improved launching capability of the Iu- 
nar base (now with three massdrivers) made the 
construction of a new station a matter of one or 
two years, prompting a migration to space. Pro- 
posal for larger Island Two type stations, with a 
diameter of two kilometers and four times that 
length, were put forward. 

Some were willing t o  go even further out to es- 
cape the Earth. Industrial-type spacecrafts exca- 
vated and outfitted asteroids for prolonged habi- 
tation then placed them on circular orbits between 
the Earth and Mars. These asteroids, called cy- 
clers, could carry thousands of colonists to Mars 
on every one of their two-year cycles. During the 
general census of 2070, the Martian population 
was counted at  nearly 2 million inhabitants, almost 
half of them being immigrants landed in the past 
thirty years. The first permanent nomad settlement 
was established on Eros in the Asteroid belt by 
mining corporations eager to  exploit the mineral 
riches of the new frontier. 
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The solar system‘s colonization was further ad- 
vanced by the development of new technolo- 
gies, such as the Plasma Combustion Chamber 
(PCC). Experiments to  improve the efficiency of 
the fusion power plant led scientists a t  the L-5- 
2 colony to develop the prototype of a new type 
of space drive. The PCC uses high energy arcs 
to convert almost any fine matter or gas to a 
plasma state and jettison it a t  high velocity to 
create thrust. Although the initial tests were 
plagued with technical problems, the PCC 
proved much more efficient than the 
massdrivers and chemical rockets in wide use 
for spaceship propulsion. 
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V PROJECT NEW EARTH I 

Meanwhile, the Venusian atmosphere was getting 
a lot clearer. The reactive metals relentlessly sent 
from Mercury combined with the atmospheric 
gases to form carbonated dust falling on the sur- 
face. Conditions on Venus improved and the su'r- 
face became directly observable. In the early 
months of  2070, ten mysterious rockets wede 
launched from the orbital facilities of Boeing- 
Mitsubishi, their projected trajectories leading 00 
Venus. Three weeks later, robot OTVs were dis- 
patched from the Belt-based Westmuller Ltd mih- 
ing station to rendezvous with the newly discob- 
ered Stanton II comet approaching the solar sys- 
tem. Corporate officials from both companids 
declined to  comment. , 
On March Is t ,  2072, Project New Earth officially 
began. The rockets descended in the Venusidn 
atmosphere, releasing their cargo of genetically 
engineered bacteria and algae. Both immediately 
started processing the soil and atmosphere do 
make them compatible with Terran biology. Twio 
years later, the Stanton I1 comet, its orbit modi- 
fied by the small fleet of tugs attached to its flanks, 
entered the Venus' orbit. Many thought the comet 
would disintegrate in the upper atmosphere, ru- 
ining the terraforming process. Instead, the comht 
was placed in a stable, easy t o  reach orbit around 
Venus to serve as a refueling point for ships anld 
shuttles bringing people and equipment to the 
new world. 

Immense titanium fins were first installed a t  tHe 
settlements' projected polar locations to cool 
down the boiling hot ground. Large quantities bf 
aero gel, an isolating polymer/ceramic substance, 
were manufactured to form the foundations anld 
outer walls of huge arcologies. Within a few yearb, 
small settlements dotted the Venusian poles. 
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b DEPRESSION 

By the second half of the twenty-first century, tHe 
biosphere of planet Earth was in sorry shapk. 
Widespread droughts and floods were batterinlg 
the cities. The ozone layer was very much de- 
pleted, even though programs limiting the pro- 
duction of ozone-depleting gases had been in 
place for decades. The development of new nom- 
polluting energy production alternatives were only 
slowing down the problems caused by Mankind's 
insatiable need for power-sources. 

Social and environmental pressures caused the 

collapse of several nations. Civil war, epidemics, 
and balkanization provoked a major exodus to- 
ward space and the colonies. Entire villages 
pooled their life savings to buy a patch of land on 
a colony in the solar system in the hope of im- 
proving their living conditions. 

V EXODUS 

In early 2081, the provisional Terran government, 
an evolution of the United Nations council, took 
refuge in orbit. Several of the more prominent 
nations of Earth along with the orbital colonies 
formed this council. To reflect this change, the 
council officially took on the name of United Space 
Nations. 

The inhabitants of Mars declared their indepen- 
dence in the summer of 2085. Despite their best 
efforts, there was little the beleaguered Earth na- 
tions and corporations could do t o  stop them. By 
2086, all Terran authorities had been removed 
from the red planet. This did not solve any prob- 
lem, however, and civil conflicts would rage for 
many years before a native Martian political struc- 
ture would evolve. 

During this time, the terraforming of Venus was 
progressing. Financing corporations started estab- 
lishing bases in the northern polar region by the 
first quarter of 2086, landing entire prefabricated 
factory units to  help in the construction of future 
arcologies. Corporate personnel were shuttled in 
from orbital colonies a t  a rate of several thousand 
per month. 

In the year 2093, the last vestige of authority fell 
on Earth and the subsequent loss of their space 
faring capacity isolated the Earth from the rest of 
Mankind. The governments of Earth had lost any 
remaining authority they might have had over the 
space colonies. 

VTOUGH TIMES 

The period from the 2120 to 2180 was often re- 
ferred to as the "Tough Times." With Earth in dis- 
array, each settlement was more concerned about 
i ts immediate survival than politics or trade. The 
new Venus colony was busy settling down, while 
there were intermittent civil conflicts on Mars. The 
Jovian settlements struggled to survive the harsh 
conditions of their environment. Many of Jupiter's 
Trojan asteroids were dismantled and used to build 
new colony cylinders to house the growing Jo- 
vian population. Nevertheless, limited living space 
remained an endemic problem. 

1 
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V PLOWSHARES INTO SWORDS 

As time went by, the general level of technology 
improved and with it the science of war. Exo-Suits 
became larger and more powerful, carrying ad- 
vanced ECM and stealth systems to  disguise their 
increasing size. In the 2150s, technicians of the 
Jovian Confederation, merging the engineering 
tug and the exo-suit, built the famous "giant ro- 
bot" of science fiction. 

After months of testing, the first prototype Exo- 
Armor was ready to be shown to  the Agora on 
July 23, 2162. It  still lacked several important sys- 
tems, but it could walk and fly. The representa- 
tives were extremely impressed by the perfor- 
mance of the machine, and approved a plan to 
equip the fledgling JAF with sixty Exo-Armors 
within the next five years. 

b NEW BEGINNINGS 

The resolution of the troubles on Earth signaled 
the end of a dark period for the solar system. 
Contacts were slowly re-established between 
Earth and other settlements. Once again, space- 
ships started making regular runs between plan- 
ets, exchanging high technology products and 
specialized items that could not be produced lo- 
cally. Even tourism saw a renaissance of  sort, 
though the high cost of space travel restricted it 
to the wealthy or those ready to save for the trip 
of a lifetime. It was the beginning of a new age of 
peace and prosperity. 

V REUNIFICATION OF EARTH 

The period of civil conflicts and unrest on Earth 
had degenerated into outright war in many re- 
gions as diverse groups competed for the same 
dwindling resources. Before long, a league of small 
nations banded together under one f lag and was 
methodically taking over as many territories as 
possible. The Union, as it was called, consisted 
mostly of European and North American states. 
Their aim was to  unify the entire planet under one 
government, by negotiated alliance or, if neces- 
sary, by force. Its leaders wanted to stop the blood- 
shed and give people the means to restore the 
planet and earn a good living from it. The Unifica- 
tion War, as the drawn-out conflict came to be 
known, ended in 2182. 

I On January I s t ,  2184, the Central Earth Govern- 
ment and Administration was founded by the vic- 
tors of the Unification War. Although they did not 
control the entire planet, CEGA did administer 
North America, Europe and large parts of Africa 
and Asia. 

V T l T A N  

Titan was first explored during the 21st century. 
Once it became clear that the moon was studded 
with organic liquids, and contained oxygen and 
nitrogen, it was suspected life could be found a t  
the bottoms of the deeper ethane seas. 

In the decades prior to the Fall, there was a wide 
basis of Terran pro-Green sentiment, as living con- 
ditions had started to deteriorate on the home 
planet. The major Earth nations (and the reluctant 
space borne corporations) met in Reykjavik, Ice- 
land in 2062 and signed a treaty agreeing to ban 
industry from the Titanian surface. The Treaty was 
to be ratified anew by the participants every fifty 
years. It did not prohibit human habitation of the 
surface, but with the exception of IGS' Alcott re- 
search station, no one wanted to live there. 

The Treaty left open the option of exploiting 
Titan's upper atmosphere, which contains a sig- 
nificant amount of methane. By the early 22nd 
century, with the Jovian Confederation's popula- 
tion growing (and cut off from Earth's supply of 
organics), this was an attractive possibility. Con- 
sequently, stratospheric gas mining robot equip- 
ment was set up as early as 2128, and some small 
launch platforms were set up in Titanian orbit to 
send the products to Jupiter. 

This continued for a long time, with the Reykjavik 
Treaty receiving i ts second (in absentia) re-ratifi- 
cation by the Orbitals, Selenians, Martians and 
Jovians in 2162. But in the 2180s, Bernard0 
Chandrasekhar's new gas-mining company THC 
changed the rules, claiming that the Reykjavik 
Treaty permitted exploitation of the surface as long 
as the industry was based in orbit. Building a pair 
of large refinery stations, he began to use huge 
shuttles to ferry the liquid methane to orbit, for 
bulk conversion into complex hydrocarbons. 
Within a few decades, THC achieved a monopoly 
on Titanian commerce and became a major player 
in interplanetary economics. 

I 



V THE MARTIAN ELEVATOR I 

Although the skyhooks used on Earth proved tb 
be the limits of the technology available a t  the 
time, the dream of a space elevator reaching to  B 
planet surface was not dead. Mars, in particular, 
was interested in the concept. The lower Martiah 
gravity, combined with the smaller radius of thk 
planet and the advances in the material field, 
would theoretically make such a device possibld. 

Several corporations were intrigued by the ided. 
The Martian natural resources, when combined 
with the elevator, would make it economically fed- 
sible to build certain delicate spaceship compd- 
nents on the ground and send them into orbiting 
shipyards. After years of studies, the Venusian 
backers authorized the construction of the protd- 
type on June Is t ,  2189. The Martian orbital el- 
evator opened officially seven years later. 1 
The twenty-third century dawned upon a sol& 
system a t  peace. I 

V T H E  ODYSSEY 

The resolution of the troubles on Earth signaled 
the end of a dark period for all. Contact betweeh 
settlements slowly resumed. It was thought to be 
the beginning of a new age of peace and pros- 
perity - the events of 2210 would shatter thdt 
illusion. 
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In the early 2200s, Terran scien 
Peyarje developed a “cyber linkage” system for par- 
tial thought-control of machinery and vehicles. CEGA 
agents quickly realized that it could be used for mili- 
tary purposes and conscripted him. Fearful of the 
imperialistic views of CEGA, the scientist managed 
to contact Jovian operatives and requested political 
asylum. At about the same time, living creatures were 
discovered in the atmosphere of Jupiter. Though the 
event was kept highly secret, within months scien- 
tists had discovered what incredible biological trea- 
sures these creatures represented. Poaching began 
right away, with the greatest efforts being made by 
the Venusians (whose researchers had determined 
that certain of the creature’s proteins could be used 
as a life-prolonging drug). They were using a variant 
of the cyberlinkage prototype stolen from Earth, a 
fact they were keen to hide. 

A small team of inexperienced Jovian Armed 
Forces pilots was sent to Venus, where the scien- 
tist was attending a seminar. They succeeded in 
helping Dr. Peyarje escape, but were discovered 
and pursued across the solar system by forces that 
were later revealed to  be sponsored by both 
CEGA and Venusian interests. The fleeing group 
was helped first by Lunar-based rebels (causing 
the destruction, in retaliation, of the domed city 
of Copernicus) and later by Martian sympathiz- 
ers. The Earth forces proved tenacious, however, 
and tried to stop them even on foreign ground. 
The Martian prototype orbital elevator was de- 
stroyed in the ensuing confusion by a group of 
anti-Federation Martian anarchists. 

By the time the group reached Jovian territory, an 
entire battle fleet was a t  their heels. Unknown to 
most, the admiral in charge, Russel Kleb, was ma- 
nipulated by Venusian Bank executives intent on 
destroying Elysee, the capital-station of the Jovian 
Confederation; this would open the way to full- 
scale exploitation of the local ”resources” under 
the pretense of Venusian emergency humanitar- 
ian aids. After what would later become known as 
the Battle of Elysee, the station was saved, an en- 
tire CEGA battle fleet was destroyed and one of 
the JAF’s commanding officers, the very man who 
directed the Peyarje mission, was arrested as a trai- 
tor for allowing the CEGA fleet t o  come this far. 

The months following the Battle were tumultuous, 
t o  say the least. CEGA officially declared its fleet 
to have gone rogue while a witch hunt started to 
find the people responsible for the whole affair. 
The true culprits are safely out of sight, however, 
and a new, troubled age has just begun ... 
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.SOLAR SYSTEM 
OVERVIEW 

The events which have collectively come to be 
known as the Odyssey were a rude awakening for 
the disparate nations of the Sol system who had 
been comfortable in their isolation. The failed at -  
tack on Elysee by a rogue CEGA (Central Earth 
Government and Administration) battlefleet was 
an unmistakable sign that Earth's grasp was a t  last 
catching up to its scheming. Certainly no one now 
thinks that the slap on the wrist received a t  the 
Battle of Elysee will curb further such actions on 
the part of CEGA. Across the entire system, the 
human race prepares for a war that nobody wants 
to fight. 
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h l  I _ _  .. '. AI. ~ L -  ~ - ' -  , ., . .I I . ivownere IS me  rension greaIer man in m e  Jovian 
system. The weeks following the near-disaster of 
the Battle of Elysee have seen several arrests of 
high-ranking military personnel. Of the greatest 
public interest is the resignation and subsequent 
house arrest of General Avram Thorsen, who has 
confessed to the crime of collaborating with the 
CEGA forces. Even with the demoralizing removal 
of one of i t s  finest leaders, the Jovian Armed 
Forces have risen admirably to  the challenge of a 
stepped-up defensive posture by increasing pa- 
trols and training operations. 

The situation on Earth curiously mirrors the state 
of Jovian affairs. While the deceased Admiral 
Russel Kleb, who led the attack on the Jovian 
Confederation, has borne most of the blame for 
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the fiasco, there are some members of the CEGA 
council who refuse to let the matter rest and insist 
on witch-hunting other responsible parties. Mili- 
tary production in the Earth system, already at a 
high level, has been increased yet again, and re- 
cruitment rallies are taking place everywhere. Stra- 
tegically, CEGA splits its focus between crushing 
the remaining resistance to  CEGA rule on Earth 
and presenting a strong space-based military force 
with which to cow the human-settled worlds. 

The rest of the solar system watches the two pow- 
ers intently, as yet unwilling to declare sides. Mars 
is still split by bickering between i ts two nations, 
although the destruction of the orbital elevator 
has put the entire planet in an unsavory mood 
toward CEGA. The Mercurians and their Merchant 
Princes are wary of any event that might make 
business difficult, and are taking preventative ac- 
tion. Lastly, behind every wall in the solar system 
lurks the ears of the Venusian Bank, whose role in 
the politics of these dark times resembles an ice- 
berg, far more massive and deadly than one would 
suspect a t  first glance. 

For more than a century, the nations of the solar 
system lived in isolation, separated by the ocean 
of space. Mankind, however, has never been sat- 
isfied with what is readily available, preferring in- 
stead to range afar for new acquisitions. As a re- 
sult, the injustices of past centuries will be re- 
peated, this time on a much vaster scale. Only 
time will tell if the creatures who could not share 
a planet can learn to coexist in an infinity of stars. 
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b MERCURY I 

V OVERVIEW 

Fewer than two dozen large stations orbit Mer- 
cury, hidden from the blazing solar radiation by 
the solar system hottest planet's shadow. First 
colonized for the New Earth project, the Mercurian 
nation has swelled in ranks in the early twenty- 
second century when it offered asylum to  dis- 
gruntled Venusian salary men escaping from Ve- 
nus' choking political climate. I t  has grown rap- 
idly over the last century to become the most in- 
fluential trading power in the solar system. By re- 
maining carefully neutral in all conflicts involving 
other settlements, and by making sure not to pick 
any fights of i ts own, Mercury has gained the 
grudging trust of the other solar nations. The huge 
mag-sail barges of the Mercurian merchant fleet 
can be found in every corner of the solar system, 
ferrying all manner of goods between the plan- 
ets, a constant reminder that the nation of Mer- 
cury extends far beyond the orbit of the inner- 
most planet. 

V CULTURE 

The people who live in the shelter of Mercury's 
shadow are well aware of the precarious nature of 
their homeland. Although the Mercurians treasure 
the privacy afforded by their hostile environment, 
the close quarters and constant danger cause a 
great deal of internal stress on their society. As a 
result, nearly every Mercurian is subject to man- 
datory service in the merchant fleet, both to train i 

Mass: 3.3 x 1 OZo metric tons 

Surface Gravity: 0.38 g 
Escape Velocity: 4.1 0 kmlsec. 

Averaae Surface TemDerature: 430" C on day side, ., 
-170" C o n  night side 

Atmosphere: Traces 

HvdroaraDhics: None 

Population of Planet: Variable 

29 million Population of Orbital Stations (21): 
Lanauaaes: Enalish. SDacer's Runic. Merchant's Tonaue 

Priman, Exports: Industrial metals, uranium, labor force 

Primary Imports: Food, water, manufactured goods, fuel 

young adults for the full responsibilities involved 
in living in space permanently and to  make sure 
that everybody travels at least once in their lives. 
This policy also ensures that every Mercurian citi- 
zen develops a knack for business. When coupled 
with the natural hardiness and ingenuity brought 
on by their life on the edge, these traditions makes 
Mercury's small population a system-wide power 
totally out of proportion to  i ts size, a fact not lost 
on the increasingly arrogant Mercurians. 

0 MEETING A MERCURIAN 
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I .  ,I ~ . ost Mercurians Dusinessmen are generally OUT- 

l ing and will not shy from talking to strangers. 
l i s  is a good salesperson attitude and has un- 
3ubtedly contributed to the system-wide impres- 
3n that Mercurians are smooth talkers. Among 
emselves, however, they tend to remain wary 
id alert until the time they feel they have a good 
mdle on the newcomer's personality and moti- 
itions. This is an attitude strongly enforced by 
dividual corporations which try to keep an edge 
Jer their competitors through extremely restric- 
l e  and severe non-disclosure agreements. There 
.e few crimes that outrage Mercury citizens more 
Ian industrial or commercial spying. 

lercurians frown upon unnecessary risks, but 
uickness of thought and the ability to piece to- 
ether effective and reliable plans are valuable 
;sets. In the same line of thought, rash individu- 
s are considered a liability and can quickly be 



relegated to non-essential tasks in a peripheral 
area. Such individuals often spend weeks in their 
new positions until thev have demonstrated that 
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they 'deserve another chance. As a result, those 
who are truly talented and ambitious may even- 
tually rise above their peers while those who are 
simply social parasites quickly find themselves with 
a decreasing number of opportunities for their 
futures. 

Mercurians must by necessity spend a great deal 
of time close to one another, a problem which is 
compounded by a 2.5% birth rate. Over the de- 
cades, it has become natural for each member of 
a family to each have a "haven," a private place 
where no one else but that person can enter. These 
small rooms, often no bigger than a soundproof 
cubicle, serve as a personal sanctuaries where one 
can take refuge to  meditate, read or simply take a 
nap away from prying eyes. Between their thir- 
teenth and fifteenth birthday, Mercurian teenag- 
ers usually receive their own "haven" as a gift from 
their family, a sign that they have become inde- 
pendent members of Mercurian society. The ha- 
ven can be within the family home if space is avail- 
able, or in a haven building where such space can 
be bought or rented. Other Mercurians will be 
loathe to enter another person's haven except 
under dire need or in case of emergency. If a 
Mercurian is interrupted while in his haven with- 
out reason of sufficient importance, he will askthe 
offender to  leave in a very polite but firm tone, 
regardless of the person's rank or relation to him. 
Regardless of the intruder's answer, the offense 
will never be forgotten, and may only be forgiven 
after a long time or an impressive effort to rebuild 
and strengthen the relationship between the in- 
dividuals. 

The lack on space is undoubtedly one of the main 
reasons why Mercurians favor the profession of 
space merchant. This is a perfect opportunity for 
them to move to  larger quarters aboard space- 
ships and to be away from the prying eyes of their 
neighbors. Some particularly independent 
Mercurians worship space travel with an almost- 
religious fervor and dread the days they have to  
spend on Mercury with their so-called friends and 
families. On voyages, the personal quarters of a 
Mercurian are considered inviolate, and barring 
negligence in duty or a pressing need, Mercurians 
will leave others alone while in their cabins. 

I 
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7 POLITICS 

The Mercurians rely on a simple democratic gov- 
ernment in which an Administrator is elected by 
popular vote and serves for up t o  ten Mercurian 
years. Candidates are required to  announce their 
desire for the position a t  least five years in ad- 
vance, t o  allow citizens ample time to  evaluate 
them. This also allows far-flung merchant crews a 
chance to  get the news. This makes for a constant 
pool  of  candidates who try t o  impress the 
Mercurian people with their efficiency and intelli- 
gence. Fortunately, the pragmatic Mercurians have 
little tolerance for non-business-related political 
posturing. The current Administrator, Golan 
Fairbanks, is an ex-Guild captain who was elected 
a year ago after a close race. His efforts t o  moder- 
ate Guild control of Mercurian society have earned 
him many enemies among his former colleagues, 
but his daring and progressive economic policies 
have earned him the love of the general popu- 
lace. 

Mercury is the neutral settlement of the solar sys- 
tem, and refuses to align itself with anyone. As far 
as the Mercurians are concerned, taking sides is 
bad for business and must be avoided. Other na- 
tions of the solar system accept this attitude be- 
cause of Mercury's value as an impartial trader. 

V SCIENCE AND MILITARY 

By dint of their unique environment, Mercurians 
have become the masters of high-temperature- 
materials engineering and solar power applica- 
tions. Almost all of the nation's power is supplied 
by huge solar energy arrays on Mercury's surface 
and in its near orbit. 

Because there was so little t o  defend on or around 
the planet itself and since merchant ships and 
barges were unarmed by tradition, Mercury main- 
tained only a token force of patrol-class military 
ships and fighters for many years. Recent events, 
however, have prompted Administrator Golan 
Fairbanks to beef up his nation's defenses as a 
precautionary measure. Foreigners stationed on 
Helios Station, Mercury's capital, have reported 
heavy activity at military facilities, and the swell- 
ing military has recently deployed the Brimstone 
exo-armor. For the moment, Mercurians maintain 
their position of careful neutrality, but only a fool 
would think that they are unprepared for a shift in 
the solar system's political structure. 
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V COMMERC 
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OTHE MERCHANTS 
OF MERCURY 

Mercury has once been called the “Land of the 
Nomadic Merchant Princes,” an amusing if some- 
what inaccurate nickname. Contrary to popular 
belief, the entire population is not engaged in 
trade-related activities, though it is the major 
source of revenue for the tiny Mercurian state. 
Many people work in space construction to ex- 
pand the available living space and ensure that 
the systems that protect the citizens against the 
harsh rays of the Sun are in perfect working order. 
Also, as with all large organizations, the Merchants’ 
Guild requires a strong and reliable support struc- 
ture, and employs a great number of specialists 
from such diverse fields as engineering, psychol- 
ogy, bio-chemistry, astronomy, entertainment, etc. 
Despite all this, the myth that all Mercurians are 
good merchants and space adventurers persists 
throughout the solar system, and everyone has 
learned to live with it. After all, this reputation 
carries with it some advantages, not the least of 
which is that aura of adventure and exoticism 
which members of the opposite sex found so  at- 
tractive in the sailors of old. Merchants really don’t 
mind. Most solar citizens find that reputation fas- 

. 

. openings. 

. V RECENT DEVELOPMENTS 

cinating, and that gives Mercurians better sales 

;E AND INDUSTRY 

able natural resources or manu- 
Aercury relies on its large mer- 
3por-t itself. By facilitating the 
nodities between worlds, Mer- 
e for the expensive upkeep of 
ship and barge in the Mercurian 
?ars the crest of the Merchant 
,ee Mercurian Merchants Guild. 

rganization reminiscent of the 
mce-era Earth. Membership in 
1 to Mercurian citizens who have 
National Service requirement, 
Mercurians choose to become 
wing official service, Mercurians 
?r the benefits nor responsibili- 
3ership are still granted the right 
on Mercurian merchant vessels 
I ease the burden of a life spent 
conditions. 

True to i ts word, Mercury has remained neutral 
amid the increasing tension between the Jovian 
Confederation and CEGA. Undaunted by the pros- 
pect of all-out war, the Mercurian merchant fleet 
remains abroad, helping to keep the lines of trade 
and communication open between nations. 
Goods, people and information that cannot be 
delivered through national channels often find 
their way to  their destinations aboard Mercurian 
ships. 

The Merchant Guild pays close attention to the 
cargoes entrusted to  its care, always on the look- 
out for information about the possible involvement 
of the Venusian Bank in the Odyssey crisis. Many 
Mercurians are descended from runaways dis- 
gusted with the policies of Venus and reminiscent 
of  i ts ambitions. If that world is manipulating 
events once again, the Guild wants to  be the first 
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. to know the details. 
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One of the basic choices a player must make 
about a Mercurian player character is whether 
he was raised aboard one of the space stations 
or under the surface of the low-gravity planet. 
This fundamental decision will affect the 
character’s Build to a great extent. Mercurian 
player characters are merchants more often than 
not. Since they must all go through their man- 
datory fleet service, PCs should have a basic 
idea of how their service went, who they have 
met during that period, who they worked un- 
der, what they learned, etc. Playing a group of 
young Mercurians on their first trip can be a 
great premise for a campaign. It allows new play- 
ers a chance to travel through the solar system, 
meet a wide variety of individuals, experience 
diverse cultures and get rich in the process. They 
may travel aboard their own spaceship - prob- 
ably an old junker, refitted so many times that 
none of the original equipment is recognizable 
- carrying cargo, information or passengers 
without asking too many questions. Characters 
that are part of the Merchants Guild may be 
asked to transport questionable cargo or gather 
precious information, which may lead to sev- 
eral action-packed scenarios. 

Non-Mercurian characters visiting Mercury‘s sta- 
tions are likely to  be closely watched. Mercurians 
value their privacy and do not want strangers 
sticking their noses in their businesses. Further- 
more, visitors are often unused to the safety 
measures to follow aboard the stations or un- 
der the surface, and can easily be a risk to the 
settlement’s safety. If non-Mercurian player char- 
acters visit Mercury, the Gamemaster can easily 
set up a scenario where they commit some form 
of security breach and have to survive it. Alter- 
natively, they could become embroiled in some 
underground conflict between the Guild and the 
Venusian Bank, and have to  weasel their way 
out without losing too many feathers. 
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The power relay stations on Mercury’s surface 
are a remarkable example of Mercurian stub- 
bornness and adaptability. The living quarters 
and transmission facilities are hidden beneath 
the ground for nearly three months at a time 
during Mercury’s 600-Kelvin day while the col- 
lectors soak up the sun’s power. The stations 
become a bustle of activity after sunset, when 
microwave transmission towers rise from ar- 
mored silos to beam stored power to  the sta- 
tions above and technicians emerge to perform 
maintenance and repairs on the huge arrays. 

While this system might seem needlessly dan- 
gerous, the founders of Mercury’s society, fear- 
ing possible Venusian reprisals, decided that 
power satellites were too vulnerable to sabo- 
tage. While the surface stations cost more and 
are difficult to build and maintain, they are easier 
to protect than orbital relays. Only half of the 
total power system is exposed to  attack a t  any 
given time. 
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b VENUS 

V OVERVIEW 

Venus has always been a world of mystery, i ts se- 
crets of old hidden for centuries behind rolling 
clouds of poisonous gas and surface temperatures 
high enough to  melt lead. Although Project New 
Earth converted the atmosphere with terraforming 
techniques late in the twenty-first century, the spirit 
of Venus' veiled threat has been passed on to its 
human inhabitants. 

Project New Earth was sponsored, designed and 
paid for by a group of Terran corporations who 
foresaw the impending social chaos on Earth and 
decided that their positions were too weak to with- 
stand the coming storm. They organized a mass 
emigration of resources to a new world, leaving 
the remaining cartels to squabble over what would 
soon be a wasteland. The wisdom of that deci- 
sion has been borne out - the corporations of 
Venus are now the richest in the solar system. 

V CULTURE 

The cities of Venus are quite spacious despite the 
need for protective domes and processed atmo- 
spheres. Life within the domes is strictly regi- 
mented in orderto preserve working efficiency and 
discourage rebellion. Most Venusian workers never 
see the outside world, cared for as they are from 
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12,100 km 

5.3 x that of water 
Diameter: 
Denqitv. 

Mass: 4.8 x IO2' metric tons 

Surface Gravity: 0.91 g 

Escape Velocity: 10.3 kmkec. 

Average Surface Temperature: 60" C at the poles after 
terraforrning. 

Atmosphere: 1.5 to  4 atm (42% carbon dioxide, 35% 
oxygen, 22% nitrogen, trace H,O, H,SO,, HCI) 

HvdroaraDhics: 2.3% 
I - ,  

Population of Planet: 410 million 
~ 

PoDulation of Orbital Stations: 7 million 

Languages: Venusian dialect, English, Japanese, 
Cantonese 

Primary Exports: Algae products, foodstuffs, 
commodities 

Primary Imports: Machinery, computers 

birth to death by their teammates, supervisors and 
company. All that is asked in return is hard work 
and ambition. 

Venus' official language is a curious creolization 
of Japanese grammar and English words derived 
from a century of intermixing corporate systems. 
The written form uses Roman letters in conjunc- 
tion with the three forms of written Japanese, and 
is widely regarded as the most difficult language 
in the solar system to  learn. Venusian children are, 
of course, taught to  treat this as just another rung 
on the power-ladder. 

Most populations with rigid education and vari- 
ous communication networks tend not to change 
languages easily. In the case of the Venusians, 
however, the linguistic change was intentional, a 
deliberate effort to make the language inacces- 
sible to those who did not learn it from birth. Most 
children on Venus are taught Japanese first, and 
then instructed in the reading and writing of the 
English languages. The alteration was sponsored 
by several major corporations who desired a more 
compact and versatile tongue. Many especially 
long or awkward Japanese words have been re- 
placed with English, and vice-versa. While the 
space-based nations were developing Spacer's 
Runic for many of the same reasons, the Venusian 
government gradually instituted this new lan- 
guage, squashing the protests of traditionalists. 

I 



OHARD WORK 
AND BYZANTINE INTRIGUES 

At the higher levels of society, the sharp and PO- 

litically inclined Venusians are involved with mind 
games and power plays. The more general citi- 
zens are mainly concerned with their day-to-day 
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lives, although politics are still unavoidable. 
Venusians have built almost a mystique about their 
political affiliations, something which affects al- 
most every encounter they have. An informal sys- 
tem of social strata based on education and affili- 
ation rules their behavior and interactions. For in- 
stance, upon meeting someone for the first time, 
a typical Venusian will attempt to  establish the 
newcomer’s social status, either through subtle 
inquiry or, in higher social levels, through obser- 
vation and networking. Should the newcomer’s 
social status be lower, the Venusian will remain 
polite but remote. If higher, he will remain humble 
and terse. It is considered impolite and clumsy to 
directly inquire about the other party’s political 
influence. In some circles, such an approach is 
considered an affront, and particularly sensitive 
Venusians have been known t o  call off very lucra- 
tive deals because of a discourteous off-worlder’s 

prying. 

On Venus, ambition and hard work are valued, but 
not at any cost. Both men and women are encour- 
aged to be the best at what they do, even if they 
occupy low-profile jobs or careers. Ambition and 
dedication set the limits to how far they can go; 
anyone with a minimum of talent who wishes to  
climb the social echelons and achieve greatness 
simply has to put the work into it. 

The Venusian education system follows some 
rather unique premises and attempts to emulate 
it on other planets have always failed because of 
its cultural peculiarities. Students are not grouped 
by age but by abilities. At age five, all children 
are given a general ability test and put in Shiroi 
Gakkou (White School), somewhere in the first to 
fifth Dan depending on the results of the test. 
Whenever they are ready, they are tested to move 
up in ranks until they reach the highest rank within 
their School level. They then graduate to the next 
School a t  its lowest rank. It takes a normal stu- 
dent about a year to move up a Dan, although 
gifted pupils do it faster. The two Schools past 
Shiroi, Kiiroi and Orenji Gakkou (Yellow and Or- 
ange Schools) have only three Dans each. In gen- 
eral, no more than half the population graduates 
from Orenji Gakkou to move to college. The first i 
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college rank, Akai Daigaku (Red College), tests 
I 

its students upon admission and ranks them from 
First to Fourth Dan; formal graduation occurs upon 
Sixth Dan forvenusians who want to become pro- 
fessionals or upon Ninth Dan for those who want 
t o  move on to the next college level, Kuroi 
Daigaku (Black College). The ranks within that 
college are not public knowledge and graduation 
only occurs when the students’ mentors feel it is 
time. Those who graduate are sworn to  secrecy 
about the college’s teachings, which appear to  be 
extremely varied and demanding, but in return are 
assigned positions of power within Venusian soci- 
ety. 

Citizens are often cared from birth to death by 
the corporation that employs them. They live in 
subsidized housings, eat a t  company-sponsored 
restaurants and watch corporate-owned news net- 
work. While there is no shame in buying or using 
a competitor’s products, most employees feel a 
loyalty to  the company they work for and use i ts 
products whenever possible. 

V POLITICS 

Venusian society is based on the concept of the 
city-state. Each domed settlement is governed by 
the board of directors of the parent corporation 
that either built or owns the city. The specifics of 
administration vary from city-state to city-state, but 
the most common form of governing body is a 
small subcommittee under the direct control of 
the board. Dissatisfaction with corporate policies 
among the citizens moves up the chain of com- 
mand by way of increasingly larger petitions. In 
rare cases, corporate CEOs have had to make rul- 
ings based on the signed complaints of entire city- 
states. 

Venusian foreign affairs are mediated by the plan- 
etary council, a body of representatives sent from 
each major corporation. The number of council- 
ors each corporation sends is based on the 
corporation’s annual net worth. This rule is per- 
petuated by the Venusian Bank, whose true power 
is rumored to  be many times what their already- 
large council delegation suggests (see Venusian 
Bank, p. 63). 
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) VENUS INCORPORATED I 

‘enus is a settlement that is cloaked in conflict 
~ and power. The Byzantine intrigues of the leaders . 

-- shape the destiny of the planet and every one of ’ 

its citizens. With the Venusian Bank‘s interest ex- . 
tending to every person and corporation living on . 
the planet, Venusians are never sure when they 
are being watched or tested by the corporations 
to which they owe so much. This constant pres- 
sure is, perhaps, the single most important factor . 
which defines the Venusian character. From it ’ 

stems the hardworking, stress-filled, devious Ve- . 
nusian stereotype that the rest of the solar system . 
loves to  hate and envy. Needless to say, such a : 
life style has its rewards, and the quality of living . 
on Venus surpasses that of every other society in : 
the solar system. Regardless of the apparent ad- . 
vantages, however, all is not well with Venusians. : 
A discreet and rebellious social movement has . 
emerged during recent years. It is trying to en- . 

courage people to enjoy life rather than to spend . 
it working for a corporation. This movement, how- . 
ever, has very little credibility with the hard-work- : 
ing citizens of Venus, who have a great deal of . 
faith in their employers and understand that so- : 
cia1 wealth comes with a price tag. 

. 

V SCIENCE AND MILITARY 

Venusian technologies are among the most ad- 
vanced in the solar system; what their own R&D 
departments cannot develop can be bought or 
stolen from other sources. As a result, they have 
managed to engineer (or reverse-engineer) nearly 
every scientific innovation of the past century. The 
Venusians, however, are a t  just as mystified as the 
rest of the solar system by the workings of the 
Jovian Floater’s multipolymerase protein (see The 
Great Mystery, p. 55). 

The public face of the Venusian Home Defense 
Force (HDF) is a glorified parade band which per- 
forms air shows and barnstorming acts for the 
general populace. In reality, HDF pilots are expe- 
rienced and well trained, and their exo-armors, 
exo-fighters and warships are the finest products 
of multiple Venusian military contractors. I t  is also 
suspected that the actual size of the HDF is far 
larger than everyone has been led to believe. 

0 VENUSIAN HOME DEFENSE 
FORCE CHDFI 

The Venusian military was created by several large 
Japanese corporations which needed a small se- 
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1 curity force to patrol their new planet and the sur- 
rounding space. The new Home Defense Force 
was structured much like the Japanese military 
back on Earth, with the same ranks and language. 

Although Venusian culture is no longer dominated 
by Japanese traditions, nobody saw any good 
reason to change a perfectly good military orga- 
nization. The modern Venusian Home Defense 
Force retains its Japanese flavor. 

Although the HDF is rather small compared to the 
CEGA or Jovian militaries, it is still a force to  be 
reckoned with. Its troops are very highly trained, 
and the quality of their equipment is top-notch. 
Exo-weapon technology is widely used. Several 
corporations have spent a great deal of money to 
ensure that Venusian exo-armors are far superior 
to anything else in the solar system. The true ca- 
pabilities of Venusian exo-armors are unknown, 
however, as is the true size of  the HDF itself, since 
the Venusians refuse to allow anyone more than a 
cursory view of their military. 

The standard organization of the Home Defense 
Force is centered around the Flight, which is com- 
posed of four machines of the same type. These 
can be exo-technology vehicles, conventional 
space fighters or armored vehicles (although there 
are very few of these). Squadrons are made up of 
three Flights, each commanded by a Tai-I. Squad- 
rons are assigned to a ship or base, and are com- 
manded by a Tai-sa. Infantry are often equipped 
with exo-suits, and are grouped into squads of 
eight and platoons of twenty-four. 

V COMMERCE AND INDUSTRY 

The regular importation of foreign electronics and 
machinery to  Venus is an illusion designed to fool 
the rest of the solar system into thinking that Ve- 
nus cannot survive without their help. The sham 
gives Venusian traders an edge when dealing with 
other nations. Many a foreign corporate represen- 
tative has been duped into thinking that Venus 
would get the short end of a deal. In recent years, 
Venus has used such skillful deception to make 
itself the solar system’s money clearinghouse. Sev- 
eral large banks on Venus are gaining an economic 
ascendancy, of which the Venusian Bank is the big- 
gest and best known. This situation has generated 
a great deal of resentment among the govern- 
ments of other worlds. Mercury, for instance, 
roundly dislikes having any part of its revenue 
touched by its former major shareholder. 
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tions, despite a typically prompt ana enicient Ve- 
nusian media blitz distancing Venus from the Od- 
yssey. 

Locally, recent events have heightened the al- 
ready-existing tensions between the Venusian 
Bank and other corporations who resent the Bank‘s 
near-total control of the planetary council and 
Venusian financial activities as a whole. Non Bank- 
affiliated economists voice concerns about a 
downward spiral toward a planet-wide monopoly 
by the Bank. Bank officials deny these allegations, 
and point out the increasing wealth of the accus- 
ing companies and the difficulty of establishing a 
monopoly in such a competitive environment as 
Venus. 

The conversion of Venus from a corrosive 
hellhole to  a tolerable environment for Human- 
ity began on Mercury, where a series of auto- 
mated massdrivers spent more than three de- 
cades seeding Venus with magnesium and cal- 
cium bricks which were then made to react with 
the carbon dioxide in the atmosphere to free 
oxygen and bind carbon to  the surface. Giant 
fin-like structures, acting as heat sinks, cooled 
the polar ground for the Venusian arcologies. 
Now that the atmosphere has thinned notice- 
ably, Martian-designed, genetically engineered 
bacteria are slowly perpetuating the process of 
atmospheric conversion. One day, ice asteroids 
will be dropped from orbit to bring water to  
the Venusian seas. 

The result is no earth-like paradise, but a t  least 
the temperature range a t  the polar regions is 
somewhat acceptable to humans. The atmo- 
sphere remains dangerous to breathe, and Ve- 
nus‘ lack of a magnetic field means that the 
plasma bow shock of the solar wind is practi- . . .  . . .  . .  
cally overhead, but the Venusians are happy with 
their small triumph. Theoretical plans for a plan- 
etary-scale screen are in the works to reduce 
radiation on the surface. 
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Player characters from a Venusian backgroun 
can be part of the content or discontent ses 
ment of  the population. This usually corrt 
sponds respectively to the richer capitalists ( 

the outcasts. Those from the first group tend i 
be sharp, well educated and politically incline1 
The outcasts, while not always rebellious, ten 
to come from poorer backgrounds and oft€ 
look for ways to  change the system. Players c i  
be from either one. Depending on that choicl 
their goal may be to further the interests of Vc 
nus in the solar system or to promote changt 
within their society to  make room for the “lowe 
social castes. In the first case, PCs may work fc 
a given city-state or for the Venusian Bank, gc 
ing on missions that may take them through01 
the solar system in order to  find new sources 1 

revenue or power. Those player characters wt- 
belong to  the outcasts may join some intern 
underground movement working against t l  
strictly regimented environment or try to fir 
some way to leave the planet and find a bett 
future in space. 

When players visit Venus, they should be car 
ful to tread lightly and keep their heads above 
water. Venusians do not want anyone finding 
out what they are up to, so they act with a great 
deal of efficiency against nosy visitors. Some- 
times, they also act that way with guests before 
they have a chance to  be nosy. 

.. 
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b EARTH 

V OVERVIEW 

In the late twenty-first century, a series of social 
and economic disasters brought the civilization of 
Earth to  its knees. The causes of the Fall are still 
debated today, with no clear answer in the offing. 
The fragmentary records of the time signal a world- 
wide computer network blackout, followed by 
stock market crashes and mass economic confu- 
sion. There is also evidence of a plague that struck 
down millions in the months of darkness that en- 
sued. 

Nothing from that time is certain; all that is known 
by the other planets is that all contact with Earth 
was suddenly lost, and none of the shuttles sent 
to investigate the situation ever returned. In later 
decades, telescopes showed massive ecological 
devastation caused by neutron bombs and uncon- 
trolled biological warfare, while intercepted radio 
transmissions told of terrible atrocities and bar- 
barism. The colonies were struck by the realiza- 
tion that they were now on their own. They ad- 
justed their internal structure and spent the next 
half-century struggling to  become self-sufficient. 

When Earth re-established communication in 
2184, no one expected to  see a powerful, unified 
government like the Central Earth Government 
and Administration. Although nearly half the 
planet was still in a state of civil war, CEGA moved 
quickly to regain control of the orbital colonies 
and the Moon, and declared itself as a new su- 
perpower in the solar system. Unwilling (or un- 
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able) t o  face down CEGA in i ts  own backyard, the 
other planets allowed CEGA to  do as it wished, 
much to their current dismay. 

Earth, as it has ever been, is a fragmented world, 
its people a constellation of cultures and tradi- 
tions. While CEGA is the power that now rules 
the Earth and its surroundings, nations in the 
middle-east, Africa and Asia all maintain indepen- 
dence from their imperialist neighbor. Though 
there is no longer a state of war between CEGA 
and i ts Earthbound neighbors, small skirmishes 
break out on a regular basis between the parties 
involved. Any who travel on the surface of the 
planet are advised to stay well within the borders 
of the particular nation that they are visiting, lest 
they become entangled in the heated interna- 
tional politics. Travelers should also be on the look 
out for terrorist or guerrilla activity wherever they 
are, and steer clear of anyone who would like to 
get them involved in their disputes. Despite the 
conflict that raged among the nations of the Earth 
in the past two centuries (or perhaps because of 
it) the Earth remains the most culturally diverse 
human world in the system. The myriad of smaller 
nations on the surface, the CEGA-affiliated terri- 
tories, the Orbitals and the moon each have a dis- 
tinct culture, and there are often subtle cultural 
differences within these larger groupings. 



I V CULTURE 

As the natural birthplace of humanity, Earth re- 
mains a fabulous mosaic of cultures, religions and 
languages. A century of warfare has only rein- 
forced the bonds within societies, keeping old 
languages and traditions alive. Many of those 
same traditions have been abandoned for the sake 
of uniformity and survival on other worlds. 
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In modern times, Earth has become the artistic if 
not the political capital of the solar system. Every 
day, merchant vessels laden with shiploads of sce- 
nic paintings, religious artifacts and holo-video 
discs leave the cradle of humanity for the other 
planets who eagerly trade their best goods for a 
glimpse of their past. Along with the presence of 
the ancient monuments and holy places, this 
makes Earth the envy of the solar system, at least 
artistically. 

In other matters, however, Earthlings are arrogant 
and condescending. The popular perception of 
off-worlders is of country yokels who could only 
benefit from Earth rule. Even in the Middle-East 
and Asia, where war persists and CEGA rule is 
nonexistent, this belief generally holds true. Off- 
world visitors are seldom well treated away from 
diplomatic consulates. Although the common lan- 
guage of diplomacy in the solar system is English 
(a leftover from the days of North American aero- 
space supremacy, during which most official in- 
flight communications used English terminology), 
Earthlings who can do so often prefer t o  belittle 
their visitors by speaking tongues used only on 
Earth, like Mandarin Chinese or Spanish. 

OTHE PEOPLE OF EARTH 

Despite the immense diversity that exists among 
the people of Earth, most of the inhabitants of 
other settlements in the system have come to as- 
sociate the CEGA culture with the Earth. National 
stereotypes, however, can hardly be applied to 
the entire territories administered by the CEGA, 
since its typical citizens vary from one culture to 
the other. Nonetheless, a few specific trends have 
emerged and are common to  most regions. 

Terrans are somewhat arrogant and condescend- 
ing as a whole. They share a general philosophy 
of superiority born from living in the cradle of 
Mankind. Despite their mismanagement of the 
planet's resources, they take great pride in their 
autonomy and history, claiming that none of the 
off-world colonies' cultures can hope to compare 
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with countless centuries of civilization on Earth. 
To many, however, it is readily apparent that this 
arrogance conceals unease a t  their present living 
conditions and masks a deep-seated fear and envy 
of the space settlements' wealth. Most Earth citi- 
zens privately mourn the downfall of their planet, 
feeling that they've lost their privileged stature of 
pedestal of humanity. 

The average CEGA citizen is generally poor, un- 
less he belongs to the privileged caste that orga- 
nized and controlled the Unification Wars. Mili- 
tary service is valued and respected, with the high- 
est prestige being associated with officer status. 
In regions where the fighting was fierce, soldiers 
are often viewed with suspicion and mild hostility 
by the populace. Many of the old cities were dam- 
aged or destroyed through fighting or urban de- 
cay brought about by poverty and lack of care in 
the centuries between the Industrial Revolution 
and the present. Arcologies, some dating back to 
the early twenty-first century, attempt to  provide 
people with decent (if cramped) living space that 
is efficiently organized and highly ergonomic. They 
have an overall higher quality of life than cities 
and are generally more open to off-worlders, to 
which they are regularly exposed. 

Education is often a matter of luck, political con- 
nections or above-average wealth. Universities are 
mostly restricted to arcologies and Earth's illiteracy 
r.ate hovers just above 85%. Outside the 
arcologies, teachers wander from village to village, 
providing some basic education to  the people who 
ask for it. 
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7 POLITICS 

The Central Earth Government and Administra- 
tion is an archetypal imperialist government. Dis- 
satisfied with ruling the local subsystem, it aims 
to regain control over the various human settle- 
ments of the solar system which became self-suf- 
ficient by necessity during Earth's isolation. Cit- 
ing heritage, and the fact that a century ago Earth 
paid dearly to establish the settlements, they ap- 
ply constant pressure on the other world govern- 
ments of the United Solar Nations to surrender 
more and more control of their worlds to CEGA 
council. Thus far, these demands have fallen on 
deaf ears. 



1 
' Forty councilors drawn from Earth, the Orbitals 

and the Moon make up the CEGA council. Al- 
though anyone may run for a position on the 
Council, the election process is strongly biased 
due to CEGA's roots in the military government 
that preceded it. Since CEGA is, according to its 
constitution, a supranational organization "divided 
by rebel influences," election votes from military 
personnel are weighed first, with the civilian votes 
serving only as tie-breakers. This much-decried 
policy has resulted in a pro-military and pro-im- 
perialist council. The current head of the Council, 
charged with maintaining order during council 
meetings, is Aelfred Cyning, who has held the 
position for three years. Although he is an avowed 
expansionist, he has been quite impartial within 
the Council, allowing every faction to have i ts say. 

Despite the constant badgering, Earth tries to 
maintain cordial relations with the rest of the so- 
lar system. Unfortunately for Earth, every planet 
has some reason to be wary of this hand of friend- 
ship. All Martians (even those in the Martian Fed- 
eration, which is nominally allied with CEGA) are 
taught a t  an early age the history of their world's 
battle for independence against Earth. Mercurians 
are concerned that CEGA's goals preclude the 
existence of a neutral trading power like them- 
selves. While the Venusian Bank (and by exten- 
sion, Venus itself) is pulling the strings of many 
members of the CEGA council, the events of the 
Odyssey Affair have aroused fears that their pup- 
pet may be developing a mind of its own. The 
unprovoked attack against the capital of the Jo- 
vian Confederation has engendered open hatred 
of CEGA among the populace of that remote na- 
tion. Although many voices on both sides advo- 
cate a peaceful resolution of the differences be- 
tween Jupiter and Earth, diplomatic relations be- 
tween the two nations have chilled significantly. 

~- 0 THE NON-ALIGNED STATES 

The South American continent is independent of 
CEGA but retains extensive trade relations with 
it. The greater part of Africa forms the third fac- 
tion. Frontiers and borders established long ago 
by colonial powers have broken down, and most 
of western and central Africa is now composed of 
balkanized mini-states grouped in tribal and re- 
gional alliances. Rumors of an African diplomatic 
treaty with the Jovian Confederation are currently 
running through the halls of power, as are stories 
of a planned military response by CEGA. 

There is little doubt in the mind of political ob- 
servers that the powers-that-be in the CEGA coun- 
cil will want to "tidy up" their own backyard a t  
some point, and place increased pressure on the 
other Terran states. This will force the nations to 
join up or a t  the very least ally themselves with the 
government juggernaut - the consequences of 
independence could be dire indeed. 

Born amid war and political strife in Chinese- 
controlled Singapore in 21 53, lgnatius Chang's 
family forced him into combat a t  an early age. 
He taught himself the meaning of honor, always 
making sure to treat his enemies with respect 
and humanity. His quick mind and natural cha- 
risma propelled him through the ranks quickly, 
and he became a general in the Chinese Army 
in 21 81. His leadership helped China stalemate 
the North American/European forces, prompt- 
ing the resumption of official peace talks. 

After a formal peace treaty was signed, Chang 
found that he had become a well-known and 
highly-respected figure in the military ranks of 
his former enemies. When CEGA was formed in 
2184 (without the membership of the Asian na- 
tions, who had demanded independence as part 
of the peace treaty), Chang realized the threat 
posed to his home country by the new regime. 
Hoping to spare his people unnecessary suffer- 
ing by moderating CEGA's imperialism, he joined 
rL.. P C C A  A - - - - I  C..---- -.--I ...-- - -I--- -- 
the organization's council in 21 96. Although his 
actions have made him an exile among his own 
people, he has managed to persuade his col- 
leagues to use nonmilitary means to bring peace 
to the Asian continent. He was a staunch friend 
of Ranho Garand, the CEGA ace who was killed 
during the Odyssey Affair, and is now one of the 
loudest voices in the faction that advocates a 
peaceful path to CEGA domination. 

The ad-hoc world government that created CEGA 
may have successfully united much of the popu- 

ready to yield to  i ts authority. The Non-Aligned 
States, as the territories that share the Earth with 
CEGA are referred to, are composed of three main 
power blocks, all relatively stable. The Asian Trad- 
ing Sphere is the largest of them. It is composed 
of an uneasy alliance between China, Japan, east- 
ern Siberia and the remnants of other Asian coun- 
tries and what used to be Indonesia. 
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V SCIENCE AND MILITARY 

Much of CEGA's technology was developed by 
the Moon and orbital colonies during the Isola- 
tion. It is fairly advanced, but still a little behind 
Jovian or Venusian equivalents. Distrust of CEGA 
has prevented a free flow of  knowledge, and 
CEGA spies have proven themselves to be less 
adept a t  "information retrieval" than Venusian 
ones. Nevertheless, Earth has made the best of 
what it has and has managed to make life reason- 
ably comfortable for most of its population - a 
significant feat considering the size of Earth's 
population in relation to  the other planets. 

Earth's biosphere is slowly recovering. Until it does, 
CEGA has built huge, self-sufficient arcologies to  
house i ts people. The largest of these is Gaia City, 
built on the charred remains of  the Boston 
Metroplex in North America. Serving as the home 
of the CEGA council, the massive complex rises 
over 500 meters high and sprawls over hundreds 
of square kilometers - a grand tribute to the 
monolithic power CEGA covets. 

Much of CEGA's impressive workforce is assigned 
to military projects, from basic research to  mass 
production. CEGA's primary focus was, until re- 
cently, the construction of warships, a somewhat 
outdated attitude that nevertheless produced a 
fearsome space navy. The last few years, however, 
have seen a growing interest in exo-armor tech- 
nology, culminating in the hideously expensive 
and technologically innovative Dragonstriker 
project. Considering the size of CEGA's navy, many 
foreign intelligence analysts dread the day when 
CEGA focuses all of its attention on exo-weapon 
development. 

OCEGA NAVAL FORCES 

The Navy is the more powerful of the two parts of 
CEGA's military forces, both politically and tech- 
nologically. The Navy has Council-granted prior- 
ity over the Army, which allows it to  requisition 
any personnel or equipment from the Army with- 
out explanation and with very little advance no- 
tice. This power is rarely used, since the Navy is 
well funded enough to  recruit i ts own personnel 
and buy whatever equipment it needs. 

The Navy's organization is centered around its 
vessels, since it is meant to be a solar system-wide 
mobile battle force, although space fighters and 
exo-armors also play a major part in the Navy's 
Table of Organization and Equipment (TO&E). I t  

i 

is divided into six fleets, each of which is inde- 
pendent of the others, with its own support divi- 
sion and administration. Each fleet is commanded 
by an admiral who directs operations from a 
Poseidon-class battleship-carrier. 

Fleets One through Three are escort fleets, with a 
large complement of fast frigates, destroyers and 
light carriers. They patrol international space to 
maintain a visible CEGA presence in the solar sys- 
tem. The remaining three fleets are the main war 
fleets, to which the Navy's battle carriers and as- 
sault ships are assigned. Fleets Four through Six 
have been assigned to the Earth system since their 
creation, and are the subject of much foreign ob- 
servation. Each fleet is home to an ever-increas- 
ing number of fighter and exo-armor squadrons, 
a sign that the Navy is shifting focus away from 
planetary bombardment and toward neutralization 
of specific enemy resources. Squadrons are di- 
vided into Wings, which are made up of Flights of 
four to six vehicles. 

E l :  Recruit E2: Shlpman E3: Shipman E4: Petty 
Apprentice Officer 



> CEGA ARMY 

:EGA's Army is charged with maintaining pea 
on Earth (and, should the occasion arise, o t l  
planets). Its main unit is the regiment, each 
which is commanded by a colonel. The base u 
of the regiment is the platoon, which always cc 
tains units of the same type in order to faciliti 
maintenance and resupply. Four vehicles or E 

proximately thirty-two men make up a platoon 

The CEGA Air Force and water-bound Navy i 
branches of the Army. Their organization SOIY 

what differs from that of the main Army but li 
the Army has descended from twentieth-centt 
Euro-American military doctrine. Squadrons i 
used in the Air Force, while the wet Navy is 
vided into battle groups and task forces. The avi 
ability of orbital surveillance assets and fast c 
ployment sub-orbital transports have reduced t 
usefulness of the wet Navy, leaving it to perfo 
mostly logistic support and minor operations. 

Because of the Army's paucity of funding, and t 
FXrth's incomparably varied terrain, the Arr 

2s use of outdated equipment that it WOI 

?r scrap. Almost all of the Army's new vehic 
3 exo-technology are modified versions of t  
1's Wyvern, but the CEGA Council has recen 
-oved the development of smaller, more i 
iodels for use only on Earth. This decisior 
sponse to the Council's unwillingness to L 

:al bombardment to  coerce the lndependt 
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States to join CEGA, leaving the Army to find a 
less environmentally damaging (but equally gran- 
diose) method of subduing the states. 

V COMMERCE AND INDUSTRY 

The companies that fled to the Orbitals in the days 
before the Fall returned home to find their assets 
in ruins. Unable to recover the past, they took 
advantage of early diplomatic initiatives by CEGA 
among the solar nations to snatch up technology, 
real estate and other commodities. In the short 
time it took the solar system to wisen up to Earth's 
true attitudes, these companies have regained a 
significant measure of their former glory along with 
a healthy amount of Earth-centric arrogance. 

The Terran companies continue to demand spe- 
cial treatment, prime mining spots and other con- 
cessions from their "inferiors." This has led to sev- 
eral conflicts on Mars and in the Belt, where the 
settlers refuse to give ground on their home soil. 
These turf battles have mostly consisted of shout- 
ing matches and the occasional brawl, but it is 
only a matter of time before the Earthlings raise 
the stakes. 

With i ts half-poisoned biosphere, Earth must im- 
port food, minerals and Martian terraform techni- 
cians to  help heal the planet. The Terrans dislike 
their dependence on the other worlds and are 
often unreasonably hard nosed when negotiating 
prices, a behavior the rest of the solar system 
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would find amusing if Earth's attitude was not 
backed by an all-too-eager military fist. Many also 
suspect Earth of paying various mercenaries and 
pirates to steal goods in order to avoid fattening 
the coffers of nations they still consider colonies. 

Pollution is now much less of a problem than it 
was in the past with most heavy industries now in 
space, where it is easier to dispose of and recycle 
wastes. However, the rarity of certain chemical 
compounds in space means that not all factories 
can migrate outside the gravity well, remaining 
on the land surrounding the cities and spaceports. 

V RECENT DEVELOPMENTS 

CEGA is still recovering from the repercussions of 
the Odyssey Affair. Several high-ranking adminis- 
tration officials have been arrested and are sched- 
uled for trial, and Admiral Kleb, leader of  the in- 
vasion fleet, has been posthumously vilified. Most 
people, however, including some CEGA council- 
ors find these "sacrificial lambs" unsatisfactory and 
demand further investigations into the matter. One 
of the most vocal of these has been Councilor 
lgnatius Chang, who currently performs his du- 
ties from a hospital bed while recovering from an 
"accident" that occurred shortly after he pre- 
sented controversial evidence pertaining to Ad- 
miral Kleb's conduct a t  a press conference. He 
claimed that Kleb had been given judgment-im- 
pairing drugs, as part of a conspiracy within CEGA, 
shortly before the fleet departed for Jupiter. In 
any case, CEGA's already tenuous credibility as a 
peaceful neighbor has been totally shattered. 

In an effort to redirect the public eye away from 
deranged CEGA admirals, Earth administration 
has launched a massive media campaign to blame 
the revolutionary group STRIKE for the destruc- 
tion of both the Martian orbital elevator proto- 
type and the massacre at Copernicus Dome on 
the Moon. In widely distributed propaganda ma- 
terial, CEGA does its best t o  dispel the public 
perception of STRIKE as a kind-hearted group of 
freedom fighters and recast it as a sinister organi- 
zation of brutal terrorists. 

CEGA council meetings are becoming increasingly 
heated affairs, even escalating to (on two sepa- 
rate occasions) fisticuffs. The moderate faction, 
composed mostly of Orbital and Lunar represen- 
tatives, advocates peaceful negotiations with the 
other worlds and regards the promotion of mili- 
taryforce as abhorrent, not to mention potentially 
suicidal. i 

L The non-aligned nations of  Earth have remained 
surprisingly silent on the whole affair, unwilling to  
face diplomatic problems by embarrassing the 
world government even more. 
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Playing an Earth native provides you with the 
advantage of familiarity. It is easy to find docu- 
mentation and story ideas based on currently 
available information. It should be noted, how- 
ever, that Earth has changed quite a bit since 
the twentieth century, and that while countries 
still exist, they have fairly different spheres of 
influence and cultures. Most importantly, there 
are three options for player characters: they can 
be pro-CEGA, anti-CEGA or neither. Pro-CEGA 
characters may enroll in the military and help 
support the war effort, or they may become trad- 
ers. Many people join the CEGA Naval Forces 
in order to see space and veterans can some- 
times find the resources to relocate to  the Or- 
bital Colonies. Anti-CEGA PCs may work a t  
home as terrorists, or seek allies in the various 
off-Earth settlements. They may also join STRIKE 
(see p. 71) and actively work against CEGA, but 
still t o  promote Earth's domination of the solar 
system. Neutral characters may simply set out 
to resolve the political problems on Earth, or 
simply make the best of an imperfect world. 
Mostly, they will not have an easy access to  
space and will focus their efforts on the planet 
and their personal lives. 

There are several problems that need address- 
ing on Earth, not the least of which is the amount 
of conflicts that rage over territory and limited 
resources. Strife is rampant, and belie the illu- 
sion that CEGA is all-powerful. Many of the trea- 
ties that are signed are broken and new ones 
are signed on a monthly basis. Earth's political 
scene is chaotic to the extreme. Player charac- 
ters will have their work cut out for themselves 
if they attempt to work for one military force or 
the other. In some cases, some PCs may opt t o  
join a party they are opposed to and work their 
way up to change it from the inside. 

Earth is not entirely a hellhole. It is only there 
that PCs can feel real wind and rain on their 
skins, or wake to the warmth of the sun. GMs 
should emphasize the wonder of these simple 
pleasures to those who have spent their whole 
lives in the thin and cold air of Mars or cooped 
up in a cylinder colony. 



b ORBITALS 

V OVERVIEW 

The space societies of the Earth system are com- 
monly known simply as the Orbitals. The name 
includes all space settlements, beginning with the 
transfer stations and workshops of low orbit to the 
colony and autofactory clusters a t  the various 
Lagrange points. They are home to millions of 
people, many of whom are descendants of refu- 
gees from the collapse of Earth. As the global 
economy slowly disintegrated, many corporations 
and academic interests fled to the space stations, 
followed in 2081 by the provisional Terran gov- 
ernment. After they lost regular contact with Earth, 
the colonies were forced to become mostly self- 
sufficient. The difficulty of this task barred them 
from paying any attention to the deteriorating 
planet below for nearly a century. 

The Orbitals, well aware of their vulnerability and 
lack of resources, established good relations with 
the Moon (which was in the same situation). To- 
gether, they survived and even prospered until the 
Central Earth Government and Administration 
rose from the ruins of Earth. 

V CULTURE 

Nearly every cylinder or torus has i ts own Earth- 
derived culture and traditions, making orbital so- 
ciety an earthly melting pot. Several stations are 
directly owned by the Terran corporations who had 
the good sense to flee Earth before the Fall. Many 
of these companies have also taken over admin- 
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Distance From Earth: 300 to 426,000 km 

Revolution around Earth: Variable 

Rotation: Variable; 24-hour days 

Axial Tilt: NfA 

1 Diameter: Between 0.02 and 6 km 1 
Length: 
Mass: 

Between 0.3 and 40 krn 
10 to 4x1 O8 metric tons 

I Internal Gravitv: O t o l  q I 
Escape Velocity: Variable, but always very low 
Average Internal Temperature: 18" C 

I Atrnosohere: 0.5 atm (55% nitroqen, 40% oxyqen, traces) 1 
Hydrographics: None to 30% 
Population: 480 million 

Languages: English, Spacer's Runic 

Primary Exports: Manufactured goods, labor force 

Primary Imports: Resources, specialized food stuffs 

istration of "orphan" colonies whose sponsors 
were wiped out, ensuring that maintenance and 
basic services are supplied. 

In general, the stations are adjusted to follow the 
same seasons and day-night cycles as the country 
where most of its inhabitants originate. This has 
given rise t o  a sort of "weather tourism," where 
people take the inexpensive station-to-station 
mass transit system to spend a few hours in a dif- 
ferent climate or time zone. As a result, most Or- 
bitals think of the weather as a commodity rather 
than something to be endured. Frequent visits to 
other cylinders have also given a more open- 
minded attitude to  the majority of the spacers, 
among whom racism and discrimination are rare. 

The average Orbital citizen is often soft-spoken 
and easy to  get along with. Life in the orbital colo- 
nies is somewhat slower, less frantic than else- 
where. The Orbitals don't have fast cars, but they 
have a wealth of resources and generally enjoy 
good living conditions. This is one of the main 
reasons why the CEGA benefit from a high level 
of support: they help to protect the Orbitals' shel- 
tered way of life. 

Most of the Orbitals work in the manufacturing or 
service industries. Those in manufacturing have a 
good knowledge of computer and technology to 
maintain and repair the machines that do most of 
the actual work. This is long and solitary work, and 
to  compensate, they are fond of social gatherings, 
often in a sport context. 



Outside of work, Orbitals enjoy arts and enter- W V SClEP 

Orbital scic 
tainment, most of which are imported from Earth . 
below. This exposes them to  CEGA propaganda : advances i, 
and ideology, but no one seems to  mind. They . 

struction are sufficiently removed from the troubles of Earth . tary buildu 
to ignore most of it and take only what is pleasing : 
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is the colorful bald-and-bandana look that is the 
latest fad from the arcologies of Reykjavik, world 
center of fashion and style. Orbital tourists are 
often recognized by their flashy outfits, which are 
in sharp contrast to their otherwise self-effaced 
manners. 
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V POLITICS 

The Orbitals are willing and respected members 
of CEGA, although the peaceful views of their 
councilors (a result of living a lifetime in such a 
precarious position) are often at odds with the 
Earth-born members of the CEGA council. The 
Orbitals govern themselves through a council 
made up of representatives from each station, al- 
though some stations prefer not to be involved in 
foreign politics. Horangi Seung, a businessman- 
turned-politician hailing from Pyrea, is the Orbital 
council's current chairperson. 

Seung, by virtue of his career background, is a 
no-nonsense person. His primary concern is es- 
tablishing policies that will benefit industries and 
orbital corporations, and he has little time or pa- 
tience for intrigues and mind games for the sake 
of power. In his mind, power and influence can 
always be bought if required. 

The difference in outlook between Orbital and 
Terran members of the CEGA council is generally 
traced to the spatial settlements' more traditional 
civilian electoral process. Military personnel are 
not granted any special voting privileges in Or- 
bital districts. As the number of CEGA Naval per- 
sonnel steadily rises in the settlements, however, 
pressure is beginning to  rise for military voters to  
receive a greater sway. These arguments have 
been given additional weight by a recent increase 
in STRIKE activities in Earth orbit, bringing CEGA's 
"rebel influences" charter into play. Orbital Chair- 
man Horangi Seung has thus far held back any 
undesirable "reforms" of the electoral system, but 
has had to grant several concessions to the mili- 
tary to  keep them mollified. 
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\ICE & MILITARY 1 

mce is oriented toward space life. Their 
n life support and ship design and con- 
ave proven invaluable to CEGA's mili- / -  
p, especially the Navy. Much of  CEGA's 
tg forces are imported from the Orbit- 

als in exchange for raw materials unavailable in 
near-Earth space. 

The Orbitals never felt a need to over arm them- 
selves. Apart from shuttles and armed Orbital Trans- 
fer Vehicles, the forces of the space colonies con- 
sisted of little more than a few corvettes and 
launches, most of them used as custom ships to 

Belt. When CEGA took over, many of these capable 
vessels were incorporated in the fleets of its Navy. 

__ 

~ 

inspect cargoes coming in from the Moon or the 1 

1 
3 

Player characters from the Orbital Settlements 
can come from a variety of backgrounds. The 
O'Neill cylinders have a reputation as idyllic, 
perfectly manicured environments and PCs can 
easily have grown up in cylinders resembling 
thirty-kilometer long suburbs. Other cylinders, 
however, have suffered from overpopulation and 
have seen slums grow up in certain areas. The 
colonies are home to  ZONet (see p. 70) and 
other major media networks, making them a 
good "home base" for a reporter or entertainer 
player character. 

Gamemasters setting scenarios in the Orbital 
Settlements can indulge in games of intrigue 
and subtlety. Orbitals live in a heavily corpo- 
rate culture and espionage is almost second 
nature to them. CEGA's reliance on technolo- 
gies developed in the settlements has only in- 
creased the stakes of intrigue. The presence of 
the paparazzi and major media houses in the 
colonies also makes Orbitals very media savvy. 
Gamemasters could easily have a PC party be- 
come sudden media darlings or make them the 
victims of a supposedly true "expose." 

Orbitals also take their security very seriously, 
all aware that they live in controlled environ- 
ments vulnerable to damage and sabotage, and 
police campaigns can easily be set in a colony. 
Security teams spend much of their time keep- 
ing an eye on outsiders, PCs can become iden- 
tified as threats very easily, and may have to  
find shelter somewhere in the colony. 
n 
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V OVERVIEW 

The Moon was the first attempt at permanent 
space colonization. The closeness and material 
richness of Earth's satellite made it a logical choice 
for the large corporations that founded the first 
colonies. The settlements, all named after nearby 
craters, were built underground to protect them 
from radiation and have been steadily expanding 
for nearly two centuries. Even today, the mines of 
the Moon provide the Earth and Orbitals with 
much of their raw materials, mostly oxygen, pro- 
cessed water and silicates. 

In addition to a permanent population of about 
one million, Luna is home to several CEGA mili- 
tary bases. Lunar cities have a martial atmosphere 
because of the number of soldiers that spend 
leave there. All inhabitants of the Moon maintain 
rigorous exercise regimens and take mineral 
supplements and advanced biocompounds to  
counter the debilitating effects of prolonged life 
in low gravity. Natives of the Moon (known as Se- 
lenites) tend to be very tall and thin (much like 
inhabitants of Mars). 

V CULTURE 

Selenites adapted to the rigors of self-sufficiency 
after the loss of support from Earth by becoming 
obsessed with scheduling and organization. An 
individual's life will be organized and scheduled 
from birth to death. Creativity and imagination are 
discouraged in order to  focus attention on stay- 

- 

. 

. 
: a few scattered holidays. 

ing alive. This attitude persists in modern times, 
although the resumption of Terran aid gives them 

The culture that developed among the Moon's 
early settlers emphasizes discipline and hard work. 
The foreign visitor often has the impression that 
the Selenites are obsessed with work, and this is 
partly true. They do have free time, but are not 
noted for being "party animals." There is an ex- 
ception to  this, however: the 72-hour holiday 
known as the Festival. The Festival occurs every 
three months and is a three-day long, almost non- 
stop celebration. Randomly designated citizens 
are asked to remain on duty to take care of any 
emergency which might arise. The system of se- 
lection ensures that everyone does an equal share 
of the work in the long run, though individuals 
often exchange "tours of duty" as if they were 

The inhabitants of the Moon are always easy to 
spot in a crowd. Tall, pale-skinned and lanky, they 
exhibit an economy of movement and talk, a trait 
they share with the Nomad culture. Many Seleni- 
tes are well educated. Even the lowly miners need 
to have a large body of knowledge to  control and 
maintain the various automated pieces of machin- 
ery that do the actual grunt work in the mines and 
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as a virtue, and Selenites 
etings or for scheduled ac- 
?ar a timepiece of some sort, 
t every five minutes. This is 
lever, as many realize that 
nd privations need not con- 
ire the survival of the lunar 
19 discontent is spreading 
2opulation segment, which 
hard-won profits should be 
nite society. 

s use the same representa- 
tal cylinders. A council made 
from each domed city votes 
ions that affect the people 
e.  Smaller councils take care 
7 as setting the production 
)unci1 is led by Chairwoman 
former geologist  from 

ities are members of CEGA, 
a need for resources from 

healthy fear of reprisals for 

filling to trade freedom for 
ebel groups who oppose 

Luna's strict regimen are an exception. These 
rebels might be dangerous if they ever agree on 
what to  do with freedom once they've attained it. 
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The most infamous of the lunar freedom fighters 
is the group once led by lsrnael Li, which has now 
scattered across the Moon in the wake of the 
Copernicus Massacre. Dozens of other, less ac- 
tive groups can be found in every lunar city, per- 
petrating minor crimes like vandalism and graffiti. 

. V SCIENCE & MILITARY 

Selenites are among the solar system's best min- 
ers. The Lunar Mineral Exploitation Consortium 
(LuMEC) dominates the Moon's commercial scene 
as one of the few pre-Fall companies that rnain- 
tained i ts power during the dark times. Its huge 
massdrivers continue to be one of Earth's primary 
suppliers of raw materials for space construction. 
Contrary to  popular belief, the lunar massdrivers 
make very poor weapons. They are buried into 
the ground and can only shift their aim slowly. Their 
usual targets are the masscatcher nets located a t  
the Lagrange 2 orbital point behind the Moon. 
The masscatchers are the space age equivalent 
of the old sea-going barges: when the massive 
conical nets are full, a fusion-powered tug pulls 
them to where the material is needed. 
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Though the Selenites manufacture several types 
of weapons, they have few troops. There is not 
much to fight for on the Moon apart from the in- 
stallations themselves. As a result, most of their 
forces are defensive in nature and organization. 
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V COMMERCE & INDUSTRY 

Many other Lunar companies are military contrac- 
tors who are gaining in importance due to the 
current political climate. The Lunar Aerospace 
Consortium (LAC) is the most important of these 
companies, and is responsible for almost all of 
CEGA's exo-weapon production. In addition to 
producing Syreens and increasing numbers of 
Wyverns, LAC undertakes test bed research for 
CEGA. The Dragonstriker exo-armor is one ex- 
ample of their R&D department's expertise. Many 
more groundbreaking designs are surely in the 
works. 

The other main lunar industry is the production of 
specialized raw materials for the space construc- 
tion projects. Every day, large sheets of aluminum, 
bundles of  silicates, as well as oxygen and water 
tanks are sent up to waiting cargo ships. Between 
55% and 65% of the mining operations on the 
Moon are under the direct or indirect supervision 
of the Lunar Mineral Exploitation Consortium 
(LuMEC). The rest is divided between several 
smaller companies such as the Space Mining Co. 
and Groundhog Works. LuMEC is one of the rare 
companies whose assets remained intact during 
the transition to a post-war inter-system economy, 
thanks to the careful management of its resources. 
Its leaders have a very strong influence on the 
Moon's political scene and while they seem eager 
to obey CEGA, they are quite prepared to op- 
pose it if necessary. 

V RECENT DEVELOPMENTS 

The massacre a t  Copernicus has aroused the ire 
of the Moon's civilian population against CEGA. 
Several acts of violence against CEGA soldiers 
have been reported, resulting in all off-base leaves 
being canceled indefinitely. All-out riots have been 
prevented by the narrowest of margins thanks to  
the calming words of Councilor Olga Kyushinova, 
who has also lodged a series of formal protests in 
the CEGA council chamber. 

Ismael Li, the miner-turned-rebel who sacrificed 
his life a t  Copernicus Dome to  save a group of 
fleeing Jovians, has become a folk hero of sorts 
on the Moon. Government blackouts of informa- 
tion pertaining to  Li have only resulted in increas- 
ingly heroic underground stories about the fallen 
leader. His reputed last words - "My life for free- 
dom!" - has become a rallying cry across Earth's 
largest satellite. 

Like the Earth, the Moon provide 
tage of physical familiarity. We've 
tures and televised coverage of tl 
nar missions and references about 
lite are relatively easy to  come by. 
ing to  play Selenites must also give some 
thought to the culture they come from. In the 
23rd century, the Moon is a settlement of hard- 
working people who do not value individual- 
ism or creativity. They are certainly not typical 
stock for PCs. In all likelihood, a PC will be some- 
one who has broken out of this mold. Have they 
suffered some form of trauma or shock, such as 
being orphaned a t  an early age or seeing an 
injustice? Are they simply free spirits, unable to 
fit into the Selenite mold of social behavior? One 
possibility is for a PC to be a survivor of the 
Copernicus Massacre. These characters will have 
seen the brutality of CEGA's most militant wing 
and may be seeking justice or even vengeance. 

Gamemasters bringing foreigners onto the 
Moon can emphasize the gritty, working-class 
atmosphere of  the resource frontier. Selenite 
communities tend to be no-nonsense affairs and 
Lunar inhabitants have a reputation as hard 
working and hard drinking people. Law and or- 
der are enforced by community peacekeepers 
or even CEGA soldiers if need be. Outsider 
characters should face resentment from those 
who do not share their "good life" and could 
easily become victims of violence during des- 
ignated rest or relaxation periods. PCs can also 
hook up with rebel groups, who may honestly 
want their help or may wish to use them for 
some more devious purpose. Either way, PCs 
will probably have to  prove that they are not 
CEGA spies. 
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2 .MARS FEDERATION \ AND REPUBLIC 

d"II(1LT u'.a"'y - -- 
Escape Velocity: 5 15 kmlsec 

5" C a t  this Average Surface Temperature 
stage of terraforming 

Atmosphere 0 6 atm (75% carbon dioxide, 12% oxygen, 
13% nitrogen, greenhouse gases) 

Population of Planet 350 million 

Population of Orbital Stations 4 million 
Languages English, German 

Primary Exports Manufactured goods, iron, 
aluminum, medical supplies 

Primary Imports. Foodstuffs, complex hydrocarbons 

Hydrographics 11% 

V OVERVIEW 

J I  

The terraforming of Mars was one of the greatest 
technological projects ever attempted by human- 
ity. The first Martian colonists were dreamers, 
people who were willing to devote their entire lives 
to changing the face of a planet. As Mars grew in 
wealth and population, and as Earth collapsed, 
the Terran corporate and government interests 
that had sponsored Mars' colonization attempted 
to take control of the planet in the hope of steal- 
ing i ts resources to  rebuild their power. The great 
distance involved, and the Martians' own remark- 
able stubbornness, however, proved to  be insur- 
mountable obstacles. In 2085, Mars wrested i ts 
freedom from Earth's grasp. Independence had a 
price, however. The following years saw several 
civil wars erupt as the Martian Democratic Party 
fought to retain power in the face of a concerted 
opposition which disagreed with the Party's de- 
sire for a strong central government. Today, Mars 
remains a divided world. 

Mars has long attracted a hardy brand of pioneers. 
Most of the immigrants that made their way to  
the Red Planet in the twenty-first and twenty-sec- 
ond centuries were of one of two groups. The first 
was composed of people escaping tyranny, war 
and persecution. These have an aversion to  cen- 
tral government control. The others were escap- 
ing poverty and hardship. They wanted only to 
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The Martian Free Republic, on the other hand, 
gives its citizens great personal freedom. It was 
created by convention between the Federation 
and the non-aligned frontier settlers, both of 
whom were tired of fighting over territory. The 
Federation agreed t o  recognize the  newly 
founded Free Republic's independence and per- 
mit its people to  live as they chose, but gained 
the right t o  set the political borders on Mars. The 
Republic resents that agreement to  this day. 

0 MARTIAN FEDERATION 

The Federation citizens are used to a controlled 
society ruled by bureaucracy, and do not think 
much of it anymore. They shuffle about their daily 
business; their ambition reigned in by the rules of 
the society around them. They maintain a quiet 
pride in their nation and its accomplishment, and 
will resent any badmouthing about it. The citizens 
are expected to publicly advocate the Federation 
and the media only mention events in the Repub- 
lic if they serve to  demonstrate how superior the 
Federation is to its neighbor. Recently, the Minis- 
try of Peace and Justice has voted some laws to  
encourage citizens to report individuals whose 
loyalty to  the Federation is dubious. This has 
caused some turmoil in the universities, especially 
among those that advocate free thinking. 

The Federation's citizens have grown accustomed 
to frequent identity checks and the weight of nu- 
merous rules of conducts, and most will be genu- 
inely surprised if someone complains. They regard 
their lesser freedom as something to  be proud of, 
since it allowed them to survive a harsh environ- 
ment. They sincerely believe that it is cement that 
strengthens their society. Had Otto Kurtz not in- 
stigated some of those measures when he did, 
the Federation might have ended up in the chaos 
which frequently rocks the Martian Republic. In- 
deed, most citizens have a high degree of respect 
for Kurtz and often visit his memorial. Federation 
citizens dutifully follow the rules, and are often 
easy to recognize on other worlds by the atten- 
tion they pay to the insignificant rules which ev- 
erybody else ignores (jaywalking, minor cheating 
on income tax reports, crossing on a red light, etc.). 

As a whole, the Federation is a highly successful 
society, and while it is maintained through politi- 
cal force, there is no denying its achievements. 
Some of the best universities in the solar system 
are found in the Federation and the citizens enjoy 
a rather high quality of life for a former colony. 

FREE REPUBLIC 

? Republic have often been lik- 
r . ,  I I . 

0 MARTIAN 

The citizens of thc 
ened to the settlers OT me oia nineteen-century 
American West. Strong-willed and self-dependent, 
they have a frontier-like mentality, distrustful of 
strangers and hardworking. They live in small 
towns and settlements where everyone knows 
everyone and secrets are hard to  keep. They do 
not live apart from the world, though: all home- 
steads are equipped with high-gain antennae and 
satellite dish to  remain in contact with the rest of 
society. Technical expertise and jury-rigging are 
part of every Republican's life, and teenagers of- 
ten compete with each other based on their tech- 
nical know-how. 

Republicans value friendship and honesty above 
all. Though their trust is hard to gain, they re- 
main extremely loyal once befriended. They do 
not take well t o  betrayal, and will likely not for- 
get  such an offense. Some Republicans have 
taken the habit of exchanging a bond-token with 
their best friends to express their sincerity and 
appreciation. The token is often a bracelet worn 
on the left hand (for the men) or a neckband (for 
the women). I t  is seldom exchanged between 
husband and wife since they already share a much 
deeper bond. Stealing, damaging or simply hid- 
ing the bond-token is a sure way t o  earn the wrath 
of a Republican. 

Free Republicans are brutally honest, a trait that 
has started more than one brawl in the taverns of 
Sirtis Major and Olympus Mons. They say what 
they think, often loudly, and never let an argu- 
ment go until it's resolved (through a good na- 
tured fist-fight if required). On the other hand, 
grudges about such differences of opinion are 
rarely held and good brawls often turn into cel- 
ebrations. 

The Republican homesteads have strong traditions 
of hospitality, dating back to  the early colonists. 
These traditions are a result of the harsh Martian 
environment and its sudden sand storms, which 
could doom travelers stranded in the open. In the 
early days of the colonization effort, it was cus- 
tomary for the hosts to  give some form of parting 
gift to their visitors, usually way bread, some salt 
and some water. This practice has survived over 
the years, even though the portions have been 
greatly reduced since few people need the gift. 
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V POLITICS 

The Martian Federation claims two-thirds of Mars' 
surface. It is governed by Prime Minister Klaus von 
Braun, who rules with a firm but even hand. The 
Free Republic's bureaucracy is significantly more 
complex due to the convoluted system of checks 
and balances necessary to ensure freedom while 
still maintaining national security. Four separate 
elected councils make policy for the Republic. The 
president, Marcus Frehley, is primarily a figurehead 
since Republicans dislike the idea of a single, pow- 
erful leader. Both Martian nations send their own 
delegations to the USN assembly. 

Border skirmishes on Mars are a frequent occur- 
rence; both governments have preferred to ignore 
the incidents rather than expand the conflict. This 
policy was born of the need to  remain on good 
enough terms to share the orbital elevator and 
other space resources. With the elevator's destruc- 
tion, however, the Federation may start to pay 
more attention to the constant testing of i ts bor- 
ders. 

V SCIENCE AND MILITARY 

Although research into bioengineering has stag- 
nated over the decades, the Martians are experts 
in the numerous past and scarce recent advances 
generated by that field. Their careful and meticu- 
lous research has produced strains of bacteria used 
for terraforming purposes on both Mars and Ve- 
nus; by 2210, a combination of cometary ice 
drops, bacteria and algae has raised Martian at-  
mospheric pressure to nearly two-third of Earth's, 
replacing the need for bulky spacesuits by lighter 
pressure suits and oxygen masks. Under the watch- 
ful eye of the rest of the solar system, scientists 
from both Martian nations continue to  investigate 
ways to make further use of bioengineered life 
forms for the benefit of humankind. 

Both Martian countries have standing armies, al- 
though they are rather small and use old exo-ar- 
mor designs purchased from the Jovian Confed- 
eration. The Martians have little use for exo-ar- 
mors and rely primarily on desert-adapted exo- 
suits and hovertanks. Neither military has a sig- 
nificant space navy, possessing only patrol crafts 
and monitors to police the orbital colonies. 



0 MARTIAN FREE REPUBLIC 
RANGERS 

Due to the Free Republic's small population and 
the enormous amount of territory its military is 
expected to  defend, the Rangers are smaller, bet- 
ter trained and more loosely organized than any 
other army in the solar system. Mobility and stealth 
are most important to the Rangers, so their use of 
small exo-suits and fast  ground-effect hovertanks 
is quite extensive (although their token space force 
does use exo-armors). Their overall approach to 
strategy heavily emphasizes hit-and-run tactics and 
guerrilla-style warfare. In the face of the Martian 
Federated Army's superior manpower and equip- 
ment, the Rangers must plan to hit the enemy 
below the belt, or risk not living long enough to 
hit a t  all. 

Training is, by necessity, of the "down and dirty" 
philosophy. New recruits are taught their trade in 
the field. The Rangers care little for parade ma- 
neuvers and spit-and-polish, so boot camp is a 
combat-training experience. Training is often 
multidisciplinary and spread out over several years; 
the average tour of duty for a Ranger is ten years 
(about five Martian years). Grueling exams are 
given every few months, testing everything from 
cryptography to emergency survival in the deep 

~. . . .. 
desert. There is very little idle time; any spare time 
is expected to  be spent training. This brutal 
lifestyle is vital t o  the security of the Republic: 
every Republic soldier must compete with ten 
Federation soldiers on the battlefield. 

Personnel with the ranks 0 1  through 0 3  are rarely 
referred to  by their actual ranks. They prefer to 
use the "Marshal" rank instead, so that enemies 
will not know the actual rank of the officer they 
are facing. Because of this, the Marshals are the 
most publicly recognized figures in the Rangers. 
They often serve as garrison commanders. Their 
large numbers are accounted for by all the higher 
ranks which also refer to themselves as Marshals, 
a convention that confuses everyone but the of- 
ficers themselves. 

There are only seven colonels in the Free Repub- 
lic Rangers. They are the highest-ranking officers 
in the Rangers, reporting directly to the Secretary 
of Defense. Each colonel commands a Division of 
the Rangers and can operate independently of the 
others, ensuring maximum flexibility. All seven are 
seasoned troopers who regularly spend time in 
the field alongside their fellow soldiers. One of 
the colonels is in charge of the space-based forces, 
while the rest direct operations on Mars' surface. 

0 MARTIAN FEDERAL ARMY 

True to the government Otto Kurtz helped cre- 
ate, the Federated Army is very structured and 
disciplined. Ranks are extremely important and the 
chain of command is absolutely respected, both 
in peace time and on the field. This blind adher- 
ence to outdated tradition is paid for in loss of 
flexibility on the modern battlefield; Free Repub- 
lic forces often run circles around Federated Army 
troops that are waitinq for orders. 



The Army is based on a basic five-man unit called 
a grupen, which is commanded by a Gefreiter or 
an Unterofficer. Five grupen form an Obergrupen, 
under the command of an Oberfeldwebel. He is 
assisted by a Hauptfeldwebel for both adminis- 
trative and command duties. The Hauptfeldwebel 
is the rough equivalent of a Sergeant in the United 
States Army of the twentieth century. Tough and 
hardened by years of grunt combat, they often 
serve as drill officers a t  Army training camps. They 
are career noncommissioned officers who are 
feared and respected by the trainees they com- 
mand. On the battlefield, higher-ranking officers 
have been known to  defer (unofficially, of course) 
to a Hauptfeldwebel's experience and combat 
savvy. 

Exo-armors and other vehicles are also assigned 
to grupen, although they are then commanded 
by an Oberleutnant. Each grupen is assigned a 
unit number that does not change throughout its 
existence. The prefix "Sturm" (for exo-armors), 
"Blitz" (for conventional and aerospace fighters) 
or "Panzer" (for armored ground vehicles) is added 
after the unit's number for a more exact descrip- 
tion. For example, the 23rd Sturm Grupen is an 
exo-armor unit. The Federation's small space navy 
is a separate entity from the Army. i 

Grupen are normally assigned to a garrison pool, 
when stationed a t  one of the major Federation 
bases or settlements. They are reassigned to com- 
bat divisions as needed for the duration of a cam- 
paign. This fluid structure somewhat compensates 
for the rigid hierarchy of the army. Each grupen 
has its own symbol, worn by all its members and 
painted on all i ts vehicles. The soldiers take great 
pride in the appearance and reputation of their 
g rupen. 

V COMMERCE AND INDUSTRY 

The Martians used the orbital elevator as a low- 
cost means of moving raw material and manufac- 
tured goods into space for transport t o  the rest of 
the solar system. Its design exploited the lower 
gravity field coupled with the survivable condi- 
tions found on Mars to  extent orbital skyhook 
cables down to the surface. Heaven station, the 
orbital section of the elevator, crashed and is no 
more than a half-vaporized hulk spread over kilo- 
meters of Martian continental shelf. The remains 
of Hell Station, the ground section of the eleva- 
tor, are located a t  Pavonis Mons, a large moun- 
tain located on the Martian equator. Several out- 
side interests' factories in the Mars orbit were 
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designed to take advantage of the elevator. Its 3 
destruction has raised their operating costs dra- . 
matically. Phobos, Mars' moonlet, no longer ex- 
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i ts  orbital altitude of 6000 km, it was taken apart 
and used to  build colonies and spacecraft. Most 
of the material went into large, thin orbital mir- 
rors called solettas that were built to help warm 
Mars. These are constantly being expanded to 
help terraforming efforts. 

Several large mining/manufacturing companies 
exist on Mars. The largest of these is Martian 
Metals, a planet-spanning consortium that em- 
ploys nearly a tenth of Mars' population. Mars also 
maintains a healthy pharmaceutical and medical 
trade with other nations based on i ts production 
of bioengineered bacteria. The rigors of the Edicts 
(see p. 108) make it desirable for the solar nations 
to turn to the "experts" on Mars for their bioengi- 
neering needs. 

V RECENT DEVELOPMENTS 

The recent destruction of the Federation's orbital 
elevator was a great blow to that nation's economy. 
The Red Planet has not turned into a battleground, 
however; the two nations are now gathering their 
forces and quietly re-evaluating their positions in 
the hierarchy of solar nations. The Free Republic 
has aligned itself with the Jovian Confederation 
in the USN chamber and is considering a military 
alliance as well. The Federation is occupied with 
rooting out the perpetrators of the elevator di- 
saster, and its suspicions are turning toward i ts 
lukewarm ally: Earth. 

For the people of both Martian nations, everyday 
l ife has  changed l i t t le.  The repairs t o  the  
planetwide damage caused by the impact of the 
falling elevator are proceeding apace, and the 
thrown-up dust has been compensated for by the 
terraforming teams. Soon, the only remaining sign 
of the catastrophe will be the gigantic scar run- 
ning along the equator on the surface crust. 
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Players wishing to play Martian characte 
t o  make a choice between the two Martian 
states. Depending on their origin, Martian char- 
acters will tend to be either disciplined strict 
people or free-thinking individuals with a rebel- 
lious streak; the polarized situation of the planet 
tends to be reflected in its population. Other- 
wise, though, the Martians form a more homog- 
enous group than they like to think. Much like 
in Lunar societies, Mars-born children learn from 
an early age the various security procedures and 
the use of survival gear. They also learn the ba- 
sic physical principles related to  pressure and 
atmosphere, and the peculiarities of the Mar- 
tian environment (fear of sand storms is an un- 
fortunate if healthy side-effect of this aspect of 
Martian culture). 

Regardless of the choice, they will need to 
choose their stance regarding the opposing 
state and whether they wish to act on it. I t  is 
very likely that PCs will want to have some in- 
volvement and will work either against a state 
as military personnel or terrorists, or in favor of 
reconciliation. Some may favor a temporary 
truce in order to strike back against Earth (or 
STRIKE, depending on who one believes) for 
having destroyed their orbital elevator - es- 
pecially those PCs who lost a family member in 
the tragedy. They may investigate tourists and 
visitors in hope of finding an ally who could help 
them in the fight against their enemies. 

Gamemasters setting stories on Mars should not 
ignore the conflict between the two local states. 
Skirmishes, diplomatic incidents and threats of 
all-out war are commonplace and could easily 
form the basis of a scenario. Indeed, PCs could 
be accused of being spies or innocently aiding 
one side or the other. Of course, PCs from a 
military background may well be on Mars pre- 
cisely for that purpose - CEGA forces aiding 
the Federals or Jovian envoys to  the Republi- 
cans. Mars is not only a planet of warfare, how- 
ever. The locals are ambitious pioneers in the 
process of creating a new Earth for themselves. 
The rugged environment can be a deadly foe 
and the quest for resources can motivate many 
adventures. 

I 



E BELT 

V OVERVIEW 

The Asteroid Belt was first colonized as a mil 
venture in the 2030’s. With the troubled timc 
Earth and the resulting introversion of the 5 

nations, the various Belt mining companies 
money and faded away. Over the following 
tury, the Belt became a place where refugees I 
new homes for themselves, far away from the 
fling inner system and ignored by the solar 
tions. 

These modern-day Nomads have colonized s 
asteroids, outfitting them with gravity wheels 
thrusters to make them habitable. Their num 
have remained rather constant for the past 
decades. As new groups of refugees move 
the Belt, a steady stream of nomads decid 
give up wandering and join one of the solai 
tions. Abandoned colonies are quickly reoccu 
and refitted to continue on their journeys UI 

new ownership. 

V CULTURE 

Life among the nomads is rigid by necessity 
to the constant struggle for survival. In the c 
confines of the asteroid colonies, laziness 
rudeness are considered the worst of weakneG 
The resulting strong work ethic, coupled with 
expertise in jury-rig-style engineering, make! 
Nomads highly valued throughout the solar 
tem, except on Earth and Venus where the) 
regarded as little more than barbarians. 

l ing 
?S of 
iolar 
lost 

cen- 
built 

sti- 
na- 

mall 
and 
bers 
few 
into 
e to 
- na- 
pied 
ider  

due 
:lose 
and 

sses. 
their 
j the 
sys- 

I are 

i 

I 

Distance From Sun: Variable 

Revolution Around Sun: Variable 

Rotation: Variable 

Axial Tilt: NIA 

Diameter: Variable. usuallv within 0.5 to 2 km - . - . . . . 
I 1 Densitv: Variable I 

Mass: 

Internal Gravity: 

Variable, depending on mineral density 

0 to 1 g, depending on installations 

I Escaoe Veiocitv: Variable, but always very low 1 
I ~. I 

Average Indoor Temperature: 18°C 

Atmosphere: 0.5 atm (55% nitrogen, 40% oxygen, traces) 
Noneto30% I I Hvdroaraohics: 

Population: 2.4 million (est.) 

Languages: English, Spacer‘s Runic, variable 

I Primarv Exoolts: Minerals, soecialized labor force 1 
j Primary Imports: Resources, specialized food stuffs, 

water. fuel 
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Although native languages vary among the No- 
mad settlements, all Nomads are taught Spacer’s 
Runic as a matter of course. This language, virtu- 
ally unchanged since its creation in the mid- 
twenty-first century, has become a common 
tongue among all space faring folk, allowing ru- 
dimentary communication when spoken language 
proves to be a barrier. When traveling abroad, 
Nomads tend to use Spacer’s Runic instead of their 
spoken tongue, which causes the mistaken impres- 
sion among Venusians and Earthlings that Nomads 
are mute dullards. 

Nomad societies, despite coming from very dif- 
ferent cultures, have developed specific rules and 
customs from their years in space. These are very 
distinct from the rest of the human space faring 
societies. Nomads don’t exactly have a homog- 
enous culture, but share similar characteristics 
which stem from similar environments. After all, 
Nomads don’t have a great deal of contact with 
one another or with other civilizations of the solar 
system in general, though they often listen in to 
the radio chatter of the news services. They live in 
small clans and educate each other as old Earth 
tribes did, passing on knowledge from parent to 
child. This lack of formalized education would 
normally increase the risk for error a great deal, 
but a strong emphasis is always put on safetyfirst. 
Technology, such as teaching expert systems, is 
usually enough to fill in the gaps. Those who fail 
to properly learn the lessons are quick to die. The 
Nomads don’t have weapons or armies to speak 



of, and rely on wit and prudence to defend them- 
selves. They stay away from pirates, as well as from 
CEGA and Jovian forces patrolling in their area. 
"Let the big guys kill each other," they say, "we'll 
just scavenge the area when they've left." 

. 
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OLlVlNG IN SPACE 

Nomads, as a rule, tend to  be neat and tidy. They 
constantly look after the states of thing and are 
almost obsessive about cleaning up. Most people 
find this exasperating - it is hard to speak to  a 
Nomad for more than five minutes without him 
interrupting to check a gauge or wipe a table 
clean. This is not insanity: messy spacecraft and 
habitats are a constant danger. Items floating 
about may become deadly missiles under accel- 
eration, loose dirt may foul up the air conditioner, 
or a ripped pocket may spill the tools needed to  
repair a critical system. An unkempt Nomad is a 
dangerous or suicidal Nomad, and i s  often 
shunned by others. Nomads are also known to  
rarely make unnecessary gestures, a habit devel- 
oped because of the confined space in which they 
live. The less extra gestures made the less chances 
of bumping into someone or something, or hit- 
ting dangerous controls. They make extensive use 
of hand signals to  emphasize their instructions, 
however, just in case a radio failure prevents com- 
munication between two workers in space suits. 

"Do it like a Nomad" is a common saying in the 
solar system. The unforgiving environment of  
space means that Nomads are very serious about 
their duties, especially when it comes to mainte- 
nance, and they despise laziness above all. Each 
individual represents a pool of knowledge and 
technical skills that are vital t o  the small commu- 
nity. Experts are rare (cross training is a survival 
trait), and all Nomads are computer-literate almost 
before they are truly literate. 

The asteroid-dwellers live in small groups. Nomads 
value friendship and family bonds. They feel un- 
comfortable around total strangers, though they 
do not shun them -other Nomad groups repre- 
sent possible allies and mates for the youngsters. 
Families are highly self regulated, both to prevent 
overcrowding and because low-gravity pregnan- 
cies require special attention that may not be avail- 
able during certain periods. Nomads have few 
personal belongings, but are protective of what 
they do  have. Tools and instruments are gener- 
ally the property of the entire tribe, and are to be 
shared and maintained by all users. Resources are 

I also precious, especially water, which is found only ' 
locked in certain types of asteroids. 

V POLITICS 

Every Nomad colony is directed in a different way. 
Some are ruled single-handedly by "chiefs" while 
others operate on nothing more than mutual po- 
liteness. Laws and customs also vary widely. The 
only true inter-colony law that all Nomads adhere 
to is the age-old Golden Rule. They do not meddle 
in the affairs of others and expect to receive the 
same consideration in return. 

On the international scene, approximately thirty 
of the larger colonies have formed a loose asso- 
ciation in order to speak for Nomad interests a t  
the USN Assembly. Most of the participating colo- 
nies are located in the Asteroid Belt, so their seats 
a t  the Assembly chamber are labeled "Belt." The 
colonies that choose not t o  participate in this to- 
ken entry into politics truly do not care what goes 
on outside the boundaries of their tiny domains. 
Nobody speaks on their behalf, which is exactly 
how they want it. 

V SCIENCE AND MILITARY 

Scientific innovation is not a great concern for most 
Nomads. Whatever they need can be bought or 
traded from other settlements or merchant ships. 
If, as is often the case, these sources prove un- 
available, the Nomads are quite capable of han- 
dling mechanical problems. As a result, many 
Nomad stations are labyrinths of exposed wiring 
and makeshift pipe work. 

As a rule, Nomads tend to  exclude themselves 
from tensions between the solar nations. They are 
not merely neutral, but almost totally uninterested 
as well. Thus, the tribes have no standing military 
or any sort of provision for one. If a crisis does 
arise and diplomacy and bribery fail, the Nomads 
are well prepared to surrender unconditionally. 
Some of the larger and wealthier colonies main- 
tain a few obsolete exo-suits and space fighters 
for border patrol against pirates, but these would 
prove to be little obstacle to  a determined inva- 
sion force. 



V COMMERCE AND INDUSTRY 

The Nomads inhabit only a tiny fraction of the 
asteroids in the Belt and solar orbits; millions more 
are mined for resources. Most Nomad colonies 
perform mining operations to some extent in or- 
der to generate income. Many of the best mining 
asteroids in the Belt bear the identifying mark of 
one Nomad group or another, staking out a claim 
for future exploitation. Among Belters, claim- 
jumping is one of the most heinous forms of rude- 
ness imaginable. This "advance claiming" of much 
of the Belt's resources restricts the mining opera- 
tions of other nations in the Belt, although the 
Belters really have no means of defending their 
"territory" should a determined incursion occur. 

Nomads are merchants by necessity. They cannot 
produce all they need by themselves, and will thus 
engage in trade whenever it proves convenient. 
Mercurian Merchant Guild ships pass through pre- 
arranged pickup points every few months to  ex- 
change equipment, foodstuffs and water for pro- 
cessed minerals. Trade has the additional advan- 
tage of mixing the Nomad population, allowing 
new genes to enter the community and prevent- 
ing the effects of inbreeding in isolated settle- 
ments. Many tribes have traditions that force 
youngsters to seek mates elsewhere. 

Nomad-raised technicians and crewmen are very 
sought after, accustomed as they are to cramped 
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l iving conditions and constant acceleration 
changes. Many Nomads leave home to work for 
companies or governments, saving their earnings 
for use upon their return. The Mercurian Merchant 
Guild has a special arrangement with the Nomads, 
allowing them to work aboard Guild vessels as 
highly paid non-members, although they are re- 
stricted to  certain common areas of the ships to 
keep them away from Guild secrets. Caring little 
for such bizarre rituals, the Nomads are more than 
happy to take the Mercurians' money. 

V RECENT DEVELOPMENTS 

The Nomads continue to  prefer isolation, but 
events seem to be conspiring against them. For 
decades, the Jovians and Martians have allowed 
the Nomads the first choice of mining asteroids, 
and have otherwise left them alone. Recently, 
however, representatives from Jupiter, CEGA and 
Mars have been visiting the major Nomad colo- 
nies and probing their willingness to  become af- 
filiated with one or the other. The tribes now feel 
trapped by the location that was once such a suit- 
able sanctuary. If they accept the foreign propos- 
als, they will be forced back into the international 
politics that they so despise; if they refuse, they 
fear that the nations will eventually move in by 
force. The current stance among the sponsors of 
the Nomad delegation to the USN is t o  gently 
explore a deeper relationship with Jupiter or Mars. 



The zocalo (pronounced ZOH-ka-low) is a com- 
bination of carnival and marketplace where 
Clans meet to trade, share information and re- 
solve disputes. At any given time, there are hun- 
dreds of zocalos taking place around the Belt, 
since any Clan can host one. Zocalos are usu- 
ally restricted to  Nomads only; independents 
are welcome, as long as they are with Nomads 
who can make proper introductions. 

Clans coming to the zocalo with merchandise 
to trade may rent booths in the market areas. 
Poorer Clans that cannot afford booths trade 
right out of their docking bays. There is little 
organization: docks and booths are rented on a 
first-come, first-served basis. Brokers, part 
guide, part matchmaker and part salesman, 
keep track of where various kinds of merchan- 
dise are in supply or demand. 

Living on large asteroids is too much like being 
tied to a planet for most Nomads. Although the 
Belt has hundreds of asteroids with diameters 
greater than 100 km, only the largest of these, 
Ceres (about 930 km in diameter) is home to  a 
large population. Ceres City is generally re- 
garded as the "capital" of the Belt, but only 
because it is where the affairs of the Belt's USN 
delegation are managed. Originally a large min- 
ing center, Ceres City (also known as Piazzi) is 
home to one of the largest massdriver arrays in 
the solar system. The difficulty of constructing 
rotating gravity wheels on a massive object has 
limited the colonization of the larger asteroids 
to the domain of the very wealthy. 

Most Nomad colonies are built as rings around 
small asteroids less than a kilometer in diam- 
eter. These asteroids are easier t o  move, mak- 
ing them more appealing to  small groups of 
wanderers who prefer to keep their location 
secret. More rarely, an entire asteroid will be 
hollowed and converted into a Vivarium-type 
colony cylinder. This, too, can be moved, albeit 
with greater difficulty. 

3' 

The Nomads of the Asteroid Belt are modern 
homesteaders, carving a living out of the re- 
sources found in space. Once in orbit, almost 
anyone can build a simple spaceship that will 
be more than sufficient to house a family as it 
travels to  the new frontier. Many of these bands 
are outposts of cultures that have been largely 
assimilated or repressed elsewhere, such as Af- 
rican or Scottish Highlands culture. Often, they 
travel together in tribes, settling on an asteroid 
for a generation or two, fiercely defending their 
territory. Proud and resourceful, they make the 
perfect background for a player character. A 
group of players could decide to  form a No- 
mad family and have adventures as they travel 
from one asteroid to  another, or they could be 
a small band of orphans who lost everything in 
the small conflicts opposing CEGA and Jupiter 
forces in the asteroid belt, and who want to 
avenge those they lost. Another group of player 
may act as scouts-for-hire for Nomads, seeking 
new asteroids for them to  inhabit when they 
leave their current home. 

Gamemasters bringing a PC party to the Belt 
can emphasize the frontier atmosphere of the 
region. Unlike Venus, Mars or the Jovian Con- 
federation, the Belt is not home to powerful 
nations and mega-corporations. Small bands of 
dedicated individuals have carved out a life for 
themselves. PCs seeking escape for oppression 
might well decide to  set up in the Belt them- 
selves. Mars, CEGAand Jupiter are all interested 
in exerting a certain control over the Belt, so 
the region has become something of a political 
and military hot spot. 
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V OVERVIEW 

The massive colonization of Jupiter's orbit was not 
a planned event. The first stations around the huge 
planet were thickly armored wheels crewed by 
highly paid technicians. These stations were built 
for the express purpose of mining Jupiter's rich 
gas resources. Other mining colony stations were 
built by the same companies in Jupiter's L4 and 
L5 points. 

The Fall of Earth changed everything. Millions of 
refugees, fearing that war would spread through- 
out the inner solar system, fled as far as they could 
and settled in the orbit of Jupiter. Once there, they 
discovered that life without solid ground or a 
bright sun was possible, and that the vast un- 
tapped resources that surrounded them would 
ensure comfortable lives for their children. Pursu- 
ing that dream, the Jovians worked hard over the 
next century to  survive their harsh environment 
and build a civilization for their descendants. 

The modern Jovian Confederation consists of 
three states of roughly equal size. Olympus, lo- 
cated around Jupiter itself, is the founding state 
of  t he  Confederation and i s  where the 
Confederation's capital, Elysee, is located. The 
other two states reside a t  Jupiter's L4 and L5 
points. These are over 800 million kilometers 
ahead of and behind Jupiter in i ts orbit and are 
home to thousands of asteroids. These asteroids 
are known as the Trojans. The colonies constructed 
amongst them are referred to as the Trojan States: 

Revolution Around Sun: 1 1.86 yea; 
Rotation: 9.9 hours 

Axial Tilt: 3" 
Diameter: 142,800 Gm .. . . 
Density: 

Mass: 

1.3 x that of water 

1.9 x IO2' metric tons 

Surface Gravitv: Depends on a l t i t u x  -- 
Escape Velocity: 59.5 km/sec 

Average Surface Temperature: -1 30" C a t  cloud tops - 
Atmosphere: 86% hydrogen, 14% helium, 

0.1% methane, 0.02% ammonia 

Hydrographics: None 

540 millinn P o w  lation: -. , 

Languages: English, Spacer's Runic, French 

Primary Exports: Electronics, manufactured goods, gasses 

Primary Imports: Specialized foodstuffs 

Vanguard Mountain and Newhome. Both were 
founded by expanding Terran corporations and 
joined Olympus in an equal partnership to cover 
each others' resource weaknesses. All three 
formed the Jovian Confederation in 21 13. 

The Trojans are almost as far from Jupiter as the 
sun is. Despite this, the ties between the three 
states are very close. Being this far from the sun 
makes the Jovians much more in tune with each 
other than with anyone else in the inner solar sys- 
tem. Over the years, an extensive network of re- 
fueling stations and communications relay out- 
posts has been constructed. A constant stream of 
ships and barges take advantage of the local un- 
limited fuel supply to provide a constant link be- 
tween the Jovian settlements. The Jovian Con- 
federation is both the most spread-out nation in 
the history of Humanity and one of the most stable. 

0 THE JOVIAN SUBSYSTEM 

Jupiter is gifted with more than sixteen satellites, 
although only four are big enough to  be worthy 
of mention. The others have been exploited over 
the years for raw materials with which to construct 
new colony cylinders. The four major moons - 
lo, Europa, Ganymede and Callisto - are known 
as the Galilean satellites and are home to an in- 
creasing number of Jovian citizens. Three of these 
satellites (Europa, Ganymede and Callisto) are 
covered with thick crusts of water ice mixed with 
mineral impurities. With no reliably solid ground 



upon which to construct gravity-simulating carou- 1 
sels, inhabitants of these moons must live in con- 
stant low gravity. As the orbital cylinders become 
more crowded, however, an increasing number of 
their inhabitants agree to  leave them to staff the 
stations. Nevertheless, the population of the 
moons is a tiny fraction of the overall population 
of the Confederation. 
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L I VCULTURE 

: Relations between states are friendly but tinged I 
. with elements of cordial rivalry. Residents of Van- 
' guard Mountain (the "leading" Trojan state) and 
. Newhome (the "following" Trojan state) are re- 
. garded as country hicks by the inhabitants of 
: Olympus. In turn, Olympians are thought of as 1' 
. imperialistic militants, and are ridiculed for their I 
' 

state's pretentious name. The fact is that the resi- 
. dents of the three states have few real differences 

' . between them, most of which are minor things 
. such as the slight twangy accent of Vanguardians 
. or the use of a few chosen slang words by Olym- 
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sers spitting plumes of sulfur reaching 1400 kilo- 
meters in height. This hostile environment means 

i that the exploitation of Io's abundant sulfur de- pians. a 

lo is the closest major satellite to Jupiter, located 
deep within the powerful Jovian radiation belts. 
Thn mnnn ic hinhltr \ rn lr=nir  A t h  nnnrrnn i tc  "a\,- 

posits is carried out almost entirely by robot 
drones. lo is also home to  an experimental power 
source. Orbiting collectors take advantage of the 
five-million-ampere flux tube (a charged particle 
stream running between Jupiter and lo on the 
planet's magnetic field) to capture and convert a 
tiny portion of that energy into microwaves which 
are then beamed to test coloniesfor use. Although 
the microwave beam is dangerous, the promise 
of more usable power is an irresistible draw for 
the Jovian government and private contractors. 

The second of Jupiter's Galilean satellites, Europa, 
provides much of the water used in the Confed- 
eration. Covered in its entirety by a ten kilometer 
thick sheet of ice overlaying a worldwide water 
ocean, Europa has few permanent residents. Most 
people stay for a few months a t  most to work a t  
the water-processing stations that dot the surface. 

Several scientific stations are also on the satellite, 
eagerly searching the depths for signs of life us- 
ing ultrasound scans. Europa, with its water oceans 
and geothermal activity, theoretically supports the 
minimal requirements for life as we know it. 

Ganymede is the largest moon in the solar sys- 
tem, and is the home of the Confederation's larg- 
est non-space borne colony. Nearly fifty thousand 
people inhabit the various mining towns and pro- 
cessing stations that exploit Ganymede's rich min- 
eral and water resources. 

Callisto, the outermost of the Galilean satellites, 
is primarily a mining and water-processing colony. 
A small Inter-Settlement Geographic Society ob- 
---,story is also located there. 
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The Confederation boasts the largest space-based 
population of all the solar nations. This is remark- 
able since most Jovian colonies are of the win- 
dowless "Vivarium" type. The Vivariums' greater 
interior surface area allows these colonies to theo- 
retically support nearly twice the population of 
standard cylinders. However, the massive shield- 
ing necessary for life around Jupiter reduces the 
Jovian stations' habitable volume in comparison 
to their in-system counterparts, with a correspond- 
ing drop in population capacity. 

The largest Jovian station is the capital of Elysee, 
which has a population of about five million. The 
other two hundred or so Jovian colonies are 
smaller, quickly built during the Confederation's 
growing years to  support i ts burgeoning popula- 
tion. Although everyone has a place to live, many 
Jovian citizens are beginning to think that build- 
ing colonies a t  a faster pace will increase the qual- 
ity of life for all Jovians. Unfortunately, the energy 
expended on the military and on simply keeping 
the currently operational stations in working con- 
dition precludes this otherwise desirable use of 
time and money. 

Real estate aboard Jovian stations is extremely 
expensive, and as a result most citizens can only 
afford small bu t  comfortable quarters. The 
cramped living spaces on the Jovian stations are 
compensated by the excellent public gardens and 
parks provided by thoughtful designers. Jovian 
society has retained the hardworking attitude of 
i ts founders, so one's home is often little more 
than a place to sleep. Nearly all Jovians spend 
their waking hours either at the workplace or with 
friends in public places. They eat and sleep a t  
home, but do little else in their quarters. This tends 
to crowd public areas, and unsuspecting tourists 
are often overwhelmed by this situation. 
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Despite living under some of the most cramped 
conditions in the solar system, the Jovians have 
developed an open-minded, easygoing facade 
which contrasts sharply with the barely restrained 
tensions elsewhere. The Jovians have adapted to  
the relative lack of privacy in their lives by main- 
taining a friendlier and more tolerant attitude to- 
ward one another. Recent generations of Jovians, 
born and raised in the colonies, seem to  have 
fewer difficulties with close quarters than the first 
Confederation citizens did. 

Despite the fact that cramped conditions often 
force people of very different income brackets to  
live very close to one another, class distinctions 
do exist in the Confederation. Although govern- 
ment policy forbids buying more spacious hous- 
ing, the Jovian upper classes are easily able to  
afford personal yachts and other luxuries which 
set them apart  from their poorer compatriots. 

Although Jupiter has retained English as i ts pri- 
mary language, much of the population is also 
relatively well versed in French. This is largely due 
to the work of Elisabeth Bisset, an early colonist- 
turned-poet whose diaries and poems about the 
outer solar system are regarded as  t h e  
Confederation’s finest works of literature. Bisset 
was part of a significant number of French and 
Franco-African miners sent to Vanguard Mountain. 
Her works led to a certain Francophile sentiment 
among the Jovian upper-class and quickly entered 
the education profile. Today, nearly all secondary 
school students study French for several years and 
read the classics in their original form. French re- 
mains the standard language of art in the Con- 
federation. Earth is the only other place in the solar 
system with a substantial French-speaking popu- 
lation. 

The Jupiter settlements developed from remote 
mining colonies to one of the solar system’s su- 
perpowers in little more than a century. The large 
immigration of wealthy, well-educated colonists 
resulted in a free-thinking if a bit carefree society. 
The overall level of education is fairly high, mainly 
due to  the large proportion of immigrant scien- 
tists and technicians. Education is encouraged and 
easily accessible, most often though automated 
teaching programs (and human counselors for 
guidance) that adapt themselves to the students’ 
abilities. The result is a broad cultural base. Most 
Jovians are capable of sustaining long, intelligent 
conversations on many difficult topics. Most 
Jovians are unfortunately aware of that social char- 
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acteristic, and several citizens have acquired a 
pedantic streak, earning the aversion of some of 
the less-educated societies of the solar system 
(such as the Nomads or CEGA). 

Jovian society, over the last few decades, has be- 
come daringly liberated from sexual taboos, and 
this has earned Jovians a reputation for loose 
morals and perversity. Nothing could be further 
from the truth, however. Jovian citizens have sim- 
ply eliminated much of the shame which surrounds 
the physical expression of love, and have in fact 
tried to teach others in the solar system that re- 
pressing their natural instincts only leads to  vio- 
lence and dysfunctions. While Jovians like to dress 
lightly, however, they are no more promiscuous 
than anybody else. 

The current generation knows little of the hard- 
ship of the first few decades of the Confedera- 
tion, and most enjoy their wealth without think- 
ing much of the blood and sweat that brought it 
into being. Older people tend to scorn a t  this, 
and proffer constant warnings that go unheeded. 
Living space is rather restricted, but there’s plenty 
of water, air and food for everyone, plus a great 
deal of resources left over. As a result, Jovians are 
fairly considerate of their peer‘s need for privacy, 
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Vanguard Mountain Station is the oldest settle- 
ment found at the L4 point of Jupiter's gravity well. 
I t  was constructed through the hollowing out of a 
one of the largest asteroids in the cluster. After 
centuries of additions, Vanguard Mountain Station 
now resembles a mass of metal spires with their 
heads held together by a large ball of metal and 
stone. The rest of the Vanguard Mountain state i s  
comprised of many small stations, most built di- 
rectly out of the hulk of an asteroid and a few 
based on the standard Jovian Vivarium-type 
colony cy1 i nders. 

Newhome is the youngest member of the Con- 
federacy, and as such has not fully adopted the 
psyche of the other two Jovian states. This mani- 
fests itself in two ways: one aspect is found in the 
overachievers who drive the culture of this Trojan 
state forward and volunteer for military duty with 
zeal, while the other is of those people who try to  
maintain their own ideals and mannerisms in an 
evolving society. 

The Trojan States have to be self-reliant, as they 
don't have Jupiter and its moons nearby to pro- 
vide a seemingly unending flood of raw material 
and energy. Despite their great mineral wealth, 
they must trade for their water and volatiles and 
spend much time building and maintaining solar 
collectors. Hard work is thus seen as a virtue, much 
more than in Olympian society. In this respect, the 
Trojan settlements have an outlook on life that is 
somewhat closer t o  the Nomads. Being the 
equivalent of "provincials," Trojan citizens are 
much less arrogant about their achievements as 
are Olympians themselves. They appreciate 
Jovians and cheer a t  their victories over CEGA, 
but remain prudently neutral about their own mili- 
tary involvement, which is far from being signifi- 
cant in any case. 

Despite being seen as country hicks by the Olym- 
pians, the Trojans actually enjoy high standards 
of living and education. Information travels freely 
between the States, and the Trojans are just as 
eager as their Olympian cousins to find activities 
to escape the claustrophobic confines of their 
homes. One particularly popular hobby is that of 
space bike racing, using bikes equipped with 
pedal-powered ion engines. Several media follow 
the weekly exploits of the crowd's favorite bikers, 
and many ambitious teenagers can't wait to get 
their shot at fame and glory. 
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V POLITICS 

Each Jovian station is self governed by a cham- 
ber of representatives. A council of representa- 
tives is elected from the general populace of each 
colony every few years (the actual number varies 
from station to station). A separate representative 
is sent to the state capital, t o  speak for the station 
as a whole. 

All three Jovian states have their own local govern- 
ment, which manages activity and commerce within 
the state's boundaries. International affairs and mat- 
ters that involve all three states are handled by a 
ruling council known as the Agora. Representatives 
from each state are sent to the Confederation capi- 
tal of Elysee to serve on the Agora. 

A president is chosen by general election every 
seven years to supervise the Agora and represent 
the Confederation. The current president is  
Alexandra Itangre. Since her election in 2204, she 
has been the source of many controversial deci- 
sions; to her credit, all of these have proven ben- 
eficial to the Confederation. In particular, her in- 
sistence on increased military spending in lieu of 
more colony construction is now regarded as a 
brilliant example of forethought, especially in the 
wake of CEGA's recent aggression. 

Many Jovian observers have come to realize that 
power in any form is their President's greatest plea- 
sure. Already one of the richest people in the 
Confederation, she continues to make money from 
her corporate holdings and searches for ways to 
remain in office. Her efforts to gain more control 
over the Agora are tolerated by the people, how- 
ever, because her actions always seem to have 
the good of the general populace as their moti- 
vation. Some are not so certain of President 
Itangre's altruism, however, and wonder how long 
it will be before she exceeds her limits. 
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V SCIENCE AND MILITARY 

Jovian science is perhaps the most advanced in 
the solar system. The struggle to  build a civiliza- 
tion from scratch in a hostile environment, coupled 
with subsequent military development, has re- 
sulted in a large number of innovations in the field 
of engineering; not the least of which is exo-tech- 
nology. Jovians place great emphasis on educa- 
tion, believing that a knowledgeable nation will 
be less prone to the sort of insane warfare that 
devastated Earth. As a result, the Jovian popula- 
tion includes a large number of government-sup- 
ported research scientists and engineers. 

The Confederation possesses a large military 
force, most of which originated after the loss of 
formal contact with the inner solar system. The 
Jovians wanted to place themselves in a position 
of power in order to provide a serious deterrent 
to any possible foreign aggression. The large mili- 
tary was necessary to counter Earth's huge navy 
as well as to effectively patrol the vast amount of 
space claimed as i ts own by the Confederation. 
Much of the space between the states is devoid 
of any military presence; most patrols are ordered 
around the refueling stations. 

The Jovian Armed Forces (JAF) is composed en- 
tirely of volunteers, a remarkable feat for such a 
large army. This is attributable to  the high patrio- 
tism of the average Jovian citizen coupled with 
the JAF's skilled public relations officers. The pre- 
liminary screening process for the JAF is a gruel- 
ing test of determination and courage that few of 
the thousands of annual applicants pass. Those 
who do manage to be accepted are sent to train- 
ing camps. Recruits who show exceptional prom- 
ise are earmarked for Officer Training School, 
which they attend concurrently with the standard 
training scheme. Officers take much longer to fin- 
ish their military education, but end up much 
tougher. Once a soldier's basic training is com- 
plete, he (or she) is assigned to one of the three 
sub-armies of the JAF. Further training takes place 
there, since all JAF personnel are cross-trained to 
some extent t o  increase their flexibility. 

The military is an integral part of Jovian society. 
Soldiers are permitted great freedom in choosing 
outside work and the length and time distribution 
of their tour of duty, making military service a 
popular choice for young Jovians. The resulting 
financial aid and the fact that Jovian companies 
show a preference for applicants with military ser- 

vice also help to increase the pool of applicants 
for the JAF. Nearly half of all secondary school 
graduates in the Confederation apply for accep- 
tance into the JAF. Although pacifists in the Con- 
federation regularly protest this heavy focus on 
military service, they can offer no alternative that 
will draw so many of the Confederation's best and 
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From a wartime standpoint, the distance between 
the Jovian States is more than a simple escort 
problem; it is a logistical nightmare. Jovian strat- 
egists have long known that should war break out i . ,  , . 
with the inner solar system, they would be torced 
to  fight on three fronts. Each state would be ef- 
fectively isolated from the others. Their solution 
was a patchwork measure meant to  last until a 
better alternative could be found. The Jovian 
Armed Forces (JAF) were split into three separate 
armies of equal size, labeled Alpha, Beta and 
Gamma Divisions. Alpha Division was assigned to 
protect Vanguard Mountain, Beta was assigned 
t o  Newhome and Gamma was t o  protect  
Olympus. A headquarters, Khannan Base, was 
established in Olympus, but each Trojan State also 
had i ts own command center. In this way, each 
part of the Confederation would be able to hold 
its own in the event of an attack. 

The inherent weaknesses of this defense meant 
that the strategists had to plan for a proactive role, 
as well. The result was an invasion fleet of several 
carriers and battleships that could, at a moment's 
notice, swoop into the inner solar system to take 
the battle to the enemy. This invasion force was 
also distributed evenly between the states; should 
one state fall, the others could still avenge it. 

Each sub-army is divided into battle groups of 
. 
. 

warships and squadrons ot auxiliary craft. The or- 
ganization of squadrons varies, since the Jovians 
freely mix exo-armors, conventional space fight- 
ers and exo-suits for increased flexibility. Squad- 
rons are divided into flights of two to ten units. 
Battle groups are organized around carriers. 
Smaller ships are frequently transferred between 
battle groups, but stay with their original Division 
until they are decommissioned or destroyed. 
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Although the modern situation is not as dire as 
the early Jovians had feared (Mars and the Belt 
have not fallen under the sway of Earth), it still 
warrants the maintenance of the JAF's constant 
state of readiness. New ships are still being built, 
most of which belong to the "invasion fleet" cat- 
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egory of warship. Most notable among these is 
the JSS Godsfire, a super carrier more than a third 
of a kilometer in length. More ships of this class 
have been laid down in the shipyards of the Tro- 
jan States, causing much consternation in the in- 
ner solar system, where many now fear a pre- 
emptive assault from a nation that once dreaded 
the same thing. 

V COMMERCE AND INDUSTRY 

Most of the Confederation’s major manufacturing 
industries are located in the Trojan States, where 
raw materials are abundant and easily accessible. 
The notable exception is Joshua’s Station in 
Olympus, which is the second largest station in 
the Confederation and a major producer of elec- 
tronics. Joshua’s Station is a major trading center, 
serving as a port for the ships of the Mercurian 
Merchant Guild, which bring Jovian goods to  the 
inner solar system. The station is also home to 
the famous Jovian Armor Works corporation 
(JAW). 

Olympus’ main export industry is gas mining from 
Jupiter, accomplished with the use of hundreds 
of automated skyhooks which skim hydrogen and 
helium off the top of Jupiter’s atmosphere. Giant 
unmanned barges then send this fuel to locations 
across the solar system. Olympus is also the 
Confederation’s major source of water, supplying 
the Trojan States with water collected from Europa 
and Callisto. 
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Although all three JAF divisions are supposedly 
equal, observers note that since 2204, newcom- 
ers to the ranks have most often been assigned 
to Gamma Division. Most individuals eventually 
leave Gamma upon promotion, save for the best 
of the pilots (who then serve to shepherd the 
next batch of rookies). 

This ”newbie policy” is a drastic change from 
the previous arrangement, in which each Divi- 
sion was assigned t o  one Jovian State. The 
change suggests that Jovian High Command 
has formulated a new strategy by which the 
Confederation will defend its three states. Cu- 
riosity runs high in military intelligence circles 
throughout the solar system. The attack on 
Elysee is still fresh in the minds of everybody, 
so it is a mystery as t o  why the Confederation 
is sending al l  of i ts veterans away from the 
capital. 

Gamma Division supports the largest number 
of exo-armors in the service. Twelve squadrons 
are made up solely of high-tech wonders, and 
new designs from JAW are almost always tested 
by Gamma Division personnel. This, coupled 
with the fact that Gamma Division retains for 
itself the best JAF pilots, lends the division 
something of a “Top Gun“ aura in the public 
eye. Each of the twelve exo-armor squadrons 
has a distinct history and personality, from the 
easygoing camaraderie of the Jovian Flying Cir- 
cus to the comically sinister Assassins. All twelve 
squadrons are media darlings, however, and 
there is a constant battle among new rookies to 
be chosen for permanent assignment to one of 
the squadrons. 

Up until 2210, Gamma Division was com- 
manded by General Avram Thorsen, the now- 
infamous Traitor of Elysee. His resignation has 
left Division morale a t  an all-time low and 
opened a power vacuum which has yet to be 
filled. Until a new division commander is se- 
lected, nominal control of Gamma Division falls 
t o  Khannan Base Commander Konrad 
Koudriopoulos. 
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V RECENT DEVELOPMENTS 

Even though the Jovian Intelligence Service con- 
tinues to  scour the solar system for the perpetra- 
tors of the attack on Elysee, much of the mystery 
surrounding the Odyssey Affair has been cleared 
up (as far as the public is concerned) by the expo- 
sure of General Thorsen as a traitor. Although his 
motivations remain unclear, he has confessed to 
allowing the CEGA attack fleet to enter Jovian space 
unchallenged. He denies, however, knowing what 
Admiral Kleb planned for the capital. His most no- 
table crime is his ”overlooking” of the Venusian 
floater-poachers that started the Odyssey. 

The Agora has quietly granted a select group of 
scientists a large amount of money, several floater 
specimens, and a mandate to find out if the spe- 
cial properties of the beasts can be copied en 
masse. There are two hopes which have brought 
this about, one being the successful completion 
of the project with the attendant benefits; the 
other is the chance that duplication may be proved 
as unfeasible, which will give the Agora further 
political clout against the “heartless Venusian ex- 
ploiters” who have been hunting the floaters. 

Also unpublicized is Thorsen’s subsequent ruthless 
endangerment of four Jovian citizens whom he had 
sent to Venus instead of a team of trained operatives. 
He did this in the hopes that they would be quickly i 
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eliminated which would subsequently end any further 
investigations into the Venusian activity on Jupiter. 
Those unwitting pawns, Madeleine Koudriopoulos, 
Adrian Allen, Roxanne Fujima and Nicholas Holly, sur- 
vived their extraordinary trek across the solar system 
and their involvement in the Battle of Elysee. As a 
result of their actions, these four have become na- 
tional heroes. The Jovian populace is comfortable with 
the official cover story - that the four were tourists 
caught in the wrong place at  the right time. Further 
comment from the heroes is unavailable, however. The 
three members of the JAF were quickly promoted and 
are now on “indefinite leave” in an undisclosed loca- 
tion, and Fujima is as close-mouthed now as she was 
before the incident, despite receiving much public 
acclaim for her current work as a news-vid anchor. 

Those in high offices in the Jovian government (Presi- 
dent ltangre in particular), however, are well aware 
that the corruption and heroism of the preceding 
months go far deeper than the figureheads which 
have been presented to soothe the hearts and minds 
of the masses. Khannan Base Commander Konrad 
Koudriopoulos, enraged a t  the treatment of  his 
daughter, has initiated a series of comprehensive 
security checks in an attempt to  root out any further 
traitors in the military, although these have proven 
difficult to enforce with any degree of efficiency due 
to the massive flow of traffic through Khannan Base. 



President Itangre, devastated by the betrayal by I 
her oldest friend, has withdrawn into her duties, . 
distancing herself from friends and family. She has . 

demanded, and received, more funding for the . 
l l r r  I .  - 

JHI- Trom tne Agora. vue to her acquaintance with 
General Thorsen, Alexandra was subjected to a 
grueling interrogation (as were al l  of Thorsen’s 
friends) for security reasons, which has soured her 
mood even more. People who know the president 
advise others to enjoy her absence while they can; 
when she comes out of her funk, they say, she will 
be on the warpath, and woe betide anyone who 
doesn’t jump when she tells them to. 

The greatest wonders of scientific discovery in 
the history of humankind, the Jovian floaters, 
are also the greatest mystery. Floaters resemble 
giant gas-filled jellyfish which drift in the upper 
atmosphere of Jupiter. These creatures use the 
same system of biochemistry as life on Earth 
and could not normally have evolved on a world 
with no surface and high radiation levels such 
as Jupiter. 

The greatest bafflement centers around the 
multipolymerase protein produced by the float- 
ers, so named because of its inexplicable abil- 
ity t o  repair damaged DNA and RNA strands, 
regardless of the type of damage undergone. 
The existence of this protein threatens to  shat- 
ter the foundations of all modern life sciences. 
Every known rule of cell biology has been vio- 
lated by this polypeptide that seems to  work 
on all life. It is possible that such a protein could 
be harnessed to eternally prolong the existence 
of a given cell, theoretically conferring eternal 
life. These findings have caused all research 
concerning the floaters to be classified top se- 
cret. Only a few Jovian and Venusian research- 
ers share all the current known facts about them. 

The floaters have been declared a protected 
species by the USN and, save for a few research 
stations, all entry to the creatures’ herding air- 
space is blocked by JAF patrols. The existence 
of the floaters has forced the scientific commu- 
nity to revise their theory on the possible ori- 
gins of life. Researchers have intensified their 
efforts to find alien life forms in the dark waters 
of Europa and other locales. 
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Jovian Armor Works is the best known aero- 
space company in Jovian Space, producing all 
of the JAF’s exo-armors in addition to  many 
types of weapons. Founded in 2155, JAW has 
gained a reputation for reliability in all of its 
products. JAW’S current CEO is Robert “Lil Bob” 
Hewer who inherited the position from his fa- 
ther. Where the elder Hewer was a loud, bois- 
terous bear of a businessman, his son is an in- 
troverted engineer who is far more interested 
in building exo-armors than selling them. What 
this attitude bodes for the company has yet to 
be seen, as JAWs stock remains quite stable. 

JAWs R&D department, unofficially known as 
the Skunk Works, is the JAF‘s premier contracted 
think tank. Its restricted research and testing 
bays on Joshua’s Station are strewn with works- 
in-progress, often prototype exo-armors fitted 
with the latest in potentially useful gimmicks. 
Most of these experimental exo-armors have 
been struck by the so-called “Curse of the 
Skunk,” by which an untested, one-of-a-kind 
prototype is somehow thrust into a combat situ- 
ation and returned to  JAW as a wreck. 

Most longtime Skunk Workers have accepted 
the Curse as a fact of life, fitting each new pro- 
totype with extensive data recording suites in 
order to gather as much performance informa- 
tion as possible from the exo‘s inevitable fate. 
The latest of the ”Cursed” was the Prometheus, 
used by Madeleine Koudriopoulos during the 
Battle of Elysee to counter CEGA’s Dragonstriker 
(the remains of  which now secretly occupy the 
Skunk Work‘s crash investigation hangar). The 
remarkable performance of the Prometheus (de- 
spite its expected dismemberment) has resulted 
in the construction of several new Prometheus- 
class prototypes, each built to be superlative in 
one particular combat role. Considering the 
Agora’s renewed interest in military research, the 
Skunk Work should have no trouble getting 
funding for these and other projects. 
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- O T H E  NEW OLYMPIANS 

The inhabitants of the Jupiter settlements have 
often been condemned as smug and arrogant, but 
they have many reasons to be proud of their 
achievements. They live in one of the most breath- 
takingly beautiful and inhospitable regions of the 
solar system, yet have harnessed both its power 
and resources to  supply them with almost unlim- 
ited wealth. Their position, furthest awayfrom the 
Sun and remote from the rest of the human-in- 
habited inner system, provides them with secu- 
rity and might. Jovians as a whole form a prudent 
nation, sometimes to the point of being paranoid. 
They display an uncanny ability to be prepared 
for anything and everything, sometimes investing 
far too much energy in covering remote possibili- 
ties. While this would be a strain on anyone else's 
resources, the Jovian Federation is no pauper, and 
literally wastes a good percentage of its budget 
on strengthening its assets, be they military or 
economic. As it is, Jupiter's military might sur- 
passes that of any other two nations combined, 
but it covers such a wide patrol area that some 
suspect it might not be able to withstand a con- 
centrated attack. 

As the title of the game suggests, the Jovian 
Confederation is the "default" starting point for 
characters and campaigns. It offers a wide range 
of possible character types as well as many dif- 
ferent environments to  explore. 

Jovian player characters will live in one of the 
most technologically advanced and pleasant 
societies in the solar system. The government 
is not very heavy handed internally and the stan- 
dard of living is generally high. Players should 
give some thought, however, to the darker sides 
of Jovian life. The battle of Elysee has convinced 
many that the confederation should become 
more active on the interplanetary scene and the 
JAF has been flexing i ts muscles more and more. 
Player characters should also choose which one 
of the Jovian states (and stations) they hail from. 
Those from Elysee will be used to a great deal 
of intrigue and politicking, while a native of Van- 
guard Mountain may have a more working-class 
outlook. Jovians who live on Ganymede, Cal- 
listo or Europa present an interesting alterna- 
tive. Rugged explorers, miners or scientists, they 
may feel alienated from those who live in the 
vivarium colonies and who often do not con- 
sider them "real Jovians." 

Gamemasters bringing players to the Jovian 
Confederation should emphasize the wonders 
of life around Jupiter. The Confederation is 
home to libraries, parks and luxury accommo- 
dations that Nomads may never have seen be- 
fore. Intrigue is also abundant and GMs could 
involve the characters, perhaps in smuggling a 
prototype out of JAW Skunk Works. The armed 
forces are also an increasingly important part 
of Jovian society and can serve as the center 
for many plots in the Confederation. PCs who 
arrive as traders may find their vessels searched 
or detoured for security reasons, or could get 
caught in a battle. The Jovian diplomatic corps 
is another useful plot element. Ambassadors 
dart across the solar system and diplomatic 
packages are ferried through more or less reli- 
able channels. Such a package falling into the 
hands of the PCs could launch a scenario or even 
a campaign. 



.SATURN AND TITAN 

V OVERVIEW 

Titan, the largest moon of Saturn, is a frigid world 
enveloped in mysterious, red-orange clouds. It 
revolves in near-total darkness around its giant par- 
ent, a billion kilometers beyond the asteroid belt, 
making it by far the most remote human settle- 
ment in the solar system. Only the lure of vital 
resources - and profit - could have convinced 
human beings to  establish a foothold in such an 
inhospitable location, and Titan offers both in 
abundance. Its icy crust is covered by huge seas 
of organic chemicals (mostly ethane), the only 
natural ”oceans” in the solar system beside Earth’s. 
This liquid wealth is lifted out of Titan’s light grav- 
ity well to mighty orbiting refineries, where it is 
converted into valuable compounds and shipped 
for sale throughout the solar system. Though Ti- 
tan is nominally international territory, the main 
colony is under the control of a Jovian company, 
THC. Many of its inhabitants are often just tem- 
porary, lured to the cold reaches of space by the 
rewards of hydrocarbon mining in the depth of 
the moon’s oceans. Such a hard life requires hardy, 
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rn also supports a small population of scien- 
who monitor and maintain the automated 
arch stations that orbit each jovian nation. The 
mt permanent population of explorers num- 
about four hundred and is located in two In- 
ettlement Geographic Society (IGS) spon- 
d bases. 
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I’S population is small, and almost wholly de- 
d to the economic exploitation of the ethane 
Titanian society is a 23rd century version of 

‘company town,” where every aspect of life 
ves around the Titanian Hydrocarbon Corpo- 
n (THC), the powerful Jovian firm which man- 
the exploitation of the Saturnian system. 

: of the 40,000 Titanians live in Station T, the 
jt and largest of the moon’s four orbital colo- 
Personal quarters are spacious, since the sta- 
Nas designed with future staff expansions in 
. The company’s headquarters are located on 
ilver Tower, a smaller energy-generation sta- 
surrounded by executive quarters. 
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The Titanian mining settlement is a lonely, isolated 
place. Its inhabitants are months away from the 
rest of humanity, and even messages are hours 
out of date. This creates an atmosphere of loneli- 
ness that tends to  encourage people to form fam- 
ily-like bonds with fellow workers. Those “employ- 
ees” who spend more than a few years on Titan 
tend to think of themselves asTitanians ratherthan 
Jovians (or whatever nationality they originally 
were) because of the strong ties they form with 
their fellow workers. In a hostile environment such 
as that of Titan, bonding with people who are close 
to you and whose actions may save your life is far 
more important than any national attachment. As 
a result, Titanians are seldom prejudiced and only 
judge people based on their work attitude and 
ethics. Many also develop hobbies to fill the long 
hours. Titanians are reputed to be skilled ad-hoc 
artists, with a high proportion of painters and 
musicians among them. 

Titanians don’t have much of a fashion sense, how- 
ever. They live far from any cultural center and 
pay little attention to what they wear, as long as 
it’s clean and without holes or tear. They don’t have 
access to  fashionable clothing in general, although 
the occasional Mercurian merchant can drop by 
and make a fortune by selling some fine clothing 
to the fashion-starved mining colony. In general, 
any foreign art and entertainment is greatly ap- 
preciated by the workers. 

The major division in Titanian society is between 
those who work in the surface collection coastal 
bases and those working in the orbital station. The 
space-dwelling “drifters” enjoy a better social sta- 
tus and perks, but the ground-based “lifters” con- 
sider themselves the true force behind THC‘s suc- 
cess. Both lifters and drifters are level-headed, 
practical and acquisitive. They have opted to un- 
dergo temporary deprivations in order to  return 
home as rich men and women after their two-year 
stint. Some are enthralled by the “frontier” way 
of life and opt for longer residencies - these are 
the ones most likely to be called ”Titanian” by 
others. Most of the workers are of Jovian origin, 
though they are also a fair number of Martian and 
Mercurian employees. 

The inhabitants of Alcott and Stevenson (the IGS 
bases on Titan and orbiting Saturn, respectively) 
are a tolerant lot, more interested in observing 
nature and making discoveries than in proving 
whose home nation is better. By common agree- 
ment, English is the official language, although 

I I the large cross-section of cultures in close quar- 
ters has resulted in the adoption of words and 
phrases from a dozen different tongues. Neither 
is religion an issue: a sparsely-furnished chapel is 
available for use, and as far as religious dogmas 
go, the researchers have adopted a policy of tol- 
erance. A research director is assigned by the 
home office every few years to  supervise the up- 
keep of the bases as well as oversee the various 
ongoing scientific experiments. 

V POLITICS 

Since THC is a Jovian corporation, the orbital colo- 
nies and the extraction bases on the Titanian sur- 
face are considered ”overseas” territories of the 
Jovian Confederation. Titan itself is international 
territory, of course, but THC treats the moon as 
i ts private property. This has led to increasing ten- 
sions as THC gradually spreads i ts influence, fer- 
rying vital resources to the Confederation and its 
allies and threatening to bankrupt numerous in- 
ner system chemical companies. In a recent 
speech, CEGA councilor Balthus Ashita de- 
nounced the exploitation of Titan as “an instru- 
ment of economic warfare,” and pushed for sev- 
eral quota restrictions and increased import fees. 

Titan’s de facto ruler is Bernard0 Chandrasekhar, 
the visionary, 59-year-old CEO and majority share- 
holder of THC. Company policy is decided by a 
21-member Board of  Directors (subject t o  
Chandrasekhar’s unofficial veto). while dav-to-dav - 

life on Station T lies in the hands of 
cil of elected delegates. These a 
bunes” by many employees, who 
to Chandrasekhar as “the Emperor 

V SCIENCE AND MILITA 
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work are funneled immediate& back into research 
funds, the base crews are pleased by the fact that 
their inventions acquired a widespread activity. 

V COMMERCE AND INDUSTRY 

Regular technology shipments from Jupiter keep 
THC's twin ref in ing stations Demeter and 
Aesclepius operating at peak efficiency. Using 
patented high-energy synthesis processes, the 
factories convert Titan's ethane, water ice and ni- 
trogen into rare compounds for a fraction of the 
cost incurred by Venusian and Terran firms. Plas- 
tics, drugs, lubricants, resins, synthetic foods and 
liquid fuels are just part of THC's wide range of 
products. 

Most of the finished chemicals are shipped in 
massive, temperature-controlled cylinders to the 
Confederation and the Martian Free Republic. The 
Martian Federation and the Mercurians are also 
important customers. In addition, THC recently 
signed several long-term contracts with settle- 
ments in the Orbital habitats, despite CEGA's at- 
tempts to scuttle the deal by imposing taxes on 
imported organic products. 

V RECENT DEVELOPMENTS 

Since 2209, there has been a sharp increase in 
pirate attacks against THC's transports. In the last 
nine months, one tanker has been crippled and 
looted in the Belt, and three others have been 
damaged. Chandrasekhar has considered request- 
ing JAF escorts for his shipments, or even a JAF 
base in the Saturnian system. President Itangre, 
however, has advised him that such a move would 
play directly into the hands of THC's enemies in 
the current political climate. 

The events surrounding the Odyssey Affair have 
failed to produce any real tensions among the 
base crews. More prevalent is a general sense of 
exasperation with governments in general. Why, 
they think, can't everyone just grow up and con- 
centrate on science and the betterment of life? 
The various governments have not tried to exert 
any influence on the Saturn bases yet either; as 
far as they are concerned, the outer planets are 
too far away to be of any political. 

i 

Titan lends itself well to adventures "on the fron- 
tier." When you're living this far away from civi- 
lization, you can't just hop on the next ship to 
avoid problems - you have to deal with them 
as they come. As a result, any character that 
has some Titanian experience in his background 
is likely to be strong willed and very capable of 
taking care of himself. THC employs a wide 
range of people, from the hardy miners that 
perform the actual collecting and refining of the 
raw materials, to the pilots and crew that man 
the shuttles and tugs, to the meek accountants 
taking care of the numbers end of the opera- 
tion. These are all valid professions which the 
players can choose from, and which can gener- 
ate their own sets of adventures. 

Titan cheaply supplies bulk hydrocarbons to the 
rest of the solar system. A good Earth analogy 
would be the various Alaska settlements, or the 
drilling platforms located in the North Sea. Most 
of the adventures taking place there will be of 
the "cabin fever" variety-stuck in a small place 
with people who disagree (perhaps violently) 
with you. These run the gamut from catching a 
saboteur hired by a rival corporation to  surviv- 
ing a terrible accident on the shore of the meth- 
ane sea. Anything new and fresh can become a 
cause for dissent among co-workers. 

i 









b VENUSIAN BANK 

The Venusian Bank is the largest Venusian Corpo- 
ration and controls a staggering portion of the fi- 
nancial infrastructure of the solar system. It is richer 
than any nation has ever been. It virtually controls 
the government of Venus and stands as the true 
power behind the CEGA council. It would seem 
obvious that the Bank plans to  continue expand- 
ing its wealth and power across the entire solar 
system. Few politicians know how to deal with the 
situation. The line between capitalist expansion 
and imperialist encroachment is thin at best. 

The Venusian Bank is by no means a united house. 
Many of its high-ranking personnel are busy try- 
ing t o  undermine one another, thus hampering 
the Bank‘s efficiency. 

V ORGANIZATION 

The executive structure of the Venusian Bank is a 
closely kept secret. The main Board of Directors 
is based in New Tokyo, a sprawling arcology on 
Venus. A large portion of the city is sealed off from 
the rest of the arcology and guarded by Home 
Defense Force commandos. Only the Directors 
and their trusted support staff are allowed to en- 
ter this luxurious zone. The actual number of Di- 
rectors and the definition of their power is un- 
known. At least four thousand individuals live in 
New Tokyo’s restricted zone, but their names, ranks 
and relationships are a mystery. It is most likely, 
however, that a hundred or so of these people 
form the Bank‘s “high command.” To date, no in- 
telligence agency has successfully penetrated the 
Directors’ inner sanctum. 

At the head of the Bank is an enigmatic figure 
known as the Chairman (or Kaicho). The mystery 
surrounding his or her nature is complete. Many 
postulate an “inner circle“ of ten or so individuals 
who use the identity of the Chairman to  further 
shroud their own identity. Careful searches for 
evidence of the Chairman‘s existence have turned 
up nothing. However, no one fails to pay very close 
attention to  missives with the Chairman’s name 
on them. Real or not, the shadowy Chairman’s 
word is law on Venus. 

V CURRENT CONCERNS 

The Venusian Bank is discreetly searching the so- 
lar system for scientists willing to violate the Edict 
prohibiting secret biological research. Several 

have been brought to  Venus already, and are paid 3 ( j  

. princely sums for their studies of the Jovian float- 

. ers. The Directors are growing impatient with the 

. lack of breakthroughs. The recent discovery that 

. the specimens are dying despite every effort to L- 

: improve their viability has raised the stakes fur- 
. ther. 

. The Directors are suspicious about the lack of 

. public outcry directed a t  the Bank in the wake of 

. the Odyssey Affair. The solar nations‘ anger ap- 
’ pears to be directed solely at CEGA. The Direc- 
. tors can only assume that the solar nations are 
. taking covert action. The failure of their intelli- 

: gence services to turn up any agents in recent 
. security crackdowns has only increased the Direc- 

tors’ paranoia. This feeling is clouding the Venu- 
sian society like the tension preceding a storm. 

The Bank is currently scaling back many foreign- 
based projects, now leery of placing too much 
trust or power in the hands of untested pawns. 
They are also beginning to doubt the wisdom of 
provoking armed conflict. Now that the Bank is 
recognized as a major player, Venus has become 
a viable military target for both CEGA and the Jo- 
vian Confederation. 

1 ‘ 
. 

. 
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Venusian Bank directors’ disinterest in Jovian 
floater specimens turned to  wonderment when 
scientists reported the lifesaving properties of 
the remarkable multipolymerase protein. Eco- 
nomic gain and the possibility of near eternal 
life led to  Operation Methuselah. 

Some Venusian Bank researchers protested the 
project, arguing the floater species might well 
be exterminated by such exploitation. They 
doubted the multipolymerase’s ability t o  repair 
DNA damage was enough to overcome pro- 
grammed cell death and the associated aging 
process. These voices were quickly silenced and 
replaced with more agreeable ones. The project 
proceeded with the financing of a state-of-the- 
art secret research station on Jupiter and with 
bribes issued to  Jovian and CEGA government 

SolaPol was able to infiltrate the research sta- 
tion underthe guise of rival investors. The Bank 
improvised a contingency plan and nuked the 
station from afar; but not before moving a dozen 
floaters to  Venus. 

i 



bMERCURIAN I 

I MERCHANT GUILD 

When the first Mercurians established their fledg- 
ling nation, they were concerned with the trade 

: 
. - barrier imposed by their particular planetary lo- . 1 cation. Because of the planet's proximity to the : 

sun, ships could only approach Mercury while hid- . 
1 ing in i ts shadow. This limited the number of win- : 
1 dows to  Mercury and made it something of a chore . 
i for captains to plot solar navigation courses head- : 
1 ing for the planet. As such, other solar nations . 
i rarely chose to visit secluded Mercury. 

The Mercurians' solution was a t  once logical and 
innovative: why try to import trade when it was an 
asset Mercury could export? Up until that point, 
solar nations were mostly self-sufficient and spa- 
tial trade was sparse a t  best. The solar nations were 
rather surprised when, in the 2120s, they were 
jo int ly visited by ships affi l iated wi th  the 
"Mercurian Merchant Guild," and politely invited 
to participate in formal trade with the rest of hu- 
manity using the Guild's members as middlemen 
and couriers. Although some nations (notably the 
Jovian Confederation) were initially suspicious, the 
numerous prospective benefits earned the 
Mercurians the patronage of the entire solar sys- 
tem. 

The Merchant Guild is Mercury's main source of 
income. It  is extremely dependent on the coop- 
eration of the solar nations; without the other 
nation's port facilities and financing, the Guild 
would be rendered powerless. This vulnerability 
is the source of the Mercurians' famed neutrality 
and their efforts to make allies of  everyone. 

V ORGANIZATION 
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1 ner matters of the Guild concealed from outsid- 
ers despite its constant exposure to public com- 
merce and exchange. All members are required 
to learn the Merchant's Tongue, a rapid-fire lan- 
guage that is frequently updated in order to  re- 
tain i ts value as a private code. Members are 
. _ * .  . .  

The twelve official Merchant Princes who make up 
the Guild's board of directors are elected by all 
Guild members through a secret vote, and keep . 
their positions for life. In fact, there are thirty such : 
Princes. Additional Princes command outbound . 
ships and act as  formal delegates and ' 

embassadors. They trade places with their coun- . 
terparts back home every year or so. This ensures . 
that a full decisional council is always available a t  : 
home while secretly keeping the Princes active in . 
the business of the rest of the solar system. 

. 

brteted on the changes whenever they return 
home. 

The Merchant Guild has developed quite a sense 
of superiority over the years; its members con- 
stantly remind everyone within earshot that it was 
the Guild that rebuilt the bonds of diplomacy be- 
tween worlds, a tale the solar system is rapidly 
tiring of. The internal security officials of many 
nations often grumble that the Guild also served 
as a conduit for the Venusian Bank to  extend its 
tentacular reach across the solar system. 

V CURRENT CONCERNS 

The Merchant Princes are distressed by reports of 
the Venusian Bank's deep involvement in the re- 
cent Odyssey Affair. The twelve "home" Princes 
have spent much of the past few months in close 
consultation with the Mercurian Administrator 
Golan Fairbanks, trying to find an equitable bal- 
ance between reinforcing the national security, 
maintaining their posture of neutrality and find- 
ing out the exact Venusian intentions. The Guild 
has assisted Fairbanks in the transport and stor- 
age of a significant force of exo-armors reserved 
for Mercury's defense should war prove unavoid- 
able. In return, the Guild is requesting that Cor- 
vus, the Mercurian Intelligence Agency, be put a t  
its disposal in order to help keep an eye on the 
rest of the solar system. Administrator Fairbanks 
has given limited approval; he is concerned that 
the Guild may turn into a simulacrum of the Venu- 
sian Bank on Mercury. Nevertheless, many outgo- 
ing Guild ships are carrying Corvus agents. 

On the international front, the Guild is strongly 
protesting (to the USN) the boarding and search- 
ing of several of their ships by both CEGA and 
Jovian personnel. However, the protests are 
mostly aimed a t  CEGA, since the Guild is sympa- 
thetic to the Jovians' current state of paranoia. 
The fact  that, unlike those of CEGA, the Jovian 
security forces have been exceedingly polite and 
respectful t o  the Guild crews also contributes to 
the Guild's acceDtance of that Confederation's 

The structure of the Guild is unknown to non-mem- 
bers. Secret handshakes and codenames (usually 
related to money or wealth) help to keep the in- 

: activities. 
. 
' 



power in the USN assemblies. CEGA, in turn, is 
allowed only one vote between Earth, the Moon 
and the Orbitals. 

The USN is administrated by a Chairperson who 
presides over Assembly sessions and commands 
the Solar Police. Required to  give up all citizen- 
ship or ties to any nation in order to symbolize 
neutral arbitration, the USN Chair is one of the 
most powerful person in the solar system, as he 
or she is the tie-breaker when the Assembly is 
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. 
: 
. 
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. 
‘ deadlocked on an issue. 

’ V CURRENT CONCERNS 

Ix_ 

Chairwoman Mogesha Johari has found the past 
few months quite harrowing. Every Assembly ses- 
sion has been wracked by arguments and accusa- 
tions, which she has had to mediate. The increas- 
ing tension between nations has aroused concerns 
that talks may eventually break down, causing the 
USN to be disbanded. Chairwoman Johari has only 
words as her weapons; the USN can bring no force 
to bear on governments that refuse to attend, and 
SolaPol’s work to  expose hidden plots and 
backroom politics seems to  only compound the 
anger crisscrossing the solar system. 

Although her former African republic is part of 
CEGA, Johari bears the latter no special affection 
and is in fact openly dubious concerning CEGA’s 
claims that those responsible for the Odyssey have 
all been apprehended and punished. Although 
she is trying to remain impartial, in keeping with 
her oath, she cannot help but identify with the 
inhabitants of Copernicus and Elysee, who have 
suffered unnecessarily a t  the hands of CEGA. She 
is also secretly suspicious of the Venusians’ involve- 
ment in the matter, a concern shared by SolaPol 
Director-General Janus O’Grady. 
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founded chartered organization whose purpose is 
to promote humanitarian relations between na- 
tions. However, i t s  scope is greater than that of 
the old United Nations. It is more concerned with 
interplanetary rather than domestic politics. Thus, 
the various non-CEGA states on Earth are afforded 
little power in the USN Assembly. The existence 
of only eight voting positions in the USN has greatly 
simplified matters of organization. Sadly, this situ- 
ation also makes it difficult for nations to stay neu- 
tral in disputes since every decision will have some 
effect on every member. Over the years, two ”vot- 
ing groups” have developed, although they are 
not formal associations. The Jovians, Martian Free 
Republic and Mercury tend to vote together, while 
CEGA, Venus and the Martian Federation form an 
opposing group. The Belt and the Independent 
States on Earth are wild cards; their decisions are 
motivated solely by their shared desire to  be left 
alone. In recent months, however, these two mem- 
bers have been siding with the Jovian faction, in- 
creasing CEGA’s frustration. 

The chambers of the USN are located on Pyrea 
Orbital Station. An entire section of the colony 
cylinder is recognized as neutral territory for the 
use of the USN, complete with its own docking 
facilities and housing area. 

V O R G A N I Z A T I O N  

The USN Assembly is made up of delegates sent 
from every participating nation. Earth and Mars 
are the only worlds that send more than one team 
of representatives to the Chambers at Pyrea; Mars 
sends two, and Earth supports a whopping twelve 
recognized governments in addition to CEGA. The 
CEGA group contains representatives from the 

. 
: 

homeworld, the Moon and the orbital colonies. 
For the purposes of international representation, 
the nomads have chosen to send one team to  
speak for all of them, although nomad tribes are 
not bound by their representatives’ promises. 

When decisions in the Assembly must be made, a 
vote among nations is taken. Each recognized 
nation is allowed one vote, with the exception of 
the twelve non-CEGA Terran powers, who must 
share one vote between them. This policy is main- 
tained mostly to appease CEGA, which does not 
want its rivals on Earth to outweigh their voting i 

The founders of the USN realized that unlike 
predecessor, this new international organizatic 
would need more than a World Court and a fc 
peacekeeping troops to maintain order amor 
the solar nations. Since the old UN had obi 
ously failed in its task of encouraging civili 
among humans, the USN would have to tal  
the next logical step and force the solar natioi 
to behave. The Solar Police is the result of t l  

moderate the solar nations. 



b SOLAPOL I 

SolaPol is widely recognized (and resented) as the 
finest intelligence agency in the solar system. Its 
agents are everywhere, working undercover as 
deterrents to any misbehavior. The Solar Police 
act as the eyes, ears and hands of the USN in i ts 
attempt to maintain the peace among solar na- 
tions. 

3 

The agency is tasked with performing the impos- 
sible. Its primary mission is to moderate the settle- 
ments of the solar system, to uncover both plots 
and misunderstandings and take steps to  subdue 
them before they are impossible to  stop. This 
gargantuan task is accomplished on a daily basis 
with little or no external help or support. SolaPol 
has naturally made many enemies along the way. 

If a possible violation of interplanetary law under 
the jurisdiction of SolaPol has occurred, the agency 
will conduct an investigation. The information and 
evidence gathered in the course of that investi- 
gation are then presented to the appropriate offi- 
cial or agency, who will determine whether or not 
prosecution or further action is warranted. De- 
pending on the outcome of the investigation, evi- 
dence is either returned or retained for court; 
some of it may be confiscated by SolaPol. Its 
agents are the main investigators of criminal acts 
that reach across frontiers, be they the work of 
individuals or organizations. Local law enforce- 
ment agencies have little choice but t o  turn to  
the Solar Police when their quarries escape their 
jurisdiction and flee to another settlement. 

The main weapon of the agency is information, 
more so than firepower or politicking. They dis- 
cover and reveal the agendas of hostile parties, 
leaving the definition of the term ‘hostile’ to their 
discretion. This has made everyone who has a 
secret to hide, which amounts to just everyone, 
suspicious of SolaPol. SolaPol law enforcement of- 
ficials train a t  St. Cloud Academy, a small asteroid 
that orbits Pyrea station. 

V PUBLIC FUNCTION 

I 
. 
’ 

. 
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This represents only part of their work. Both the 
USN and SolaPol are known to favor a stable so- 
lar system, and are ready to  take action to main- 
tain the peace. As such, SolaPol investigates ru- 
mors of arms build-ups and war crimes, and gen- 
erally acts in the interests of peace everywhere. 

* 

: VLAW ENFORCEMENT 
. PROCEDURES 

SolaPol agents may make arrests for any offense 
committed within the member states and their 
territories (all the settled planets, plus the Moon 
and the Orbitals) in their presence, or when they 
have reasonable grounds to  believe that the per- 
son to be arrested has committed, or is intending 
to  commit, a violation of interplanetary laws. Ar- 
rests in non-member settlements, such as most of 
the Belt installations, are also possible, though 
agents generally do not have sufficient authority 
t o  proceed. Exceptions are cases where, with the 
consent of the host, the USN has granted SolaPol 
extraterritorial jurisdiction. 

If an individual is being sought by local police for 
committing a crime, a call will be placed to  the 
SolaPol response system and the suspect will be 
placed on an alert list. The fugitive’s name and 
correlated data will automatically be entered into 
a computerized database, which contain record 
collections of fingerprint, retinal, and DNA iden- 
tifications. This data is  always accessible to  
SolaPol agents everywhere. Any agency which 
inquires about this individual will be informed of 
his or her fugitive status. Local police will be no- 
tified immediately of the receipt of any additional 
information concerning the fugitive. As a stan- 
dard procedure, SolaPol will immediately gener- 
ate an arrest warrant against the individual if there 
is reason t o  believe he or she has left the settle- 
ment. Though SolaPol generally has the author- 
ity to make arrests on its own, it is primarily an 
investigative body and i ts  agents often leave the 
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: task to local officers. 

. .  

The public function of the Solar Police is three- 
fold: the agents investigate crimes committed by 
non-residents, pursue criminals across interplan- 
etary jurisdictions and make sure the Edicts are 
respected (see p. 108). In the course of these 
goals, they run across the full gamut of criminal 
acts, ranging from interplanetary smuggling to as- 
sassination. 

. s c ~  

. 
:-I-&:-- I \ - - -& -  --..--&-:-I .,-- ..-- :ii- 

: 
. 
’ 

. 
’ 

. 

. 

There are limits to  what a SolaPol team can and 
cannot get away with, a t  what times and where. 
Its members must obey the local law codes a t  all 
times, and respect the established investigative 
procedures. They must also make sure they have 
the proper authority in an affair, keeping in mind 
that concurrent jurisdictions may exist, whereby 
a crime may concurrently be a local, state and 
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While many agents chafe under these restrictions, 
most understand their purpose. Without them, the 
Solar Police would be little more than the USNS 
hired thugs. Some agents blatantly violate those 
codes, but they have either learned to cover their 
tracks or have quickly been removed. On the other 
hand, agents are prompt to  be unofficially in- 
formed that efficiency matters and that bending 
the law in the face of good results will not lead to  
any problem with superiors; outside of the un- 
avoidable rhetoric pertaining to protocol. 

Being the main enforcer of the Edicts, SolaPol has 
broad discretional powers while investigating i ts  
possible violations. The use of physical force may 
be ordered if it is believed the suspects will op- 
pose significant resistance, or if an urgent inter- 
vention is required. The Edicts Enforcement Bu- 
reau and the Crisis Intervention Team are the two 
SolaPol divisions that  work together to spearhead 
assaults against those who have breached the 
Edicts. Exo-suited forces are available if need be. 
Unless rogue machinery and independent com- 
bat robots are believed to be present on the pre- 
mises, their use is generally avoided. 

V POLITICAL FUNCTION 

The political function of the organization is not 
widely advertised, but it is equally vital. The Solar 
Police is the main source of intelligence and infor- 
mation for the USN council. They keep the politi- 
cians up to date on the plans and agendas of the 
various governments and groups throughout the 
solar system. 

Though many governments see SolaPol as little 
more than a hostile intelligence agency, one of i ts 
pivotal roles is t o  maintain equilibrium between 
the settlements by ensuring that no one group 
gains the upper hand over i ts neighbors. The So- 
lar Police and the USN themselves are kept in 
check by their limited means and resources. The 
result tends toward a balanced system that re- 
mains constant. 

The least well-known function of the Solar Police, 
which remains buried in one of the final paragraphs 
of their charter, is to help keep mankind united in 
the face of possible dangers from without. Though 
no one believes in extra-solar invaders, the found- 
ing members took no chances. 

V SOLAPOL CHARTERS 3, 
The powers conferred to  the Solar Police are de- 

. rived from USN statutes that have been ratified 

. by all major solar system settlements. SolaPol’s 

. charter, which is the broadest of all investigative 

. agencies, authorizes it to investigate all criminal 

: violations that have not been specifically assigned 
. by the Council or General Assembly to  another 

: agency. SolaPol‘s investigative functions fall un- 
. der the categories of applicant matters, civil rights, 
‘ counterterrorism, foreign counterintelligence, or- 
. ganized crime, violent crimes and major offend- i 
. ers and major financial swindles. The Solar Police‘s 1 
1 authority t o  investigate specific criminal violations 
. is reiterated by numerous other statutes, many of I 
: them voted in by member settlements. Although 
. SolaPol is responsible for investigating possible 
. violations of interplanetary law, it does not give 
. an official opinion or decide if an individual will 
. be prosecuted. The prosecutors employed by the 
. Solar Court (see sidebar) or the local authorities 
. are responsible for making this decision and for 

conducting the prosecution of the case. 

I 

Not all settlements have viewed the formation 
of the Solar Police as a beneficial thing. Early 
on, many worked to put together an instrument 
that would give them some measure of control 
over the new police force. The result was the 
Solar Court of Justice, a multinational body that 
oversees the most high profile investigations. 
The Solar Court of Justice is used only to try 
high-profile cases and make final judgments on 
long-running appeals. The Court also looks into 
alleged abuses of power by SolaPol’s agents and 
representatives. Judges called Justices go 
through a mental and psychological screening 
process as stringent as those of most security 
agencies and intelligence services. They set 
down the final word in trials, deciding alone 
what evidence or witnesses are to  be permit- 
ted. While an appointed jury makes the final 
decisions, the judges are permitted to truncate 
presentations and speeches in order to  expe- 
dite the process. The Court is allowed to  throw 
out cases without trying them if they believe 
the evidence to be non-conclusive (a power that 
is sometimes used against the Solar Police if it 

i 



. ’ .SOLAR CROSS I 

All colony cylinders have well-equipped medical 
centers, but these are only administered to care 
for the colony and its local space. The Solar Cross 
is a neutral corps dedicated to providing profes- 
sional medical care to people traveling or.inhab- 
iting the vast reaches of international space. The 
hospital ships of the Solar Cross are considered 
non-aggression zones. No combat activity what- 
soever is permitted in and around these vessels. 
This edict is enforced by all nations and space far- 
ing groups for their mutual benefit; no one wants 
to waste resources providing escort for hospital 
ships. Problems do arise when pirates and crimi- 
nals elude authorities’ pursuit by entering a 
hospital‘s safe zone. 

1 
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In times of war, the Solar Cross is allowed to in- 
spect POW camps and prisons to  ensure humane 
treatment. The organization is also granted im- 
munity in battle zones, provided that its ships are 
readily identifiable. Since the Solar Cross has never 
operated during wartime, no one knows how well 
these rights will be respected. 

. 
’ 

. 

. 
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. 

V ORGANIZATION 

The Solar Cross’ main offices are located in the 
USN complex on Pyrea. Its current Director is Dr. 
Paolo DesSources. The majority of Solar Cross 
personnel are scattered across space, crewing the 
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B V CURRENT CONCERNS 
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The distress beacon from Copernicus on Earth’s 
moon drew the immediate attention of the SC 
Teasdale patrolling nearby. The ship responded 
immediately, burning to the Moon on the quick- 
est available vector. When it arrived, however, the 
beacon had been shut off, and the Teasdale was 
warned off by a CEGA friqate. Refusinq to be in- - - 
timidated, Captain-Surgeon Ivan Oldziey faced 
down the CEGA captain. The bluff worked and 
the Teasdale was allowed to send Mobile Surgery 
Shuttles to  the Moon’s surface. The CEGA crew, 
already unhappy about their orders to  ”suppress” 
the Copernicus rebellion, ”overlooked” the Solar 
Cross’ presence on the Moon. By the time CEGA 
sent more ships, the Solar Cross had already ad- 
vertised its findings across space, making a cover- 
up impossible. As a result, news of CEGA’s ruth- 
less massacre of Copernicus’ population reached 
the entire solar system. Karen Hyrath, the CEGA 
captain who permitted the Teasdale entry into 
Lunar space, was subsequently court-martialed 
and dishonorably discharged. 

This incident has noticeably soured CEGA’s atti- 
tude toward the Solar Cross but endeared the or- 
ganization to  the rest of the solar nations. Although 
accusations of favoritism have arisen, the Solar 
Cross maintains that its purpose is t o  provide 
medical aid to  those in need, regardless of cause. 

organization’s massive hospital s’hips. Most space- 
ports have small SC offices which serve as a re- 

: 
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cruiting centers as well as accounting stations. The 
Solar Cross is funded and equipped by the entire 
human community. Each nation voluntarily con- 
tributes large amounts of money, materiel and 
personnel. The Jovians provide mostly shuttles 
and exo-suits, CEGA offers ship hulls, the Mar- 
tians donate pharmaceuticals, etc. The Solar Cross 
does not lack in equipment, but could always use 
a greater number of qualified personnel aboard 
the hospital ships. 

People who volunteer for Solar Cross service are 
a special lot, willing to ignore political differences 
and cramped conditions to perform their duties. 
While the monetary benefits are minimal, the pres- 
tige and respect is enormous. Lasting out an ex- 
tended tour aboard a hospital ship demonstrates 
excellent teamwork, compassion and efficiency un- 
der stress. Unfortunately, few people are willing 
or able to give their time and energy in this fash- 

- ion, leaving the Solar Cross eternally understaffed. 

Solar Cross ships are advertised by their white 
hue broken only by the organization’s blazon. 
Solar Cross ships are one-of-a-kind refits replete 
with ad-hoc fixtures. They tend to be very larqe ~- 
and interior space is given over almost entirely 
to medical facilities. They also support a large 
complement of daughter-craft and the odd re- 
furbished exo-armor. Small gravity wheels are 
common, which operate when the ship is not 
under acceleration and permit doctors to  per- 
form operations that are not feasible under 
microgravity conditions. Finally, the ships are all 
unarmed; the 100-kilometer neutral zone sur- 
rounding each Solar Cross vessel is enforced 
only by the cooperation of the zone‘s benefi- 

I ciaries. 
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wonder and majesty of Earth; now, it has the en- 
tire solar system with which to occupy itself. Al- 
though much of humanity is now quite homoge- 
neous in terms of culture, dress and behavior, there 
are still pockets of uniqueness left in the solar sys- 
tem. Many IGS photographers wander the Aster- 
oid Belt and the Independent States of Earth, re- 
cording the traits of the various cultures therein. 
Exploration of the vast expanse of the outer solar 
system is also a strong focus of the IGS. Most na- 
tions are too busy paying attention to themselves 
and each other to bother with exploration, leav- 
ing the IGS and occasional university collabora- 
tors to  plumb the secrets beyond the settlements 
of humankind. 

The Society has retained its centuries-old credo: 
“Only what is of a kindly nature is printed about 
any country or people.” In the increasingly bitter 
social and political climate of the solar system, the 
IGS’ strict adherence to  this policy has made it 
welcome in every nation; its publications often 
serve as excellent public relations material. 

V O R G A N I Z A T I O N  

The home offices of the IGS are located on Phoe- 
nix Station a t  Earth‘s L4 point. The organization 
left Earth along with the United Nations a short 
time before the Fall. During the period of isola- 
tion that followed, the IGS was one of the few 
sources of communication between worlds, infor- 
mal as that  interplay was. By the t ime the 
Mercurians had rebuilt the trading ties between 
nations, the IGS had already opened branch of- 
fices all over the solar system. 

The IGS maintains a small fleet of exploration ships 
that chart and investigate the solar system out- 
side of Jupiter‘s orbit. Although the ill-fated Beagle 
/ I  was the best known of them all, over a dozen 
other vessels continuously ply the lonely space 
around the outer planets, their captains and crews 
isolated from civilization for years at a time. 

The IGS has also set up dozens of observatories. 
Of particular note are the telescopes located a t  
crater bottoms on both poles of Earth‘s Moon, 
where permanent darkness results in temperatures 
only about forty degrees above absolute zero. 

I 
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These devices have proven extremely adept a t  
spotting very cold, distant objects, while being 
less difficult to maintain than space-based tele- 
scopes. The IGS telescope, however, must share 
ground with CEGA spy stations, which use the 
same equipment for very different purposes. 

The IGS remains a nonprofit organization. It is 
funded solely through public donations (much of 
which, admittedly, come from corporate interests) 
and the sale of Interplanetary Geographic maga- 
zine, which is distributed system-wide in a variety 
of formats. 

V CURRENT CONCERNS 

Recent events have strained the IGS’ responsibil- 
ity to its credo. The incredible canyon created by 
the fall of the Martian Orbital Elevator has been 
the subject of several photographic documenta- 
ries, many of which cannot help but point out the 
fact that the disaster was, in addition to being 
manmade, a direct result of the angry political cli- 
mate of the solar system. As a result, CEGA is 
becoming increasingly critical of IGS activities. 
Other governments are less concerned about the 
writings of the organization, with the notable ex- 
ception of the Martian Federation, where the last 
four issues of Interplanetary Geographic have 
been placed on the Banned List. 

Although the multinational crews of the IGS bases 
near Saturn are getting along fine, conflicts have 
sprung up among some of the exploration teams 
closer to home. Many of the teams assigned to 
telescopes and signal monitoring stations are 
wracked by paranoia; everyone suspects every- 
one else of being a spy. In the telescope arrays a t  
the poles of Earth’s moon, Jovian crewmembers 
have been locked out of the observatory. The 
same has been done to CEGA and Venusian per- 
sonnel on Europa and Callisto. 

A common rumor among rookie scientists says that 
the walls of the chiefs’office at Phoenix Station map 
the planetary movements in real time. Wheter or noty 
that is true, there are few cartographers in the solar 
system that compares to those of IGS. Even Nomads 
have been informed of geographical details pertain- 
ing to their own Belt while poring over IGS maps. 
These are a wonder of precision and any such map 
costs well above 1000 credits. 

n 
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b ZONET 

One of the most widely watched and influential 
news and information video networks, Zenith Or- 
bital Network (ZONet) is based in Kolis Station, 
an O'Neill cylinder station at the L4 point in the 
Earth-Moon system. ZONet was founded in 2174 
as a local broadcast network servicing the orbital 
settlements at L4 and L5, as well as sending broad- 
casts to the Earth and Moon. In 21 89, ZONet was 
acquired by Hannah Gutierez, a wealthy Orbital 
businesswoman who saw the potential for a com- 
mercial, system wide network. After extensive 
renovations to its facilities on Kolis and substan- 
tial internal restructuring, the refurbished and up- 
graded ZONet went on the air on March 7,2190, 
addressing its first newscast to the citizens of the 
entire solar system. 

Over the last twenty years, ZONet has become 
an important part of interplanetary society. From 
the underground colonies of Mercury to the dis- 
tant stations on Titan, the round-the-clock broad- 
casts from Kolis are watched by billions of people. 
ZONet's ability t o  reach such a broad audience is 
accredited to serious capital investment in a net- 
work of relay satellite stations designed to  boost 
broadcast signals (and help deal with interference 
from solar flares). Time lag between planets 
means that no ZONet broadcast is truly "live" 
when seen from outside the system of origin, but 
the two-hour Lead News broadcast (from 12:OO 
to 14:OO GMT) is still the best place to get inter- 
national news. Other current affairs, entertain- 
ment, scientific and popular culture programs fill 
the schedule. 

V ORGANIZATION 

Zenith Orbital Network is a corporation with shares 
traded on the CEGA stock exchange in Brussels. 
Hannah Gutierez remains the main shareholder, 
but her interests are now represented by a proxy; 
Gutierez is 77 and finally seems to  be retiring. The 
current president and CEO is Wolfgang Pfell, 
former head of ZONet's news and current affairs 
division. Pfell is assisted by a series of executive 
vice-presidents and division heads, each in charge 
of one of the major domains of ZONet interest 
(e.g. news, entertainment, and scientific affairs). 
By far the largest division is news and current af- 
fairs, which not only accounts for fully fifty per- 
cent of resources a t  ZONet broadcast center on 
Kolis, but is in charge of the various field offices. 

ZONet maintains offices (usually staffed by about 
a dozen reporters, producers and technicians) a t  
each of the national capitals, as well as on the 
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The news department also directs the activities of 
special correspondents, one or two-man teams of 
reporters sent t o  remote areas to seek a story. 
Some of these teams have their own vessels, but 
most find passage on commercial liners. The life 
of a special correspondent is an exciting one, al- 
lowing the reporter to go where the action is. 
ZONet correspondents are seen as brave and 
honest, going into the heart of danger (such as 
border disputes on Mars or pirate colonies in the 
Belt) for the sake of the story. 

V CURRENT CONCERNS 

ZONet is mainly occupied with the business of 
providing system-wide news coverage and remain- 
ing the top outlet for such news. As a part of the 
Gutierez Media family, ZONet works in collabora- 
tion with other major media corporations such a 
Phoebus Pictures, IXT Telecommunications and 
Morris Electronic Publishing. Zenith nevertheless 
faces competition from a growing number of rival 
broadcasters, including the inter-settlement ser- 
vice of the Jovian Public Access Network and Iu- 
nar-based OmniNews. 

The degree of competition has forced ZONet to 
make tough decisions and some feel they have 
sacrificed accurate coverage for ratings. Part of 
ZONet's competitive edge is i ts apparent ability 
to get reporters anywhere and a t  anytime to bring 
breaking stories to the world a t  large. This access 
becomes difficult when local powers decide they 
are better served by silence. One way to break 
the silence is t o  accommodate the wishes of local 
authorities and "spin" the truth somewhat. Sev- 
eral members of the Martian Federation, under 
the cover of anonymity, have claimed that ZONet 
reported false evidence of STRIKE involvement in 
tl 
tc 
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precedented access to the government of the 
Jovian Confederation and its representatives. 
Elysee bureau chief Marion Fynn has conducted 
regular interviews with top Jovian officials, in- 
cluding several with President ltangre herself. 
Fynn and ltangre seem to have a friendly and 
open relationship on camera and the weekly 
"Live from Elysee" broadcast has become very 
popular with politically aware viewers. It has also 
been the place ltangre or her ministers have 
often chosen t o  announce their new foreign 
policy initiatives. 

Up until recently, the two women enjoyed a 
cordial professional relationship off camera as 
well. In the last few months, however, Fynn has 
been looking into the details of the Odyssey 
Affair. She believes that her superiors a t  ZONet 
may have suppressed evidence of Jovian in- 
volvement in the destruction of the Martian or- 
bital elevator. She has also been digging into 
the President's past with accused traitor Avram 
Thorsen. ltangre is less than pleased by these 
inquiries and has substantially reduced her con- 
tact with Fynn. 

n 

b STRIKE 

Despite years of investigation by virtually every 
intelligence agency in the solar system, very little 
hard data exists regarding the organization known 
as STRIKE. Often branded as an unusually well- 
equipped terrorist operation, STRIKE's alleged 
activities are, if truly the work of a single entity, 
implicative of an organization with high-level pro- 
duction, political and intelligence resources. 

V STRUCTURE 

The organization is actually made up of dozens of 
unlinked cells that share little more than the 
STRIKE name. While some kind of central com- 
mand is expected to exist, its nature is completely 
unknown to  the individual cells; captured STRIKE 
members are often even unaware of their team- 
mates' real names. 

STRIKE'S stated motive is the elimination of Venu- 
sian control of CEGA; this goal is logically ex- 
tended to include the destruction of CEGA as well. 
Individual cells carry out operations toward this i 

but observation indicates that there is little 
lap between them. This suggests t h a t  
:E's unseen central command coordinates cell 

activities by guesswork and predictions of how any 
two or more cell's combined psychological pro- 
file will react t o  its environment and the events 
around it. 

V MODUS OPERANDI 

Given that hostility toward CEGA is common, 
STRIKE draws recruits and support from every 
Solar nation; even certain Venusian factions have 
cause to support the reduction of the Venusian 
Bank influence in the CEGA Council. Somewhat 
ironically, this agglomeration amounts to  the so- 
lar system's only true multinational military force. 
This partially explains the apparent schizophrenic 
nature of STRIKE's activities, which range from 
child kidnappings to deliveries of medical sup- 
plies. 

Muddying the question is that fact that far more 
actions are attributed to STRIKE than that organi- 
zation can possibly be capable of in a physical, 
much less moral, capacity. One must take into 
account the dozens, if not hundreds, of criminal 
and terrorist groups who perform actions in the 
name of STRIKE without actual affiliation. A true 
STRIKE cell is distinguishable from fakes, but of- 
ten only after extended observation; STRIKE cells 
are characterized by a long-range political agenda, 
high levels of expertise and security, top-of-the- 
line equipment, reliable intelligence and odd in- 
stances of political or military sympathy (for ex- 
ample, several cases of captured members "es- 
caping" from the custody of otherwise competent 
prison administrators). 

In the wake of the Odyssey Affair, many STRIKE 
cells that previously did not communicate with 
each other now show signs of coordinated actions. 
Further observation has proven difficult, however, 
since there has also been an increase in STRIKE's 
ability to root out infiltrators and surveillance de- 
vices. Either various intelligence informers within 
outside organizations have turned to STRIKE as a 
more expedient route to national defense, or a 
single powerful organization has begun to  work 
in concert with it. The skill and persuasiveness of 
STRIKE's intelligence recruitment effort is evi- 
denced by i ts invisibility. It is clear that agents who 
are approached by STRIKE and do not end up 
working as double-agents are all efficiently si- 
lenced. 

I 









gender).! Is he tal l  and muscular or lean and intel- 
lectual? The Defining a Character sidebar offers a 
few questions that will help define the character. 
The more answers provided, the more detailed 
(and alive) the character will be. 

There are surprisingly few types of characters in 
anime - or most genres, in fact. For heroes - 
the players - we need a character story (the ste- 
reotype - see Step Three) and an occupation (the 
archetype -see Step Four). By combining those 
and customizing the result, you get an original 
character that remains true to  the genre. 

. What is  the character’s gender? . What is  the character’s race? 
1 1 
I .  What is the character’s Dhvsical awearance? 1 
I I *  , ,  I 

Does the character have a distinctive physical trait? 

What are the psychological traits o f  the character? 

I .  Does the character have anv aood habits? I . Does the character have any bad habits? 

How old is the character? 

Where is the character from? . 
What was the character‘s family like? 

What relationship did the character 
have with his family? 

Does the character have any current 

. 

. I I  personal relationships? . What is the character‘s occupation? 

What IS the character’s lifestyle like7 

What are the character‘s personal goals? 

Does the character have any secrets? 

Who are the character’s friends and rivals? 

What IS the character‘s name and/or nickname? 

. 
Why does the character do what he does? . . . 

~ 

STEP TWO: 
‘ICK - RACE 

ere is only one race in the Jovian Chronicles 
tting: human. Over the decades, however, the 

basic human body type has changed to meet new 
conditions, such as life on other planets or in small 
space stations. While the environment can be 
changed/controlled through terraforming or en- 
closed living structures, gravity cannot be modi- 
fied and affects the inhabitants’ physiology (see 
CORE Rules, 6.2 Aliens and Modified Humans). 

Attribute ranges are unchanged if the character’s 
place of origin has a gravity that falls between 80 
and 120 percent of Earth’s - the difference is not 
significant. This includes most of the colony cylin- 
ders, whose rotation is calibrated to produce the 
equivalent of one gee (one Earth gravity). If grav- 
ity is weaker than Earth’s (less than 0.8 G), the char- 
acter is considered to  be a Lightworlder. Charac- 
ters from a space station where gravity is less than 
0.05 G are called ZeeGees. 

Lightworlders: Light worlders spend most of their 
lives in weaker gravity fields, which reduces the 
stress put on their physical bodies. As a conse- 
quence, they tend to develop a slight atrophy of 
the muscular and skeletal systems, both controlled 
by medical technology to prevent physiological 
problems. Lightworlders are usually more agile 
than humans living in standard gravity and are also 
taller, with an average height of 1.90 meters for 
men and 1.80 meters for  women. All Light 
Worlders automatically receive the Survival (Space) 
Skill a t  level I/Cpx 1, since they must live in pres- 
surized habitats and thus have some knowledge 
of space safety procedures. 

APP BLD CRE FIT INF KNO PER PSY WIL Type AG I 
Grounder/Colonist - 
Lightworlders -3/+5 - -5/+3 - -5/+3 - 

ZeeGees -3/+5 - -5/+2 - -5/+3 - -3/+5 - 

AGI to  WIL indicate the minimum and maximum values of  the Attribute in Question. If no number is indicated. the normal human 

I Attribute range (-3/+3) apply. 



ZeeGees: Dwellers of zero- or micro-gravity space 
stations and small asteroids, the ZeeGees' physi- 
cal bodies have been affected from growing up 
in an environment with very little or no gravity. 
ZeeGees routinely suffer from atrophy of the mus- 
cular and circulatory systems, but are renowned 
for their heightened sense of balance and quicker 
reflexes, as well as their all-around awareness. 
Average height is 1.95 meters for men and 1.90 
meters for women. For obvious reasons, all 
ZeeGees automatically receive the Zero-G and 

i Survival (Space) Skills, both a t  level I/Cpx 1. 

I 

b STEP THREE: 
PICK STEREOTYPE 

The giant robot anime stories that the Jovian 
Chronicles are inspired from include a number of 
character stereotypes. Most of the heroes fall into 
one of the following categories: Rookie, Veteran, 
Expert, Specialist and Curiosity. Each stereotype 
is a modifier that applies to the character arche- 
types (see Step Four), effectively multiplying the 
genre options available from 8 to 40. 

The stereotype affects the number of points avail- 
able to  build the character, in exchange for some 
limitations or bonuses. Each stereotype also has 
an attached anime powerthat corresponds to the 
genre's expectations. This is an option that can 
be used a t  any time, once per game session. 

One doesn't have to  pick a stereotype - if pre- 
ferred, a custom character can be built using the 
standard character generation rules (see CORE 
Rules, Chapter 2). Such a character starts with five 
additional Emergency Dice. 

I V T H E  ROOKIE I 

The Rookie is innocent and/or with little training, 
though he has lots of personal ties and high ex- 
pectations about the profession.. He has more 
background than actual experience. Though he's 
often caught in a story against his will or by acci- 
dent, the Rookie has potential: he frequently fol- 
lows in the footsteps of the Veteran, usually with 
more success. He's the "Boy Wonder," learning 
much faster than anyone around. 

Game Stats: The Rookie has only 2/3 of the stan- 
dard starting Skill Points available (round up) to 
bui ld the character. Any Experience gain is  
doubled (i.e., when receiving 1 XP, counts as 2 
XPS). 

Anirne Power - Beginner's Luck: Once per game, 
the Rookie can spend an Emergency Die and turn 
a negative modifier into a positive one or vice 
versa, for up to +/-3. 

V T H E  VETERAN 

The Veteran is always experienced, often with 
nothing to learn in his trade. Some wish to retire, 
others to remain active, but they are all highly re- 
spected and quoted. Theveteran usually sees little 
or no proqress in his field of expertise. Any expe- 

I -  - ,  

rience gained goes into someihing else, usually 
character development: training a green, having 
a rocky romance, solving a drug problem, escap- 
ing the past, even dying heroically (to make room 
for the up-and-coming Rookie). 

Game Stats: The Veteran gets 1 / 3  more Skill Points 
(round up) than the standard starting amount avail- 
able to build the character. Any Experience gain 
is halved (i.e., when receiving 2 XPs, counts as 1 
XP). 

Anirne Power - Voice of Experience: The Vet- 
eran can spend an Emergency Die and give some- 
one else a tip that either automatically works (in 
roleplaying situations) or that helps a lot (bonus 
of +3 on one test). The result can be delayed, but 
must take place during the same game session or 
it has no effect. 

V T H E  EXPERT 

Also known as the Tough Guy, the Expert is fairly 
skilled already. He's a decent jack-of-all-trades and 
cares little about professional improvement. He's 
good on his own, but usually very opiniated and 
difficult to live with in groups. He may be nice 
inside, but won't let it pass his gruff exterior. The 



reluctant hero, the mercenary becoming good, 
and the selfish character becoming loyal to 0th- 
ers are all examples of the anime Expert. He of- 
ten finds himself opposing the story‘s “typical” 
hero although he’ll follow and aid him. Adramatic 
version of this is the Tough Guy admitting his love 
in one heroic act which causes his death. 

Game Stats: The Expert has only 2/3 of the stan- 
dard starting Character Points available (round up) 
to build the character. Whenever Complexity 
comes into play for a Skill test, the character’s Cpx 
in that Skill gets a + I  bonus. 

Anime Power -Survival Instinct: The Expert gains 
1 Survival Point a t  the end of every game session 
(these can be stockpiled). Each point can be spent 
to reduce one opponent’s Skill level by 1 (even 
down to 0, or unskilled, level) for the duration of 
the scene/combat. 
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V THE SPECIALIST 

The Specialist category covers many character 
types. In many ways, they are the opposite of the 
Expert: they are very good a t  what they do, thanks 
to their inherent abilities, but their skills are fo- 
cused in a few select fields. They also usually lack 
confidence or suffer from some character flaws that 
constantly interfere with their lives. 

Game Stats: The Specialist gets 113 more Char- 
acter Points (round up) than the standard starting 
amount available to build the character. He must 
take an equal point value of character Flaws (see 
CORE Rules, section 2.4). 

Anime Power - To the Limit: The Specialist can 
spend Emergency Dice to push his equipment to  
the limit. Each die acts as a Power Booster rating 
point (see CORE Rules, Vehicle Perks). 
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V THE CURIOSITY 

Strange, exotic, alien, the Curiosity thinks and acts 
differently. Traditionally female, they are good- 
looking and often candid. Some suffer from am- 
nesia, some are incarnations of greater powers. 
The Curiosity isn’t an impressive character, but she 
has access to  connections or technology that 
makes her a force t o  reckon with. This i s  a 
Gamemaster’s call according to the theme(s) of 
the campaign - it may be constant access to a 
computer network, a vast fortune, or unknown 
powers (perhaps the Curiosity has been secretly 
bio-engineered to  survive in space). 
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Game Stats: The Curiosity has only 2/3 of the stan- 4 
dard starting Character and Skill Points available 
(round up) to  build the character. The Appearance 
Attribute must be +1 or higher. 

Anime Power - Charm: The Curiosity can spend 
an Emergency Die and roll a charm test against a 
person (INF vs. Threshold 5). Success indicates 
fascination or even love, failure indicates preju- 
dice. The result is permanent if MoS/MoF is 

:er than 1. 

Beginner’s Luck: Once per game, the Rookie 
can spend an Action Point and turn a negative 
modifier into a positive one or vice versa, for 

Voice of Experience: The Veteran can spend an 
Action Point and give someone else a tip that 
either automatically works (in roleplaying situa- 
tions) or that helps a lot (bonus of +IO on one 
test). The result can be delayed, but must take 
place during the same game session or it has 
no effect. 

Survival Instinct: The Expert gains 1 Survival 
Point a t  the end of every game session (these 
can be stockpiled). Each point can be spent to  
reduce all of one opponent’s tests by l d 6  for 
the duration of the scene/combat. 

To the Limit: The Specialist can spend Action 
Point to push his vehicle/equipment to the limit. 
Each point spent can do one of the following 
for one round: +2 square of speed, +2 Handling, 
+ l d 6  damage, reduce range increment by 2 
(down to 0). 

Charm: The Curiosity can spend an Action Point 
and make a Charm check against a person. Suc- 
cess indicates fascination or even love, failure 
indicates prejudice. 

up to +/-IO. 
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STEP FOUR: 
2K ARCHETYPE 
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price in Character Points and Skill Points of the 
listed Attributes and Skills. Thus, anyone wanting 
to quickly design a character can use these costs 
to establish an Attribute and Skill base, using the 
remaining points to  improve whatever Attribute 
or Skill deemed important by the player. 

The Action Use and Intrigue Use sections provide 
ideas on the ways in which characters of the ca- 
reer can become involved in different types of 
campaigns. 

The Possible Variations section provides other 
character types closely related to the archetype 
in question. The stats provided can be used as is, 
or a few Skills can be added or removed to better 
conform to  the new role. 

The Possible Subplot section details a possible 
secondary story line of subplot that can be used 
with the archetype. These subplots can run for only 
a few adventures or the length of the campaign, 
giving a sense of continuity to a possibly unre- 
lated series of adventures. 

Like the stereotypes, each archetype has an at- 
tached anime power that correspond t o  the 
genre's expectations. This i s  an option that can 
be used a t  any time, once per game session. They 
are rule-generic, and apply no matter which sys- 
tem is used. 

One doesn't have to  pick an archetype - a cus- 
tom character can be built using the standard, 
basic character generation rules. Such a charac- 
ter starts with five additional Emergency Dice. 



VTHE PILOT 

As the daring, square-jawed officer that’s featured 
in propaganda and recruiting videos, Pilots are 
well known. Though fleets of spaceships remain 
the core of space navies, the exo-armors and 
space fighters have become the expression of 23rd 
century military might. 

Exo-pilots are renowned as glory hounds and mili- 
tary trainers often struggle to rein in their enthusi- 
asm. The JAF are infamous in military circles for 
unofficially sanctioning the cockiness and lack of 
discipline of their pilots. Despite a propension to 
excessive collateral damage, exo-armor pilots re- 
main the darlings of the public. 

Though not as glamorous, those who pilot fighter 
air- and spacecraft are well-respected. In planetary 
combat, air fighters still reign supreme because 
of exo-armors‘ lack of lift. In space combat, how- 
ever, exos are more versatile. Pilots of space fight- 
ers swear by their craft, however, and refuse to 
bow before the exos. 

0 EQUIPMENT AND COSTS 

Typical Equipment: Flight uniform, sidearm, dress 
uniform, survival gear, access to military vehicles. 

Salary: Varies with rank and individual armed 
forces. Usually 30,000 credits a year and above. 

Basic SilCORE Costs: 19 Character Points and 29 
Skill Points. 

OGAME INFO 

Action Uses: Piloting top of the line machines into 
battle, they are the elite warriors of the 23rd cen- 
tury. Even outside their vehicle, pilots are trained 
soldiers who can handle themselves in a fight. 

Intrigue Uses: Participating in a secret military op- 
eration, witnessing the use of a new prototype, or 
raiding a corporate (or diplomatic) vessel can all 
lead straight into a series of intrigue-based ad- 
ventures. 

Variants: The most glamorous of pilots are test 
pilots. These intrepid souls risk their lives to push 
the envelope one step further. Rookie pilots fresh 
from training often seek out dangerous missions 
for the thrill of it all. Grizzled veterans form a 
counter-point to the youngsters: these old-timers 
bring an air of somber experience to a campaign. 

Subplot: Rivalry with an enemy pilot is always a 
possibility, especially in a cold war situation (such 
as along the Martian border). i 

4 

Military Pilot (Fast Hero 2). CR 2; Medium-sized human; HD 2d8+1; 
hp 14; Mas 12; lnit +4; Spd 30 ft.; Defense 16, touch 16, flat-footed 
14 (+2 Dex, +4 Class); BAB +l; Grap +3; Atk +3 melee (ld3+2, 
fistslas weapon type); Atk +3 ranged (as weapon type); SO none; 
AL any; SV Fort +1, Ref +4, Will +l; AP 6; Rep +O; Wealth 2d4+2*; 
Str 14. Dex 15. Con 12. I n t l l .  Wis 12.Cha 11 
Stills: Computer Use +2, Craft (electronic) +2. Craft (mechanical) 

Feats: Aircraft Operation (spacecraft), Exotic Firearms Proficiency 
(space vehicle weapons). Personal Firearms Proficiency, Simple 

‘Includes feat, occupation and talent bonuses 

When piloting an exo-armor or space fighter, the character is 
extremely aware of his environment. Once per game session, 
the Pilot can either negate one surprise attack (he caught a 
reflexion off their wings seconds before the enemy craft 
opened fire), automatically reverse a tail (with a daring ma- 
neuver or simply by hitting the airbrakes) or shake off pursuit. 



VTHE SOLDIER 

Skirmishes constantly crop up along the border 
of warring nations, corporate arcologies are closed 
against the poor and opportunistic, and fanatical 
terrorists seem ready to take innocent lives a t  ev- 
ery turn. In a world such as this, soldiers, police 
officers and private security guards are an all-to- 
common sight. 

Soldiers can range from elite officers of the CEGA 
Naval Forces to the common grunts of the Mar- 
tian Federal Army. Because of the massive dis- 
tances involved in interplanetary (or even planet- 
wide) operations, in most armies, command deci- 
sions often leave room for soldiers' own initiative 
and independence. 

Civilian security officers operate much as they have 
for hundreds of years, often based in squads as- 
signed to  specific regions or crimes. Smaller sta- 
tions tend t o  have marshals or sheriffs who over- 
see all law enforcement. 

I 
Attributes: AGI O,APPO, BUI+l,CREO. FIT+l,INFO, KNOO. PER 

Hand-to-Hand Wl),  Interrogation (ill), Investigation (l/ l), Melee 
(l/ l), Notice Wl) ,  Small Arms (2/1), Streetwise ( l / l ) ,  Technical 
Sciences IElectronics) W1) 

0 EQUIPMENT AND COSTS 

Typical Equipment: Sidearm, uniform, patrol ve- 
hicle, personal comm gear, flashlight, restraints 
(security officer); Fatigues, rifle, hand grenades, 
personal medical kit. (soldier) 

Other possible skills include Disguise, Medicine, Navigation (Spe- 
cific), Pilot (Exo), Social Sciences (Law). Survival (Specific). Zero-G. Salary: Varies from 17,000 to 40,000 credits a year. 

Basic SilCORE Costs: 19 Character Points, 29 Skill 
Points. I 

OGAME INFO 
Soldier (Tough Hero 2). CR 2; Medium-sized human; HD 2d10+2; 
hp 19; Mas 14; lnit +l; Spd 30ft.; Defense 13, touch 13, flat-footed 
12 (+1 Dex. +2 Class); BAB +l; Grap +3; Atk +3 melee (ld4*+2, 
fistslas weapon type); Atk +2 ranged (as weapon type); SQ none; 
AL any; SV Fort +4, Ref +l. Will +l; AP 6; Rep +O; Wealth 2d4+2; 
Str 14, Dex 13, Con 14, Int 11. Wis 12, Cha 11 
Skills: Climb +3, Knowledge (streetwise) +3, Knowledge (tactics) 
+3. Intimidate +1, Gather Information +1, Navigate +2, Spot +3, 
Feats: Combat Martial Arts, Light Armor Proficiency, Personal Fire- 
arms Proficiency, Simple Weapons Proficiency 
Talents: Second Wind 
*Includes feat bonus; damage may be lethal or non-lethal 
(character's choice1 

Action Uses: Whether special forces or corporate 
security, they have the skills and resources to fight 
in whatever battles come. Soldiers or officers 
trained in secondary skills such as investigation or 
scouting can be even more interesting because 
they permit a mix of action and subtlety. 

Intrigue Uses: Police officers can stumble into 
unusual situations. Special forces soldiers often 
participate in covert operations and may find 
themselves cut off in an operation gone wrong. 

Variants: Corporate security officers are trained 
only to defend the interests of their employer. This 
dynamic is purest in the case of bodyguards, who The character has been through rough times before and can 

shrug off massive damage either through sheer resilience or 
by a combination of luck and experience. Once pergame ses- 
sion, the Soldier can completely negate the effects of one 
single attack, no matter the source. (If a gun is pointed a t  his 
head, it jams; if fired a t  by a bazooka, he barely manages to 
jump ahead of the explosion.) 
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V THE TECHNICIAN 

Sealed environments would not last long without 
the massive engineering and repair crews that  
keep them functional. Huge spacecraft and sleek 
exo-armors are worth nothing to the military if they 
are constantly awaiting repairs. 

Technical and engineering careers are among the 
most popular in the orbital stations, the Nomad 
asteroids and the Jovian Confederation, where 
there is an acute appreciation of skilled technical 
knowledge. Technicians tend to be dynamic and 
friendly, always ready to try something new or lend 
a helping hand. 

The combination of social prestige and friendly 
reputation makes the stereotypical technician, 
even military techs, into a fatherly figure. Re- 
spected by the community around him, he offers 
wisdom and "paternal" commentary as he goes 
through life. 

0 EmUIPMENT AND COSTS 

Typical Equipment: Extensive tool kit, portable 
computer with design specs, work suit, pressure 
suit. 

Salary: Varies from 20,000 to  100,000 credits a 
year. 

Basic SilCORE Costs: 19 Character Points and 30 
Skill Points 

OGAME INFO 

Action Uses: Nothing is quite so painful as a criti- 
cal equipment failure when the only chances of 
repair are 10,000 kilometers away. Technicians can 
also modify equipment and tinker together more 
than one solution to most problems. 

Intrigue Uses: Technology is  one of the main 
weapons of espionage and intrigue. The techni- 
cal resources of the major powers are immense, 
and those who wish to play in the shadow world 
had best be prepared to  fight fire with fire. 

Variants: Computer techs can access the world of 
computer hacking and information alteration, t o  
become virtual spies. Weapons technicians live 
and breathe in the world of combat, guiding their 
pet arms to their targets. Engineers and technical 
designers create new configurations and items. 

Subplot: The major constraint on a technician's 
success is his access to resources rather than his 
skill level. The struggle to obtain needed resources 
can make for an interesting recurring subplot. i 
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Attributes AGI -1. APP 0. BUI -1, CRE +1, FIT 0, INF 0, KNO +2, 
PER 0, PSY 0. WIL 0 

Secondary Attributes: STR 0, HEA 0. STA 20, UD 2, AD 2 

Typical Skills: Defense (l/l), Medicine (2/1), Natural Sciences (Earth) 
(Ul),  Natural Sciences (Life) (2/2). Natural Sciences (Physical) (2/2), 
Notice (l/l). Teachino (l/l). Technical Sciences (Cornouter) (1/1) . , . .  . I. . . .. 

Other possible skills include Combat Sense, Drive, Language (Latin), 
Pilot (Space), Social Science (History), Technical Sciences (Electron- 
ics or Mechanics), Tinker, Zero-G. 

ScientisUMedic (Smart Hero 1lDedicated Hero 1). CR 2; Medium- 
sized human; HD 2d6; hp 9;  Mas 10; lnit +O; Spd 30 ft.; Defense 
11, touch 11, flat-footed 11 (+0 Dex, +1 Class); BAB +O; Grap +O; 
Atk +O melee (ld3, fistdas weapon type); Atk +O ranged (as weapon 
type); SQ none; AL any; SV Fort +1, Ref +0, Will +3; AP 6; Wealth 
2d4+4; Rep +2; Str 10, Dex 10, Con 10, Int 16, Wis 12, Cha 11 
Skills: Computer Use +5. Decipher Script +5*. Investigate +4. 
Knowledge (earth and life sciences) +E* ,  Knowledge (physical sci- 
ences) +7*, Knowledge (technology) +6*. Profession +3, Research 
+7'. Search +7*. Soot +l. Treat lniurv +6* 
Feats: Educated (earth and life sciences. physical sciences), Medi- 
cal Expert, Simple Weapons Proficiency, Studious 
Talents: Savant (Search) 
*Includes feat. occuoation and talent bonuses 

n 

The character has a knack for coming up with new ideas. At 
the end of each session, the ScientisUMedic gets a Research 
Point (RP). He can spend them a t  any time to either make an 
important discovery (2 to  4 RPs) or a significant improvement 
on a vehicle or piece of equipment (3 RPs per 10% increase in 
point value). with the Gamemaster's approval. 

V THE SCIENTIST/MEDIC 

Without the special radiation shields, power plants 
and recycling systems scientists have developed, 
very few humans could survive away from Mother 
Earth. The distances involved in interplanetary 
travel ensure that a medical hospital is almost cer- 
tainly very far away. As such, vessels carry a t  least 
some medical personnel aboard. 

The militarization of  science and medicine is a 
major preoccupation for most of the scientific com- 
munity. A growing number of scientists and med- 
ics feel disgruntled by this appropriation of their 
work and talk of a peace movement is growing. 

0 EQUIPMENT AND COSTS 

Typical Equipment: Pressure suit, tool kit suitable 
to knowledge field, laboratory, high-powered per- 
sonal workstation. 

Salary: Depends on the employer. Ranges from 
35,00O/year for an undergrad/paramedic, to over 
250,00O/year for fully trained specialists. 

Basic SilCORE Costs: 19 Character Points and 28 
Skill Points. 

OGAME INFO 

Action Uses: Medics are often at the forefront of 
military action, to patch up pilots and soldiers and 
send them back to  the firezone. Other scientists 
tend to watch from a safe distance, but are quick 
on their feet and may well improvise solutions 
more effective than any firearm. 

Intrigue Uses: Cutting edge research is among the 
most valuable resources in which power-brokers 
deal. As such, scientists become a prime target 
for intrigue and covert recruitment. The line be- 
tween medical research and bio-weaponry devel- 
opment can be very thin, and doctors and medics 
can also find themselves crossing into a shadowy 
world without any warning whatsoever. 

Variants: Astrophysics, robotics, artificial intelli- 
gence and genetics are all developing fields, at- 
tracting young hot shots to  challenge the posi- 
tions of veteran thinkers. Dedicated members of 
the Solar Cross who travel in emergency hospital 
ships travel from hot spot to hot spot, treating 
the wounded and becoming involved in many criti- 
cal events in the solar system. 

Subplot: Rivalries I 
are common desp 
operation. 

. .  



V THE REPORTER 

The people's right to know and the networks' right 
to profits regularly sends legions of reporters 
across the solar system in search of  the next big 
story. The major news services maintain offices in 
most planetary systems, employing staffs that 
range from a few independent freelancers to full 
professional teams. 

Field correspondents are typically resourceful and 
independent, capable researchers, investigators, 
video technicians and authors as well as presenters. 

V EGlUIPMENT AND COSTS 

Typical Equipment: Rugged all purpose clothing, 
portable audiohide0 equipment, personal com- 
puter. 

Salary: Beginning field correspondents are usu- 
ally paid 22,00O/year and increases come with 
experience and prestige. 

Basic SilCORE Costs: 19 Character Points and 28 
Skill Points. 

VGAME INFO 

Action Uses: Reporting from battle scenes is per- 
haps the quickest route to fame and fortune in 
the world of the news media. Experienced report- 
ers learn to think on their feet and keep calm in 
the line of fire, so they can be a real.asset in ac- 
tion adventures. 

Intrigue Uses: If combat reporting is the quick road 
to fame, the most respected is investigative jour- 
nalism. These journalists can be surprisingly re- 
sourceful, using a whole network of hidden con- 
tacts to  circumvent national security agencies and 
"follow the money" to the highest levels of politi- 
cal and corporate intrigue. 

Variants: Scandal sheets and tabloids proliferate 
on the vid stands of many planets and those who 
seek out the secrets of the rich and famous make 
a handsome living. Top reporting teams still use 
camera technicians, and these hidden faces in the 
news-gathering process can also be interesting to  
role pl a y. 

Subplot: Most reporters have a pet story they 
pursue over long years of research. Often this has 
more to do with their own personal feelings than 
the "need to  know." Such a story - perhaps a 
probe into the background of a politician - can 
form a recurring subplot over an entire campaign. 

i 

I 

i 

Attributes:AGIO,APPO, BUIO,CRE+l,FITO,INF+l,KNOO,PER 
+1,PSYO.WILO . .  

Secondary Attributes: STR 0. HEA 0, STA 25, UD 3, AD 3 

Typical Skills Combat Sense (l/l), Etiquette (Bureaucracy) (l/ l), 

chnical Sciences 

Reporter (Charismatic Hero 2). CR 2; Medium-sized human; HD 
2d6; hp 9; Mas 11; Init +l; Spd 30 ft.; Defense 12, touch 12, flat- 
footed 11 (+1 Dex, +1 Class); BAB + l ;  Grap +l; Atk +1 melee 
(ld3. fists/as weapon type); Atk +2 ranged (as weapon type); SQ 
none; AL any; SV Fort +2, Ref +3, Will +3*; AP 6; Wealth 2d4+2; 
Rep +2; Str 11, Dex 12, Con 11, Int 13, Wis 13, Cha 13 
Skills: Bluff +5*, Computer Use +3, Diplomacy +7*. Gather Infor- 
mation +7*, Intimidate, Knowledge (current events) +5, Knowledge 
(streetwise) +5, Research +3, Search +2, Spot +2 

Feats: Educated (streetwise, current events), Iron Will, Simple Weap- 
ons Proficiency, Trustworthy 
Talents: Fast Talk 
'Includes feat, occupation and talent bonuses 

The character is able to look unobtrusive, no matter where he 
is or who he's talking to. Once per game session, the Reporter 
can blend into any crowd and fade quickly from peoples' memo- 
ries, no matter what (such as if the character is openly bleed- 
ing, naked, running or shouting, etc.). The character can even 
talk briefly with people (ask directions, get basic information) 
without drawing suspicion. This ability comes in handy when 
entering restricted areas or talking to people anonymously. 

i 



4ttributes AGIO,APPO.BUIO.CREO,FITO.INF+l, KNO+l.PER 
tl,PSYO.WILO 

I I C----d arv Attributes STR 0 HEA 0 STA 25 UD 3 AD 3 
I Skills: Business (2/2), Etiquette (Bureaucracy) (2/1), Leadership 

possible skills include Language, Interrogation. Investiga- 

11 (Charismatic Hero 2) .  CR 2; Medium-sized human; HD 2d6; 
Mas 11; lnit +l; Spd 30 ft.; Defense 12. touch 12, flat-footed 
I Dex, + I  Class); BAB +l; Grap + I ;  Atk + I  melee (ld3, fists/ 
apon type); Atk +2 ranged (as weapon type); S Q  none; AL 
V Fort 1-2. Ref +3, Will +3*; AP 6; Rep +2, Wealth 2d4+4; Str 
~x12.Con11.Int13.Wis12.Cha13 

Computer Use +3. Diplomacy +5, Intimidate +7*. Knowl- 
(business) +7*, Knowledge (civics) +8*. Profession +2, Sense 
e +3, Spot +2 

Confident, Educated (business. civics), Iron Will, Simple 
on Proficiencv 

~ - .s Coordinate 
*Includes feat and occupation bonuses 

The character is adapt a t  drawing attention to or away from 
himself, by  using ordinary objects (for example, discretely toss- 

ing an hors d'oeuvre into a wine glass t o  make a quick visual 
distraction) or sheer force of  personality Once per game ses- 
sion, the Official can automatically distract people away from 
his action, or call complete attention to himself 

I 

I 

V THE OFFICIAL 

Diplomats and business representatives are on the 
cutting edge of reorganizing the power structure 
of the solar system. Each decision contributes to 
the drive for a new order or the fall toward inter- 
planetary chaos. Some executives seek only new 
business opportunities for their corporate bosses. 
Others realize how high the stakes have become 
and are dedicated to  protect their interests in the 
face of the changes to come. 

Though business executives and political officials 
often find themselves a t  odds and emphasize the 
differences between their positions, others see 
them as almost interchangeable. These elite 
power-brokers often look down on settlers and 
Nomads as barbarians and ne'er-do-wells. 

0 EQUIPMENT AND COSTS 

Typical Equipment: Expensive clothes, personal 
computer, anti-espionage devices. 

Salary: Typically 60,00O/year and above (govern- 
ment officials), and 120,000/above (executives). 

Basic SilCORE Costs: 19 Character Points and 29 
Skill Points. 

VGAME INFO 

Action Uses: Government officials and business 
executives are often targets for piracy, covert op- 
erations or shows of force. As a result, they often 
learn to fight or surround themselves with body- 
guards or skilled pilots. The objectives of their 
corporation or government place them in danger- 
ous situations with frightening regularity. 

Intrigue Uses: Executives and officials deal in se- 
crets and understandings as their stock and trade. 
All the major powers of the solar system have their 
fair share of dirty secrets, and uncovering these 
can easily form the core of a campaign. 

Variants: Officials exiled from the halls of power 
may escape with very valuable information and 
insight about the agendas and practices of their 
former employers. Another option is to play a mole 
or spy, an official who actually reports to a foreign 
or competing power. The shadow world of espio- 
nage is an excellent campaign backdrop. 

Subplot: The struggle to  strike a difficult deal or 
arrange for an unlikely treaty can form a recurring 
subplot. This can lead to efforts to make unlikely 
contact with those who may sway the other nego- 
tiating party. 



YTHE SPACER I 
The most rugged people in the solar system, No- 
mads live in converted asteroids that provide a 
difficult but good life. Each Nomad works day and 
night to keep the tribe functioning. 

. 

. 

Citizens of  more sophisticated locales are usually 
less then tolerant with Nomad informality and rau- 
cous behavior, projecting superiority and even 
contempt in all their encounters. Nomads repay 
these attitudes by making a game of insulting and 
making fools of their "sophisticated" employers. 

. 

. 

: 
. 

: 
. 

Corporations, governments, and militaries al l  
sponsor expeditions which often last years on end. 
These explorers tend to  be a hardy and indepen- 
dent lot. They see settlers as somehow sedentary 
and even cowardly, unable to  take the leap and 
continue pushing human habitation outward. 

. 

. 

. 

. 

: 

0 EQUIPMENT AND COSTS 

Typical Equipment: Repair tools, pressure suit, fire- 
arm, tools, astronomical navigation computer, 
survival gear. 

. 

: 
Salary: Varies with occupation. Most Nomad clans 
use a barter economy. Technical contracts pay 
20,000 -45,000 creditdyear. 

. 

: 
Basic Costs: 19 Character Points and 30 Skill Points 

OGAME INFO 

Action Uses: Nomads are tough as nails and will- 
ing to let their fists do the talking if necessary. 
They take the safety of their community very seri- 
ously and will readily lay down their lives for the 
clan. Exploration teams are often backed by mili- 
tary might, and can even serve as scouts for mili- 
tary forces, piloting into contended territory. 

Intrigue Uses: The discovery of a new cache of 
valuable resources or a concealed military instal- 
lation are sure to  result in a web of intrigue. The 
major corporations and governments which hire 
Nomads and explorers to do dirty work have more 
then enough lies and cover-ups to go around. 

Variants: Clan chiefs have the lives of their com- 
munity in their hands, guiding their small world 
toward either prosperity or doom. Military scouts 
are the most common variant on the explorer ca- 
reer. 

Subplot: Nomads and explorers may be trying to 
deal with the consequences of contracts under- 
taken for unscrupulous employers. 

. 
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Attributes:AGIO,APPO,BUIO,CRE+1,FIT+1,INFO,KNOO,PE 
0. PSY 0. WIL +1 
Secondary Attributes STR 0, HEA +1, STA 30, UD 5, AD 3 
Typical Skills Combat Sense (l/ l), Defense (l/ l), Hand-to-Han 
(2/1), Natural Sciences (Earth) (ill), Navigation (Space) Wl) ,  Ne- 
gotiation (111). Notice (111). Pdot (Exo) (111). Pilot (Space) (211), 
Small Arms (l/ l), Survival (Space) (In), Technical Sciences (Com- 
munications) (l/ l), Technical Sciences (Electronics) (2/1), Technical 
Sciences (Mechanics) (M) ,  Zero-G (2/1) 
Other possible skills include Business. Demolitions and Traps, Gun- 
nery (any), Medicine, Natural Sciences (Life). Streetwise. Technical 
Sciences (Computer) 

I 
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Spacer (Dedicated Hero l/Tough Hero 1). CR 2, Medium-sized hu- 
man, HD ld6+1 plus ld10+1, hp 13; Mas 13, Init +1, Spd 30 ft, 
Defense 13, touch 13, flat-footed 12 (+1 Dex, +2 Class), BAB to, 
Grap+l,Atk+2 melee(ld6+1,fists/asweapontype),Atk+l ranged 
(as weapon type), SQ none, AL any, SV Fort +3, Ref +1, Will +3. AP 6, 
Rep+1,Wealth2d4+1,Str12,Dex12,Con 13.Int14.Wis14,Cha 11 
Skills Craft (electronics) +3*, Craft (mechanics) +4*, Craft (structural) 
+2, Diplomacy +1, Knowledge (earth and life sciences) +2, Navigate 
+I, Pilot Exo+4*. Pilot Spacecraft +5*. Spot +3, Survival +3 
Feats Brawl. Builder (electronics, mechanics). Personal Firearms 
Proficiency, Simple Weapons Proficiency, Vehicle Expert 
Talents Empathy - bonus is not included in skill ranks 
"Includes feat bonuses 

I 

The character's inner ear isn't bound t o  gravity as gee-born 
people. Also, the he's a lot more adept a t  thinking three-di- 
mensionally and operating in conditions of limited visibility. 
Once per game session, the Spacer can completely ignore 
low-light or darkness penalties for the duration of one scene/ 
combat. In addition, he always know exactly where he is lo- 
cated within a building or structure. 



1 Attributes: AGI 0. APP + l ,  BUI 0. CRE + l .  FIT 0. INF + l ,  KNO 0. 1 
PER 0, PSY 0, WIL 0 

Secondary Attributes: STR 0, HEA 0, STA 25, UD 3, AD 3 

Typical Skills: Business (2/1), Disguise (l/l), Etiquette (Bureaucracy) 
Forgery (Official Documents) (l/l), Language (2/1), Negotia- 

tion (2/1). Notice (l/l), Social Sciences (Law) (l/l), Streetwise (2/ 

Supplier (Charismatic Hero 2). CR 2, Medium-sized human, HD 2d6, 
hp 9, Mas 11, Init +O, Spd 30 ft , Defense 1 1 ,  touch 11, flat-footed 
1 1  (+0 Dex, +1 Class), BAB +1, Grap +1, Atk + 1  melee (ld3, fists/ 
as weapon type). Atk +1 ranged (as weapon type), S Q  none, AL 
any, SV Fort +2, Ref +2. Will +1, AP 6, Rep +3, Wealth 2d4+8*. Str 
1 1 ,  Dex 1 1 ,  Con 1 1 ,  Int 13, Wis 12, Cha 14 
Skills Bluff +2*Computer Use +1, Diplomacy +lo*, Forgery +1, 
Gamble +2*, Gather Information +2*, Knowledge (business) +8*, 
Knowledge (CIVICS) +3, Knowledge (streetwise) +7*. Profession +6'. 
Sense Motive +3. Speak Language, Spot +1 

Feats Educated (business, streetwise), Simple Weapons Proficiency, 
Trustworthy, Windfall 
Talents Fast-Talk 

I 

I 'Includes feat, occupation and talent bonuses 

The character is capable of locating and acquiring unusual 
items, no matter where they are, either through good busi- 
ness sense or by calling in favors. Once per game session, the 
Supplier can get any desired item of a non-military nature. 

V THE SUPPLIER 

The supply lines of settlements are navigated by 
the fleet of merchant vessels which ferry people 
and resources. Many of these vessels bear the seal 
of the Mercurian Merchant Guild. 

The Guild imposes secret strictures on i ts mem- 
bers, but the merchants who fly its flag remain a 
varied lot. The merchant captain's creed requires 
independence and resourcefulness, seeking out 
the best routes and markets for their supplies. 
Those who flout the Guild's ways can expect t o  
be blackballed by many legitimate space ports and 
often become smugglers of contraband. 

Merchants usually begin their careers deep in 
debt, borrowing huge sums to acquire a used 
cargo vessel. The Guild helps fund these invest- 
ments, and requires a percentage be paid back 
from revenues. Those who fail to repay their debts 
will usually have their membership revoked and 
their vessels confiscated. 

0 EQUIPMENT AND COSTS 

Typical Equipment: Expensive clothing, jewelry, 
Guild membership, small sidearm, full or part- 
ownership in a civilian vessel. 

Salary: Millions per year for the top traders. Suc- 
cessful ones make between 150,000 and 600,000 
credits a year, while many just scrape by. 
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.STEP FIVE: 
ATTRIBUTES 

Basic abilities, knowledge and weaknesses are de- 
fined by Attributes. These represent the charac- 
teristics you were born with, or acquired in your 
formative years. These range from physical At- 
tributes, such as Agility and Fitness, to mental 
proficiencies such as Willpower and Knowledge. 
Attributes are ratings that are used to modify a 
dice roll (a value of zero represents an average 
person). A detailed description of all Attributes is 
found in the CORE rules (section 2.1.1). 

You will now purchase Attributes to rate your abili- 
ties. You have 50 Character Points (CPs) available: 
the cost in CPs of a given Attribute rating is listed 
in the Attribute Costs table. (Some Sterotype may 
affect the amount of CPs available.) Purchasing 
very low stats “gives back” some CPs. A rating 
must be purchased in all ten Attributes. If any CPs 
are left over, each point becomes one Emergency 
Die (see CORE rules, Emergency Dice, section 2.5) 
or a Skill Point (see next section), at your choice. 

Though basic Humans cannot have Attributes 
above +3 or below -3, the cost table can be ex- 
tended further. The point cost is equal t o  the At- 
tribute plus one, squared (thus, +4 would cost 5 x 
5, or 25 points). For negative Attribute, the cost is 
the rebate in points (thus, -4 would cost -3 x -3, 
giving back nine points). 

Name (Abbreviation) Description 

Fitness (FIT) Physical conditioning and endurance 

i 

Attribute Rating Character Point Cost 
+2 1 A  

pix 
+2 
+1 4 
0 1 

-1 0 

-2 +1* 

These values are added to available CPs instead of being sub- 

-3 

trarted 

.STEP SIX: SKILLS 

While a character’s Attributes define his poten- 
tial, his Skills define his actual abilities. Skills are 
used in action tests, where a number of six-sided 
dice equal to the Skill level is rolled and the high- 
est number picked. Modifiers are then added to 
the result, including situation and Attribute modi- 
fiers. The latter will vary according to the task a t  
hand (see CORE rules section 2.2). 

The three columns of the Skill List are Name, Level 
and Complexity. Skill Level (Lvl) and Complexity 
(Cpx) are the same terms that were described in 
Silhouette Basics, section 1.2 of the CORE rules. 
Skills are used to determine the number of d6 
rolled when attempting an action. 

Skill Levels: You should now choose Skills for your 
characters. Starting characters have 70 points to 
spend on Skills; the Skill Costs tables list the Skill 
point costs for both Level and Complexity. (Some 
Sterotype may affect the amount of SPs available.) 
Starting Skill Levels and Cpx are generally low, 
but can be improved through experience. 

Skill Level cost 
1 1 

2 4 

1 7  49 I 
8 64 
9 81 

10 100 

I Specialization (each) 5 



Skill Complexity: All Skills begin with a free C 
plexity of 1. Additional levels can be purchz 
a t  a cost in Skill Points (see Skill Complexity C 
table). A high Complexity allows the charactt 
use higher technology or more versatile tools 
his Skill, and also provide him with additic 
breadth of knowledge that will make comple 
a task easier. Complexity is noted as a sec 
number after a slash, such as "2/4" for a Skill I 
of 2 with a Complexity of 4. 

Unless specifically noted in their description 
Attributes and Skill tests, equipment and wt 

1 

1 
i ons are Complexity 1. 

1 Skill Comdexitv cost I 
1 Free 

2 4 

3 9 , 
4 16 

25 I l 5  

Skill Specialization: A character may obtain a 
Specialization at a cost of 5 Skill Points. A 5 
cialization gives the character a + I  modifier t c  
Skill test totals under certain conditions. For 

Name (Abbreviation) Description 

Strength (STR) Raw physical strength 

Health (HEA) Physical well-being an 

Stamina (STA) Physical endurance an 

Unarmed Damaoe (UDI Hand-to-hand Damaos 

Armed Damage (AD) Melee Damage MultiF 

n 



1 r CI I LI- Liun I .  

ADDITIONAL DETAILS 

lnjury List and System Shock: These are a mea- 
sure of how much physical punishment a charac- 
ter can receive before being wounded. The num- 
bers indicated are compared with the total dam- 
age received to determine the extent of injury in 
combat. See lnjury Levels and System Shock in 
section 3.5 of the CORE rules, Injuries. 

Weapon List: This is a list of the weapons carried 
by the character (if any). The list includes columns 
for weapon type, damage, ranges (short, medium, 
long, and extreme), and other notes. Note: per- 
sonal weapon damage is on the Personal Scale, 
not the Vehicle Scale (see Mechanical Action, sec- 
tion 4.1 of the CORE rules. 
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4 Equipment List: Below the Weapon List is the 
Equipment List. Prized belongings and items that 
are carried by the character should be listed here 
(see Chapter 6 for sample items). The Armor points 
of personal armor should be noted in brackets 
after the item name, for example Armor Vest (+20). 
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Description and Personal History: The character 
sheet provides some space to note details of the 
characters physical appearance and background. 
It is often best, however, to take a separate blank 
sheet to provide a fully detailed history and visual 
portrait of the character. Once the character's look 
and feel are decided upon, a name should be 
chosen. If time and talent permit, a drawing of 

I 

I 

the character is always a nice addition. I 
1 
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b EVERYDAY 
TECHNOLOGY 

Scientific progress was somewhat slowed in i ts 
relentless advance by the tumultuous course of 
human history between the end of the twentieth 
century and the present day. The hard times on 
Earth and the much more urgent problem of sur- 
vival in the colonies restricted research to  areas 
with immediate practical applications, such as 
warfare and recycling. Thus, while leaps were 
made in emergency medicine, weapons, and 
spaceship design, little or nothing else received 
much attention. 

V SPACE HABITATS 

It is impossible to  adequately convey with words 
and small pictures the unbelievably crowded na- 
ture of life in the 23rd Century. Despite its size, 
Joshua's Station (a major Jovian spaceport station) 
has a population density of over 7,500 persons 
per square kilometer. This is, by colony standards, 
spacious - Orbitals around Earth, with popula- 
tions exceeding fifteen million people, can have 
population densities in excess of 20,000 persons 
per square kilometer! By comparison, late 20th 
century Hong Kong, one of the most crowded cit- 
ies on Earth, had a population density of just over 
5,000 persons/km2, although some heavily popu- 
lated districts had densities of about ten times that 
ratio. 

i 

Consideration and politeness are paramount in 
space society. At any given moment, about a third 
of the people on the station are asleep and would 
prefer not to be disturbed by loud noises or par- 
ties. On the street, careful navigation is necessary 
to steer a clear path through the crowds. Waiting 
one's turn is a fact of life; on occasions, there are 
even lines of lovers waiting patiently for use of 
park clearings in which to propose marriage. 

Spacers would not normally experience seasonal 
changes. For the benefit of mental health, how- 
ever, the environment often simulates changing 
conditions of an Earth-type seasonal round. Many 
artificial environments will cycle between two or 
three preferred Earth-based variations. I t  is not un- 
common for the population to vote for an exten- 
sion of a particular season, or to change the choice 
of a seasonal cycle. Temperature, humidity and 
hours of "daylight" are the most common vari- 
ables, but some environments do have the ability 
to provide light precipitation. It is also common 
for night not to be completely dark, but maintain 
a minimum level of lighting. Within colony cylin- 
ders, the effect of dawn and dusk is achieved by 
progressively modifying lighting levels from one 
end of the cylinder to the other, either by moving 
the external mirrors or by adjusting the sunline's 
output (see further). 



0 LIVING QUARTERS 

The average living space for a Jovian citizen (and 
most spacers as well) works out t o  a room roughly 
five meters by three meters. While this is larger 
than many modern college dormitory rooms, such 
a space restriction is imposed for one's entire life. 
A good way to  get players into the "mood" of 
space life is to map out a five-by-three-meter area 
and ask players how their character's living quar- 
ters are arranged, reminding them not t o  forget 
such details as sanitary requirements and the ne- 
cessity of purchasing separate parking facilities. 
Even allowing for folding beds, multi-purpose 
tables and various innovative wall storage loca- 
tions, most player characters will find themselves 
rapidly running out of space for all their equip- 
ment, prized possessions and basic needs (such 
as clothing). If someone insists on owning one of 
every available heavy weapon, they'll have to sleep 
on them. 

Jovian characters (and spacers) should not be 
overly stingy or private individuals. The limited 
space means that resources which one takes for 
granted on Earth may only be owned by one per- 
son in twenty, or less. It should be customary for 
players to visit their neighbors (and be visited in 
return) in order to borrow a cup of sugar or a spe- 
cific music chip. One can expect t o  find more than 
a few such requests left on one's message device 
whenever coming home from work or play. 

Things spacer characters should generally forget 
about are bathtubs, large musical instruments, 
gourmet home cooking and big collections of just 
about anything. The average Jovian is too busy 
trying to find a place to  stick his shoes without 
bothering with a piano or fondue pot. Possession 
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I of one such space-inefficient item suggests an 
extreme fondness with its associated ar t  or sci- 
ence, however, and can be an excellent way to 
define one's character. 

0 COLONY CYLINDERS 

Colony cylinders are the single most recognizable 
symbol of Humanity's conquest of space. While 
there are many kinds of colony cylinders, encom- 
passing a bewildering array of shapes and sizes, 
all are organized along similar principles. Colony 
cylinders enclose a vast, pressurized volume within 
a layered shell of metal and rock. The interior sur- 
face, thanks to the gravity induced by the cylinder's 
slow rotation on its axis, becomes a tremendous 
area of habitable land. In the O'Neill configura- 
tion, only fifty percent of this area can be used for 
human habitation, the other half being occupied 
by the giant windows used to  illuminate the inte- 
rior. The windowless Vivarium cylinders, on the 
other hand, use a powerful lighting system, called 
a sunline, which runs the length of the rotational 
axis; this doubles their habitable surface area for 
the same basic geometry and volume. 

The environment often overwhelms those new to 
colony cylinders. I t  is no small feat t o  learn to live 
within a world wrapped around b!' +'- -I*.. ' I- . .  

ally people board a colony cylindi 
dock located on the axis a t  the er 
der. On occasion, a system of shutt 
and arrive tangentially from the c 
used as an alternative. In either c 
comer will soon be introduced t c  
oped public transportation network 
tric cars and subways to  reach evi 
colony rapidly. 

Mild weather can be expected wii 
The larger the colony, the more vari 
can become, but it is never allow 
strong enough to cause damage. 



0 ASTEROIDS 

Asteroids are among the most technically chal- 
lenging of all the environments that humans have 
colonized. One massive terraforming solution 
doesn’t fit all: a series of unique challenges is dis- 
covered with each new rock. The vast majority of 
asteroids - including almost all colonized aster- 
oids - are found in the main Belt between Jupi- 
ter and Mars. For the most part, the inhabitants 
are Nomads, though each solar nation maintains 
a few asteroid habitats under its own flag for re- 
search, reconnaissance and military logistical sup- 
port purposes. Even the nations’ outposts, how- 
ever, usually rely heavily on expertise gathered by 
decades of Nomad culture. 

People live and work in microgravity conditions, 
either inside the asteroid itself or in pressurized 
structures constructed on its surface. When aster- 
oids were first inhabited, it was primarily for com- 
mercial gain, with teams of specialized miners 
spending shifts measured in years on a single as- 
teroid before returning to Earth. In these days of 
interplanetary commerce, the majority of those 
living on asteroids are doing so as a part of the 
clan-based Nomad lifestyle, and no longer for 
short-term financial gain. 

Most asteroids are irregularly shaped and provide 
little gravity. When colonized they are almost uni- 
versally equipped with a gravity wheel for medi- 
cal reasons. While long-term asteroid dwellers may 
not think they have need of the dense bones and 
strong heart muscles of their dirt-bound ances- 
tors, a great deal of biomedical expertise dis- 
agrees with them. Sometimes a particular rock may 
prove unsuited for a gravity wheel or even a simple 
centrifuge. In such case, the inhabitants are con- 
demned to  a largely losing battle waged with ex- 
ercise and drugs against the threats of calcium 
loss and muscular atrophy. Few, if any, of those 
natives will ever be able to set foot on a planet 
again. 

Asteroids are challenging environments for visitors. 
While some of the more trade-oriented outposts 
may have areas optimized for outsiders, the ma- 
jority of asteroids consist of aphazard warrens with 
little overall rhyme or reason to guide the uniniti- 
ated. A spacer is likely to  show little sympathy to a 
clumsy visitor, and tourist ignorance will likely be 
seen as a danger to the host and his family. 
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0 OTHER INSTALLATIONS 

Many people still live in smaller space facilities. 
The primary difference is the lack of a large open 
pressurized volume: as a result, the environment 
is much less world-like. Most of these smaller out- 
posts rotate, or at least have a rotating section, to 

Life on these stations is usually dominated by the 
particular reason for its existence. Even when that 
purpose is military, a space station usually has a 
significant number of civilian personnel aboard to 
provide for its daily needs. In the majority of these 
cases, the commanding officer is also granted the 
title of military governor, providing him with au- . 

: thority over civil functions. 

Stations with a commercial purpose show greater 
variation. Some are bustling trading posts whereas 
others thrive on secrecy, conducting elusive in- 
vestigations on the edge of the Edicts and be- 
yond. More common are smaller outposts that 
serve specific needs: cargo-handling stations 
around Jupiter, satellite repair stations in orbit of 
Mars and terraforming observation stations above 
Venus. Life aboard any of these is controlled by 
two factors: the culture from which the station is 

’ 

an offshoot, and the physical layout of the station 
itself. In general, these smaller stations have to 
deal with some of the same technical issues en- 
countered by Nomads in the Belt, but they usu- 
ally also have a much larger and closer industrial 
base from which to draw upon to  solve these is- 
sues. While technical aptitudes are prized by the 
citizens, it is not so crucial t o  be entirely self-reli- 
ant since help is never far away. 

x 



V SPACE TRAVEL 

Space is a three-dimensional environment that 
does not lend itself to the usual standards of ori- 
entation and motion that are applied on a body 
with gravity. Whenever possible, spacecraft travel 
in orbits, using gravity to  propel motion while 
conserving fuel resources. A central body - 
planet, moon, or sun - is used as a reference point 
for describing orbits; as orbits change, so can the 
central body used as the reference point. For ex- 
ample, a planet is used as a reference for orbits 
about it and making the transfer to an interplan- 
etary orbit, but the latter is described relative to 
the sun. One or more elliptical or hyperbolic arcs 
define transfer orbits between planets, orbits or 
between any other two points in space. 

Planet-synchronous orbits place the craft above a 
fixed point on the planetary surface. Sun-synchro- 
nous orbits place the vessel in a fixed orbit with 
respect to the sun about a planet. For example, 
Mercurian colony cylinders are in a sun-synchro- 
nous orbit that constantly places the cylinders in 
Mercury's shadow. Polar orbits are perpendicular 
to equatorial orbits (which follow the equator). The 
major advantage of a polar orbit is the vessel's 
ability to observe the entire surface of the orbited 
planet or moon. While this coverage is not com- 
plete or constant, the vessel will track across the 
entire surface area after a number of orbits. 

0 SPACE TRAFFIC 

Planetary traffic is defined as vessels moving into, 
out of, or within a space traffic control (STC) zone. 
Prior t o  their entry into an STC zone, spacecraft 
are required to  notify the STC center of their ar- 
rival and follow the instructions of the controllers. 
While the filed flight plan gives the vessel's or- 
bital insertion data, the controllers may designate 
new orbits based on traffic and the vessel's final 
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destination. If a vessel enters the STC without 
permission, it could be assigned a fine (up to  
50,000 credits) or suspension of docking privi- 
leges. Automated beacons located throughout the 
STC zones act as sensor platforms and are also 
bearing markers for directing traffic. 

. 

. 

. 

. 

: 
: 
. 

Vessels performing gravity whips or aerobraking 
are given priority clearance, provided the maneu- 

. .  -. .. I...~. I I~ rt. I .  I ...I.. ver is inaicarea on m e  riignr pian. iviiiirary vessels 
are automatically given priority clearance, though 
they must still notify the STC center to ensure or- 
bit conflicts are resolved. Vessels may request 
permission to perform maneuvers not indicated 
on their flight plan, but must be prepared to  re- 
ceive a less than ideal orbit and burn more reac- 
tion mass. 

Restricted space is an area forbidden to unautho- 
rized vessels. There are several possible reasons 
for restricting an area of space, the primary one 
being military (for prototype testing or war games, 
for  example). Another reason is  protection, 
whether to protect something in the area (like sen- 
sitive scientific experiments) or the visiting ships 
themselves (from dangerous natural occurrences); 
non-military restricted areas are generally set up 
by government agencies for public protection. 
Consequences for violating restricted space vary 
widely and include fines, detention, confiscation 
or even destruction of the offending vessel. No 
passage into restricted space is permitted with- 
out authorization, and evading detection is un- 
likely without taking extreme precautions. Those 
that do have authorization must sti l l  follow the 
normal rules of space navigation. 
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tamg, and well beyond what can be easily in- 
corporated into a roleplaying game. As it ap- 
plies to game play, only spontaneous maneu- 
vers require the Pilot (Space) Skill. Planned ma- 
neuvers are entered into the vessel'sflight com- 
puter, which applies thrust as required, without 
further human intervention. Properly generat- 
ing and entering a flight plan is the job of the 
navigator, and uses the Navigation (Space) Skill. 
If a vessel's navigator is a non-player character, 
the Gamemaster is responsible for describing 
the flight plan, and deciding whether to  make 
any Skill Tests. If the vessel's navigator is a player 
character, the player controlling the navigator 
should handle navigation. For routine flights 
(traveling free from interference, using known 
routes) no Skill Tests are required. Failed Navi- 
gation and Piloting tests burn up more reaction 
mass; catastrophic failure will take the ship off 
course (Gamemaster's call). 

The United Solar Nations Space Navigation Au- 
thority (simply referred to as SpaceNav) is de- 
scended from the old Earth International Space 
Traffic Control Office. SpaceNav is responsible 
for devising and maintaining navigational stan- 
dards throughout the solar system. While the 
space traffic control systems of individual na- 
tions differ slightly, common standards set by 
SpaceNav ensure timely, accurate and safe pas- 
sage for all vessels. Navigation terminology, 
flight plans, orientation and vector data, flight 
rules, flight recorder data and navigation com- 
munication protocols all follow standards set by 
SpaceNav. The Space Navigation Authority is 
also responsible for maintaining central data- 
bases for flight plans and lost vessels, and the 
maintenance of navigational beacons in specific 
solar orbits. The Solar Cross has a close rela- 
tionship with SpaceNav, with special database 
access for rendering timely humanitarian assis- 
tance. 
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A lien is defined as "the right to hold anothei 
person's property until a debt on it is paid," and 
such is the case with a navigational lien when 
applied to  spacefaring vessels. The transient na- 
ture of commercial and private vessels means 
that collecting debts on cargo, services per- 
formed (or not), or the vessel itself, is extremely 
difficult and expensive to undertake actively. A 
navigational lien against a vessel restricts it from 
lawfully entering or exiting any STC zone with- 
out advancing a minimum fee toward payment 
of the debt. If the vessel declares an emergency, 
it is allowed to enter and seek assistance, in- 
cluding docking, but may not leave without 
paying the fee, nor may it load or unload any 
cargo (false declaration of an emergency results 
in a 1,000,000 credit fine). Personnel are not 
restricted to remain on the vessel, so long as 
the vessel itself stays out of the STC. Intentional 
violation of these navigation restrictions (includ- 
ing the false declaration of an emergency) is 
considered de facto consent to submit to bind- 
ing arbitration in the matter. The vessel is then 
impounded until the arbitrator rules. 

0 REFUELING PORTS 

Refueling ports, or fuel depots, are usually one or 
a few small- to medium-sized asteroids with high 
volatile content placed into various orbits about 
the sun and planets. Also called cyclers, these as- 
teroid ports carry automated systems that process 
and store the volatiles for future use by visiting 
ships. Fuel depots are also created by concurrently 
mining minerals and removing the volatiles to stor- 
age within mined sections of the asteroid. High- 
traffic orbits will have several cyclers available, with 
multiple fueling stations. A ship requires an ac- 
cess code in addition to the orbital information 
for the designated fuel depot. Nomads are fre- 
quently contracted t o  maintain the automated 
production facilities on these cyclers. 

The Jovian Confederation has established the 
greatest number of fuel depots in the solar sys- 
tem. In addition to regular shipments of hydro- 
gen to the Trojans from the Jupiter gas mines, the 
Jovians regularly contract Nomad groups to cre- 
ate roving refueling ports within the large amount 
of space the Confederation controls. The JAF has 
numerous refueling ports hidden within the aster- 
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oid belt, as do the CEGA Navy and CVNA (the 
Venusian navy). Military fuel depots often have 
stores of munitions and supplies in addition to the 
fuel stores, so they are equipped with automated 
defense systems. Most military depots also have 
extensive sensor suites for collecting intelligence 
about local traffic. 

0 PASSENGER SERVICES 

Fares for passenger and cargo travel are based 
on mass and distance traveled, and also by the 
type or class of travel. Even with the belliqious 
rhetoric flying between CEGA and Jovian politi- 
cians, the amount of traffic within the solar sys- 
tem has never been higher. At the same time, the 
increasing amounts of cheap arms on the market 
- legally and illegally- have made some routes 
more susceptible to pirate attacks. 

There are many companies offering passenger 
services between the planets at any one time. 
Numerous independent vessels also offer service 
on irregular schedules. People who don't mind 
taking a little longer to travel to their destination 
can sometimes find a berth on a Mercurian Mer- 
chant Guild sail ship, though normal practice re- 
quires passengers to work with the crew as part 
of the passage price. 

Passengers require three things before they can 
board. First, their personal identification and any 
related travel documents for entering and leav- 
ing the nation that they depart from or arrive at. 
Second is their ticket. Finally, they require a medi- 
cal certificate that states their ability to live in low- 
or zero-gee conditions, and any health concerns 
that the medical staff should be aware of. Sleeper 
Class passengers must undergo an additional 
exam to determine if they are fit to endure long- 
term somnolence without adverse affects. Space- 
sick passengers are treated with free drugs to al- 
low them to move to and from the vessel while 
docked. 

Passenger service providers will not a 
to seriously ill persons, or persons wit 
or communicable diseases. Any per 
suspicious symptoms, or that has 
medical history, is redirected by cus 
for an onsite medical exam. The pe 
tively quarantined for the duration c 
nation and the time required to ret[ 
An international treaty does not allow medical 
quarantine for longer than 72 hours without suffi- 
cient medical evidence of risk. 

Ticket Prices: The base fare for interplanetary 
passenger travel is equal to the square root of  the 
distance traveled in kilometers. For example, a 
journey between Earth and Mars is 272.6 million 
kilometers on average: the square root equals 
16,510 credits. This fare is then subject to a Tran- 
sit  Multiplier based on the passenger's Class. 

For passengers weighting more than 115 kg, an 
additional multiplier of 1.5 is applied; for those 
weighting less than 50 kg, an additional multiplier 
of 0.75 is applied. 

Additional cargo carries a rate increase of 25% of 
the fare per 20% increment of additional cargo. 
For example, the charge for transporting 200% of 
the allowed cargo limit is equal to 125% of the 
passenger's fare. 

Lifting and Descent Fees: Transportation between 
a planetary surface and orbit incurs a fee. Purchas- 
ing roundtrip tickets provides a discount of 25% 
over the purchase of two individual fares. If trav- 
eling via a Venus or Earth skyhook (see below), 
tickets are discounted by 25%. The modifiers for 
weight given above are also applied to lifting and 
descent fees. Cargo fees for passenger baggage 
are equal t o  a single ticket as a percentage of 75 
kilograms. For example, a passenger lifting 50 ki- 
lograms from Earth will pay 66% of the usual 845 
credit fee, or 558 credits (rounded up). 

Class Accommodations Cargo (kg) Transit Multiplier 

First Class Private Suite. access to  shiDboard amenities 300 x4 

I Second Class Cabin, access to  common facilities 200 x2.5 I 
Business Class Cabin, priority access to  computer and comm 50 x2.5 

Third Class Cubicle 50 x2 

Economy Class Dormitory 20 x l . 5  
Sleeoer Class Hibernation Dod 50 x0.5 
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Location Lifting Fee Descent Fee 

Mercurv 313 Cr 157 Cr 

Venus 772 Cr 1220 Cr 

Earth 845 Cr 845 Cr 

178 Cr 8 9 c r  I 
386 Cr 231 Cr 

Titan 198 Cr 242 Cr 

Mars I 
0 CARGO TRANSPORT 

Merchant Guild ships are the most inexpensive 
manner of transporting cargo between planets, 
but they are not the most numerous or timely. 
Cargo vessels of all kinds, sizes, and affiliations 
are common throughout the solar system. The 
transport of cargo between the Jovian states on 
the Hanson Circuit (see sidebar) is often reserved 
for government use, and is fairly expensive for all 
but the most time-sensitive commercial cargoes. 
Time-sensitive transportation is normally reserved 
for optimum orbits and commands the maximum 
price for services rendered. 

Transport Costs: Since mass is the all-important 
arbiter of the cost to move anything around the 
solar system, any cargo other than passenger 
travel is based on a per-kilogram formula. The base 
cost per kilogram is the square root of the dis- 
tance between the two points, in millions of kilo- 
meters (for example, shipping a kilogram to Mars 
would be the square root of 272.6, or 16.5 Cr). 
The appropriate transit multiplier is then applied. 
Because of the slow speed o f  Guild sails'hips, 
25% rebate is applied to  the final cost. 

a 

Cargo Type Cargo Transit Multiplier 

Gas xo. 1 

Liquid x0.25 
Bulk x0.5 

I Secure x0.5 to  x2.0 I 
Specialty x0.5 to  x3.0 

I 

i 

Cargo docks: These are open structures with mul- 
tiple spines for securing cargo containers until 
transfer t o  their next destination. Since not every 
ship needs, wants, or is allowed to dock at the 
cargo's destination, the cargo yard simplifies the 
process of cargo delivery. The owner of the yard 
usually buys the delivery contract and consolidates 
the shipments. Managing to  run a yard profitably 
is one of the most difficult businesses in the solar 
system. I t  is not surprising that these cargo yards 
are often filled with corruption, owing their suc- 
cess to a special relationship with a colony dock 
master or similar underhanded deal. 

Skyhooks: These are a cheap way of defeating 
the effects of gravity when moving goods between 
the surface of a planet and space. Instead of ex- 
tending al l  the way to  the planetary surface, 
skyhooks are space stations with long tethers that 
end inside the upper atmosphere to allow jet air- 
craft to bring items to the end of the skyhook; the 
cargo is lifted to  the transfer station (TranStay) or 
orbital port (OrPort), and cargo is also brought 
back down. Cargo is commonly moved to an or- 
bital dock from the TranStay to minimize low pri- 
ority traffic since there is limited space around the 
structure. The orbital port (OrPort) is the most 
common docking point for ships since it has a 
higher-velocity orbit (i.e. a ship does not need to 
slow down as much). Refer to Mechanical Cata- 
log 2, pages 82 to 87, for more information about 
skyhooks. 



When the Jovian Confederation was formed, 
one of the most important questions for the 
fledgling nation was how to maintain a strong 
link of trade between the three states. Yvonne 
Hanson, a scientist on Elysee, presented a pro- 
posal to the newly convened Agora in 21 15; the 
Jovian Confederation Inter-State Transit Project 
was begun on April 15,2115. The project took 
a decade to  complete and required almost all 
complete attention of the entire Confederation. 

Called the Hanson Circuit after its creator, the 
ansit system is comprised of nearly two hun- 
ped computer-controlled booster sleds, each 
Jer two kilometers long. Starting from colos- 
1 1  space-based stables near Callisto, the boost- 
's sled make their way in two continuous circles, 
l e  in each direction, around the orbit of Jupi- 
'r, taking over six years to complete each cir- 
lit. At each Trojan State, specialized sled-lin- 
.s latch on and ride to the neighboring state. 
i e  entire process is almost entirely automated, 
tquiring only periodic maintenance. Most pas- 
mgers travel Sleeper class for an inexpensive 
ierage price of 1000 credits for a one-way 
Iket between states. For those that make the 
ip awake, the ticket will cost between 44,000 
edits (Economy Class) and 120,000 credits 
irst Class). 

0 EXTRA-VEHICULAR ACTIVITY 

Extra-vehicular activity (EVA) involves leaving the 
confines of an artificial environment for a journey 
across non-Earth landscapes or through the void 
of space. The two constants of EVAs are spacesuits 
and airlocks - the first is required for survival and 
the second is required for access. M-pods are an- 
other common component of EVAs around colony 
cylinders and vessels (where they are used for 
construction and maintenance), shipyards and 
cargo docks (where they are used for moving 
materials), and during travel and exploration trips 
(where they are used for moving and using large 
pieces of equipment). 

It has long been standard practice to have the 
atmosphere in space habitats use lowerthan Earth- 
normal air pressure. Along with advances in ma- 
terials and spacesuit design, the user can simply 
get into a spacesuit and enter an airlock to  begin 
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an EVA. (The pure oxygen atmosphere used in 
20th and early-21st century suits required the user 
to pre-breathe oxygen for many hours to avoid 

There are two sacred safety rules for EVAs: 1) one 
should never leave the airlock alone, and 2) some- 
one else must double check one's suit before en- 

. terinn the airlnrk Whiln thn f i r c t  ic  nnt alwavc 
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possible in some circumstances, the second rule 
is never violated except in extreme emergencies. 
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gational computer with related sensors, and a 
transmitter. Large vessels will often incorporate a 
separate ELT in each major section. The ELT can 
be activated manually, or it will activate itself au- 
tomatically in case of major malfunctions. As a 
secondary function, the ELT has a 24-hour memory 
loop that records critical system information. 

The Rescue: The first priority of the rescue crews 
is to assess the condition of the target vessel and 
stabilize it. While rescue crews are dealing with 
the crippled vessel, additional craft conduct 
sweeps to  recover any missing emergency life 
boats and escape pods. 

Once the SAR crews have gained access to the 
vessel, rescue crews will locate and remove any 
survivors; failing that, the crews will remove any 
bodies. This stage also requires the crews to  pro- 
ceed with caution, since exterior inspections sel- 
dom reveal interior conditions. It may be neces- 
sary for the rescue crews to conduct some repairs 
to stabilize the vessel before proceeding with a 
search for survivors. 

0 SALVAGE 

It is a sad fact of life that there is a constant need 
for people skilled in the recovery of vessels and 
property from the emptiness of space. Whether 
the vessel in question is a warship damaged in 
battle a week ago or a commercial freighter miss- 
ing for a decade, there are people waiting for the 
recovery of the ship itself or the contents thereof. 

Every component of most ships or structures in 
space is marked with a serial number for identifi- 
cation in case of disaster. A detailed database is 
kept, and the current whereabouts of those items 
is tracked whether they are in storage or being 
moved as cargo. The Salvage Office of the USN 
Space Navigation Authority maintains this data- 
base. Salvage operators pay an annual access 
maintenance fee of 50,000 credits, plus a find fee 
(I000 credits per search) for database access 
should they ever happen upon something. 

While some salvage operators concentrate almost 
exclusively on items long missing, others prefer 
recent losses. The military conflicts of the past 
years have made such salvage work very lucra- 
tive. The governments involved issue regular con- 
tracts, and even commit to secret salvage opera- 
tions in the hope of retrieving damaged enemy 
vessels. Depending on the condition of the hulk, 
the salvage teams can expect to get from 5% (if 
mostly scrap) t o  50% (if largely intact) of the 
vessel’s value. 

Salvage operations are a dance between the I 
covery craft and the target. Combat salvage 
even more delicate since the object is often rot, 
ing about multiple axes and will likely contain ex- 
plosives. A large part of the salvage teams are 
EVA specialists who are proficient in numerous 
technical skills. Many salvage personnel are former 
shipyard workers, so they have an intimate knowl- 
edge of ship systems. 

Salvage ships carry many heavy duty M-pods for 
stabilizing the orbits of vessels and moving recov- 
ered materials. Large reserves of reaction mass 
are carried to  shift orbits, to fuel the salvage 
vessel’s many auxiliary craft, and to tow salvage 
to port. A wide range of tools is carried to ensure 
efficient conduct of salvage tasks. 

If more references on salvage are needed, the 
Spacer’s Guide includes additional guidelines and 
extracts from the Solar Convention on Salvage. 

0 SPACE RACING 

In many places throughout the solar system, 
people race space vehicles of all kinds: fighters, 
exo-suits, exo-armors, full-sized vessels or any- 
thing spaceworthy that people are willing to bet 
on. Many of the competitions are informal events 
that are organized on short notice, the most com- 
mon being MMU and M-pod races between the 
many space construction crews. Some companies 
even hold formal competitions for their employ- 
ees and with other companies. The races are of- 
ten conducted as duels over insults or slights be- 
tween crews. 

Exo-suit racing is another popular sport. These 
races require an exo-suit pilot to navigate an ob- 
stacle course under partial or zero gravity condi- 
tions. Some stations and colony cylinders have 
built contained tracks inside, outside and through 
their structures for this purpose. Surplus space 
fighters and exo-armors are also used for racing, 
though usually through a larger course that can 
take them through several orbits of a planet or 
moon. 

In the 23rd century, sailing through space has re- 
placed sailing through the polluted waters of 
Earth. With faster means of travel available, solar 
sailing remains a challenging sport to master. The 
most successful solar sail racers are ex-Merchant 
Guild sail barge crew members or non-Guild rac- 
ers that have put in time on a Guild ship as work- 
ing passengers. The winner in solar sail races is 
determined by a complex system of calculations 
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based on craft weight, sail area (itself governed 
by racing classes) and time to complete the route. 
The Solar Cup Race is a quintennial (every five 
years) race from Mercury to Venus. Most of the 
entries are custom-built sailcraft or commercial 
designs modified for smaller crews and speed. 

V COMMUNICATION 

With the huge volumes of information being trans- 
ferred on a daily basis, the infrastructure to sup- 
port that transfer requires constant maintenance, 
improvement and expansion. As such, there are 
user fees associated with using voice and video 
communications as well as for accessing the 
Syslnstruum -the solar system-wide Internet - 
through a public access network (PAN). Internal 
connections are made between access points 
within a single station, colony cylinder or settle- 
ment. External connections are made between 
access points in different stations, cylinders or 
settlements within a local area of  space or plan- 
etary surface. For security reasons, any direct ac- 
cess to external Syslnstruum nodes is forbidden. 

Interplanetary communication is not an instanta- 
neous occurrence between the planets. Even the 
closest planets require almost an hour for a mes- 
sage to  make the trip there and back. The differ- 
ent orbital periods and distances require that 
multiple communication arrays are aligned with 
different points in space, including relay satellites 
when line-of-sight is blocked. 

Lasers: Many space vehicles are equipped with a t  
least one type of laser cannon because of its prac- 
tically unlimited shot supply (if hooked up to the 
ship's main fusion reactor) and great accuracy. 
Lasers can also be used to send messages over 
very long distances (see table). In general, this is 
practical only for large installations or in emer- 
gency situations, since both the emitter and re- 
ceiver must remain a t  near constant velocity dur- 
ing the transfer (i.e., not applying thrust - the 
space equivalent of standing still). 

I I 
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Total Modifiers Base Range Multiplier 

+5 700 
+4 120 
+3 24 
+2 6 
+ I  2 
0 1 

-1 0.5 
I -2 0.333 I 

-3 0.25 
-4 0.2 

-5 0.167 
Total Modifiers = Accuracy + any modifiers 

(movement. damaoe. etc.) 
Base Range = 100,000 km per point of 

Damage Multiplier 

V SPACE HAZARDS 

Space is a dangerous environment - people rely 
completely on technology for their continued sur- 
vival. When that technology fails (either by acci- 
dent, human error or deliberate damage), things 
get ugly really fast. Most of the problems are re- 
lated to  the air supply, temperature or radiation 
levels. 

The contents and pressure of the artificial atmo- 
sphere present in all habitable areas are crucial in 
space - if either is improperly monitored and 
controlled, severe wounds or even death will re- 
sult. Even if there is breathable atmosphere 
present, waste gases may take the place of oxy- 
gen in the bloodstream and damage sensitive 
organs. 

UDVIOUSIy, lack Ot  oxygen IS detrimental tn hi #man 

life. There can be several causes o 
ciency: an excess of carbon dioxidl 
sphere, defective air reserve or dec 
the air supply is compromised, ch, 
as their bodies try to make do W I  

resources. 

See section 6.3 of the CORE ruleb 
rules on hazards, or the Environm 
the basic Open Gaming Rules. 

Decompression: While experienc 
pression emergency can be terrify 
ally one of the most survivable of sp 
haps. The human body can survivf 
exposure in space for longer th  
though the victim will suffer incre, 
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physiological damage. Aboard military vessels 
during combat, all military personnel wear full 
spacesuits, and the vessel's atmosphere is lowered 
to near-vacuum conditions. 

Slow decompression, either due to a minute punc- 
ture or a faulty seal, is less dramatic. An automated 
voice informs occupants of the time available to 
exercise this option. If there is insufficient time to  
exit the area, personnel must use an emergency 
spacesuit or survival bubble before they lose con- 
sciousness. The second option is to attempt to 
plug the leak or at least slow it down enough for 
help to arrive. The third option, a rather unpleas- 
ant and terrifying maneuver, is t o  hyperventilate 
to charge the bloodstream with oxygen and then 
attempt a "naked" spacewalk to another pressur- 
ized area such as an airlock (obviously, this option 
is not always available, and requires serious nerves 
to commit to). 

Fire: This is the one of the most feared ernergen- 
cies in an artificial environment. It is not the heat 
that poses the greatest danger, but rather the fire's 
voracious appetite for oxygen and the smoke, 
carbon dioxide and other compounds that quickly 
fill the air. The high concentration of oxygen means 
that fires burn with greater intensity and spread 
more rapidly than under normal earthbound con- 
ditions. All buildings and spacecraft are built to 
contain fires; rooms are layered with fire retardant 
materials, and al l  doors are equipped to  close 
automatically when a fire alarm is tripped. Occu- 
pants can open a door to exit the room if the sen- 
sors on the opposite side deem it safe to  do so 
(based on temperature and air quality). 

The preferred option for extinguishing fires is to 
evacuate the atmosphere in the immediate area 
after it's sealed off. Both ships and buildings within 
open environments (like colony cylinders and sur- 
face settlements), are compartmentalized to fa- 
cilitate this. The air is evacuated completely, or 
the section is flooded with an inert gas to "starve" 
the flames. Emergency oxygen apparatus for use 
by trapped personnel is stored in lockers a t  con- 
tainment doorways and other strategic locations. 
Emergency spacesuits can also be used to limit 
exposure to  fire by-products. 

Radiation: In space, radiation is always a concern 
-vehicles are equipped with screen generators, 
and both space stations and colonies incorporate 
heavy shielding within their hull. Many phenom- 
enons, natural or made-made, produce radiation, 
but only in certain situations is the amount large 

enough to  cause damage (screen failure, etc.). The 
unit used to measure radiation is the rad. Ab- 
sorbed rads remain in living tissues and material 
and are cumulative: if the radiation rules are used 
(see CORE rulebook), a tally should be kept of 
the character's current rad level. 

0 EVACUATION 

The evacuation of several million people from a 
colony cylinder is the worst nightmare of disaster 
services across the solar system. There is little 
chance of evacuating an entire colony cylinder, or 
surface habitat, without some fatalities; emergency 
planners know that there will likely be many 
deaths, and do not publicize that fact. No cylin- 
der has the lifeboats, spacesuits, or survival 
bubbles to evacuate the entire population: if a 
cylinder is so damaged as t o  require total evacu- 
ation, it is likely that a great majority of the popu- 
lation will be dead or dying already. In an emer- 
gency, the evacuation alarms will sound and pro- 
vide instructions for moving to lifeboats and 
airlocks. Emergency services run evacuation drills 
in a random cylinder quadrant every few months 
to ensure citizens are familiar with the evacuation 
procedures. 

Venus: Evacuation to the surface is not a viable 
option for a large portion of the population. Mo- 
bile emergency shelters that are lowered to the 
surface are only accessible to people on the low- 
est levels. Self-contained emergency shelters are 
located at regular intervals within the habitat's in- 
terior areas. The upper surfaces are equipped with 
mobile shelters that use rockets and deployable 
wings to lift the shelter away on a course for a 
neighboring habitat. The shelters are capable of 
landing on the surface, where they have an op- 
erational lifespan of twenty-four hours. 

The Moon: Heavily compartmentalized construc- 
tions, with survival shelters both inside and out- 
side, serve to protect the inhabitants. There are 
sufficient self-contained emergency shelter spaces 
to protect a t  least 75% of the expected popula- 
tion of the section for the full support lifespan of 
the shelter. Exterior airlocks have a large supply 
of emergency spacesuits nearby to  allow the rapid 
evacuation of large numbers of  people. Emer- 
gency shelters are also located along commonly 
traveled routes between settlements. It is consid- 
ered a criminal offense to use the shelters in non- 
emergency situations. 

F- 
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’ Mars: Immediate evacuation is easier to conduct 
under the partially terraformed conditions, which 
allow people to  simply leave with light pressure 
suits and oxygen masks. This simplicity gives 
evacuees the chance to set up deployable emer- 
gency shelters, or be picked up and moved to 
another habitat nearby. The primary concern of 
rescue workers is to minimize long-term exposure 
to the Martian environment. As on the moon, 
emergency shelters are also located along com- 
monly traveled routes between settlements. 

i 

b ECONOMY 

By the middle of the 21st century, globalization 
led to the integration of the world’s major ex- 
changes into a single exchange operating around 
the clock. The physical distances, and the associ- 
ated communications time delay, separates the 
exchanges of the 23rd century once again and has 
also led to modern specialization by region: Mer- 
cury, Venus, Earth (surface only), OrbitaVMoon, 
Mars and Jupiter. 

The existence of separate exchange regions gave 
rise to new regulations concerning the trading of 
stocks and commodities. The first rule is that a 
company must have a t  least ten percent of i t s  
operating assets located in an exchange region 
to trade on exchanges in that region, with each 
region trading under a separate stock issue pro- 
portional to the total operating assets in the re- 
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I gion. Second, the company assumes all risk in- 
volved with trading in multiple regions. For com- 
modity exchanges, there is but one major rule: 
contracts may only be traded in the region of pro- 
duction. 

~ 

V MONEY 

The common currency of the solar system is the 
credit, which was originally derived from an aver- 
age of all the old Terran currencies. These were 
unified despite much protest from several of the 
less influential nations in the middle of the twenty- 
first century. Each settlement issues its own script 
(such as the Orbitals‘ SHARES), but the credit is 
used to compare them. 

Credits are generally electronic in nature (i.e. data 
in banking computers), but actual cash is still avail- 
able for casual transactions. Credits are issued by 
the Unified Monetary Council, under direct super- 
vision of the United Space Nations, and as such 
are sometimes used as financial levers to try to 
coerce its members into following system-wide 
policies. A credit is roughly equivalent to a late 
twentieth century American dollar in terms of pur- 
chasing power. It is subdivided into a hundred 
centicredits, or simply cents - the usual abbre- 
viations are Cr and a, respectively. 

Belt settlements that have aligned themselves with 
a foreign nation often use that nation’s currency 
internally and for conducting trade with that na- 
tion. Neutral settlements will use credits when 
absolutely necessary, but usually prefer to barter 
for goods and services. THC‘s Saturn facilities use 
the Jovian franc since THC is a Jovian corpora- 
tion, but this is slowly changing to credits as the 
amount of international trade with Titan increases. 

I Location Currencv I 
Mercury Ration Point (aRP) 

Venus Yen [Yl 

1 CEGA Dollar ($) I 
Orbitals SHARE (OS) 
Moon Dollar 6) 



Credit Ration Point Yen Dollar SHARE Fed Mark Rep Mark Franc 

Ration Point 2 2 3  - 
1.64 0.74 

0.77 0 35 

1.05 0.47 

0.87 0.39 

0.83 0.37 

1 48 0.66 
Note: A singular-valued note of the currency on the left buys the equivalent value of the currency along the top. For example, 1 
Dollar is equivalent to  0 89 Federation Marks. 

Monetary Security: The credit bills are printed on 
a special green polymer fiber with a tamper-proof 
holographic serial number and a watermark de- 
picting the people and events of human history. 
Every eight years the UMC issues a new series of 
bills with a new historical theme (with the old bill 
remaining in circulation). The bills come in 1, 10, 
100 and 1000-credit denominations. Centicredits 
are not issued as physical currency, so the stan- 
dard practice is t o  round off prices to the nearest 
full credit. 

The standard identification package incorporates 
a personal credit card. The face has a thumbscad 
DNA sampler sensor on one end and a touch- 
screen display that covers the remainder of the 
face. A hardcopy of the owner's personal infor- 
mation and a holographic photograph are embed- 
ded on the opposite side. 

Stock Exchanges: Not surprisingly, the largest 
stock exchange in the solar system is located in 
the Jovian Confederation. The combination of 
being rich in resources and having a strong indus- 
trial infrastructure means that a lot of business is 
done there by both local and international com- 
panies. Orbital stock exchanges deal heavily in 
technology companies, while Venus is home to  a 
large venture capital exchange. 

Commodity Exchanges: Brokers that buy and sell 
commodity contracts are seeking to obtain re- 
sources for the lowest price, or to obtain the high- 
est price for their resource. The purchase of the 
right contract a t  the right time by a shrewd broker 
can save a company millions. One can also gen- 
erate a large profit by buying contracts low and 
selling them high. The Mercurian Merchant Guild 
maintains the largest overall commodity exchange 
in the solar system within the Mercurian capital, 
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Helios Station, though the best one for resources 
is located in the Jovian state of Olympus. In addi- 
tion to its large mining operations, the asteroid 
Vesta hosts commodity exchange that deals ex- 
clusively with independent prospector contracts. 

V BARTER 

Nomads have little use for money. The precious 
metal deposits a Clan can extract over the course 
of a month are more than enough to  make an av- 
erage person wealthy for life anywhere else in the 
solar system. Even if a Clan has a great deal of 
money, the things it needs - water, food, func- 
tioning machinery - are not always available for 
sale. However, they may be available for trade. 

Bartering depends entirely on perceived value and 
involves a lot of bluffing, with each person trying 
to determine the needs of the other without re- 
vealing their own. The value of a particular item is 
set depending on how well this bluffing goes. No 
amount of haggling will convince a trader to lower 
a price if he knows what the customer can afford 
and is willing to  pay. 

Deals are usually concluded with a handshake, and 
items are exchanged immediately. If the merchan- 
dise is too large, or, as in the case of brokers, not 
immediately available a later date can be arranged 
for the swap. No items will be exchanged until 
that time. Bartering in bad faith or deliberately 
misrepresenting the quality of an item is consid- 
ered a grave social offense to  a Nomad. Such 
transgressions are usually brought before a Zocalo 
Counci I. 
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V MANUFACTURING 

Automated factories, or autofacs, are responsible 
for the majority of manufacturing output in the 
solar system. While many of the other processes 
for supporting life outside the Earth’s atmosphere 
require regular or constant human supervision, 
autofacs work in an almost completely autono- 
mous fashion. The majority of human involvement 
involves the setup of the autofac and the move- 
ment of raw materials and finished products to 
and from the autofac. Technicians will occasion- 
ally perform maintenance and equipment up- 
grades, but there is little else to do other than 
check what might be wrong if the autofac’s sys- 
tems report a problem. 

The production lines of an autofac are modular 
by nature, but the cost of setup, or changeover to 
a new product, means that only products destined 
for long term production, or requiring special pro- 
duction methods, are manufactured in autofacs. 
Everything else is produced by traditional auto- 
mated production, assembly line and hand-assem- 
bly methods. Some of the production line tools in 
an autofac are large and complex enough that they 
will never be moved, and will only be shut down 
for heavy maintenance. 

Each autofac has a raw materials delivery dock on 
one end, and a finished-products dock at the other 
end. Since there is no permanent human presence 
on an autofac, they operate at zero gravity condi- 
tions a t  all times. This also makes possible the in- 
stallation of large access doors to  move produc- 
tion line equipment into and out during setup, 
heavy maintenance or upgrades. Production lines 
within the autofac may or may not be self-con- 
tained to a single item. In many cases, the lines 
intersect each other to bring together the con- 
stituent parts for final assembly. In the case of 
autofacs used for processing resources, separate 
processes are located in different lines that split 
from a single, common materials feed. 

Colony Cylinder: Colony cylinder construction 
begins a t  one end of the structure, usually with 
the stationary (low gravity) docks. The main struc- 
tural skeleton of the cylinder is the first thing to  
be assembled. As it progresses, a follow-up crew 
begins to install the machinery located between 
the loadbearing members. Following this, the 
outer layers of the cylinder’s skin are applied, and 
interior foundation decking and shielding is in- 
stalled. Before the far end is capped, thousands 
of containers, along with reservoirs of liquid gases i 

are stored within to  finish the inte 
mon practice to  install the raised I- 
ways as the cylinder skin is install1 
first fully functional component, I: 
move work crews and materials arc 
Thermal radiators, communication 
boats are also installed on the surf 
inder as the exterior surface is com 

Spaceships: A typical shipyard is 101 
autofacs that produce the ship 
Open-framework shipyards are s i r  
to support the major components ( 

ing built, such as the ship’s keel, ens 
ity wheels. Pressurized shipyards ass 
ships and modular sections for larg 
ponents and finished ships are 
through large airlocks. Not all shipy 
immobile facilities: ships like the . 
Forces’ Gagarin-class fleet tender i 

Navy’s Detroit-class fleet support sh 
of handling these repairs in the fie1 

Space Stations: Space stations are SI 

t o  the enormity of a colony cylinder 
are modular in design to  allow secti 
a t  a central shipyard before being r 
final location. Before the station i: 
final assembly point, the sections are disas- 
sembled and filled with supplies, equipment and 
furnishings to  finish the interior outfitting on-site. 

V RESOURCE COLLECTION 

Prospecting is a mainstay of the Nomad economy. 
Almost every Clan needs prospectors, but not 
everyone has the money it takes to start and main- 
tain a prospecting operation. Some people, typi- 
cally non-Nomad homesteaders and Nomad Clans 
down on their luck, try to  make ends meet by jus’ 
mapping and surveying new deposits and sellin! 
these claims to others. 

Whenever a Clan discovers a rich deposit of ore 
the first thing it does is to post a time-stampec 
personal beacon on the rock. These beacons 
called claim markers, are small radio broadcast 
ers, preprogrammed by the Clan to identify itsel 
as the claimant of the deposit in question. Thesl 
markers are respected by any other Nomad stum 
bling across them within two months of first be 
ing planted. The Nomads assume that if a pros 
pector has not started working his claim withii 
two months, he is either a speculator (and come 
quently hated), over-claiming (i.e., biting off mor1 
than he can chew) or dead. When a Clan posts it 



beacon it also updates its astronomical maps to 
include its new claim. Whenever it meets another 
Clan, they exchange maps and thereby “register“ 
each other’s claims. If a Nomad ship encounters 
another Clan’s claims beacon, it updates its maps 
to include that other Clan‘s claim. The Nomads 
will also honor claims by non-Nomads, providing 
that the claim beacon is time stamped in a No- 
mad fashion. Any non-Nomad prospector want- 
ing to  live a long and uneventful life learns very 
quickly to respect Nomad claims markers. 

Venusian corporations have been moving large- 
scale mining operations into the Belt of late, and 
have been stepping on a lot of Nomad toes. They 
blatantly ignore any traditional Clan claim and will 
only respect claims staked through the central 
registry on Ceres. The Clans are also getting in- 
creasingly annoyed a t  the Venusians for speculat- 
ing, staking out huge chunks of space and then 
attacking Nomad ships when they try to mine the 
rocks after the claim has expired. 

0 MINING 

Nomads are not the only miners in the Belt. Com- 
panies from Venus, Mars and the Jovian Confed- 
eracy can be found practically everywhere. There 
is a wide variety of extraction and refinement 
methods. The most common involves reducing 
asteroid rock to a powder, where metals can be 
magnetically separated from the rest of the de- 
bris. The non-metallic leftovers are put into ov- 
ens, where volatile materials are literally baked out 
and condensed into collection tanks. The process 
is highly automated, since mining environments 
pose a significant hazard t o  human workers. 
Heavily armored vacuum suits and exo-suits are 
used, but even so, miners do not like to enter ac- 
tive excavation sites unless they must. 

Massdrivers are also in use by various concerns 
around the Belt. Ore ”shots” are launched from 
the excavation or processing site and are retrieved 
a t  their destinations by masscatchers. These shots 
are massive and unmanned. Both mass drivers and 
slings are cheaper than freighters, but both suffer 
from a major drawback: should a mass catcher miss 
a shot, there is usually no second chance a t  re- 
trieval. Companies who desperately need a missed 
shot can chase after it; otherwise, they must wait 
a few years until it circles back around. 

b LAW 

The close confines of the early space settlements 
soon forced the colonists to  design ways to deal 
with troublemakers rapidly and efficiently. Unlike 
the cities of old Earth, a station offered a poor 
environment for concealed crime: most people 
knew one another, and it was impossible to use 
the fruits of criminal activities without being rec- 
ognized by all. 

Each settlement and station has its own legal code 
and maintains i ts own police force. While most 
patrol officers are equipped with non lethal weap- 
ons such as tasers and tranq guns, SWAT teams 
are heavily armed with military-issue automatic 
weapons. The larger stations sometimes have 
emergency teams trained to use customized com- 
bat exo-suits to  quell incidents involving rogue 
heavy machinery or exo-vehicles. 

The legal system remains centered on a human 
judge who presides over the trial, where the sus- 
pect is represented by a defending lawyer (self- 
chosen or assigned) and prosecuted by a govern- 
ment-appointed individual. Juries are employed 
only on Earth and occasionally on Venus, Mars and 
the Jovian Confederation; most citizens do not 
have time to  spare from their duties. 

Most colonies have a t  least one rehabilitation cen- 
ter, where serious offenders are incarcerated; daily 
therapy sessions are combined with forced-atten- 
dance re-education classes. Nations either kill their 
undesirable citizens (like the Martian Federation) 
or set them free a t  the drop of a hat (a common 
barb directed a t  the Martian Free Republic). Some 
space settlements offer criminals the option of 
exile rather than face rehabilitation, imprisonment 
or even death. 

Mercury: Trade-related activities are the major 
source of revenue for the tiny Mercurian state, so 
it is no wonder that tax and trade codes make up 
a sizable portion of its laws. Mercury is well-known 
for its extremely restrictive and severe non-disclo- 
sure agreements and other intellectual property 
laws, which rival only the Venusians’ in complete- 
ness. There are few crimes that outrage Mercury‘s 
citizens more than commercial espionage. 
Mercurians must by necessity spend a great deal 
of time close to  one another, and privacy laws are 
very complete. They also frown upon unnecessary 
risks, and involuntary homicide charges carry al- 
most as great a penalty as intentional murder. 
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Venus: Venus is a settlement that is cloaked in 
conflict and power. As a result, laws have been 
put in place to  seemingly facilitate intrigue. The 
court system is just another arena to  establish 
dominance over one another. Murder and black- 
mail are both dealt with harshly; that doesn't mean 
they aren't used by ambitious social climbers, 
merely that practitioners must cover their tracks a 
little more thoroughly. 

Earth: Earth, as it has ever been, is fragmented. 
CEGA rules the Earth and its surroundings, but 
some nations in the Middle East, Africa and Asia 
all maintain independence. This has created a 
mosaic of legal codes and a nightmare for the law 
enforcement officer who has to track his quarry 
across several frontiers. The average CEGA citi- 
zen is generally poor, and bribes often form an 
important part of their revenue. Most criminal of- 
fenses, unless they have been committed against 
CEGA personnel, can generally be "forgotten" 
with a gift to the proper person. 

The Moon: The culture that developed among the 
Moon's settlers emphasizes discipline and hard 
work. Public loud and boisterous behavior is a 
social taboo and carries stiff penalties. Bringing 
grief or harm to another by failing to perform one's 
duties is treated as a crime and dealt with accord- 
ingly. 

Mars: Martians value their personal space, and 
consider kidnapping and other unwilling confine- 
ment to  be extremely grave offenses. Republican 
citizens have the constitutional right to bear arms 
without a permit, and almost all take advantage 
of it. The people often take the law into their own 
hands - if there are sufficient witnesses to  testify 
in favor of the accused, charges of murder are 
rarely (if ever) applied. The legal system of the 
Federation is nearly the complete opposite. There 
are frequent identity checks and the weight of 
numerous rules of conduct is crushing. Federate 
citizens do not have the right to bear arms. 

VSPACE LAW 

Though the laws of physics ensure that all space- 
based societies share some basic rules and cus- 
toms based on survival in space, they have none- 
theless evolved into distinct cultures that are as 
vibrant and vivid as any civilization on Old Earth. 
Each has i ts own set of values and taboos, and 
has evolved a set of laws which takes them into 
account. 

I 

i 

1 Orbital Settlements: The Orbitals have a sheltered 
way of life, and their laws reflect this. People who 
cause social disturbances are quickly removed and 
often shamed into atonement. Repeat offenders 
will likelyfind themselves with a one-way ticket to 
Earth. Like all space-based societies, the Orbitals 
take emergency procedures very seriously. To en- 
danger life or otherwise cause harm by breaking 
A I - - - _  l - ~ _ - l : - -  _- iriese rules tstediiriy dri errieryeriLy spdLe suit Trwm 
a safety locker, for example) is seen as a grave 
offense. 

Jupiter: The court system of the Jovian Confed- 
eration has been expressly designed to ensure 
swift and just punishment for criminals. Citizens 
are encouraged to work out differences between 
themselves for minor offenses, since there are 
penalties built into the law for those who engage 
in frivolous pursuits (as determined by the courts). 
Jovian society has been built by free thinkers: any- 
one who would violate the freedom of others is in 
dire trouble. Crimes such as murder send the per- 
petrator t o  a reeducation center for the rest of his 
life. The speed of the court system means that 
mistakes sometime happen. 

Nomads: Nomad Clans don't exactly have a ho- 
mogenous culture, but they share similar char- 
acteristics. The small size of most communities has 
led to an informal "town council" type of justice, 
where all members of the group decide upon the 
punishment of the guilty. Nomads are very seri- 
ous about their duties and safety, and they de- 
spise laziness. Those who fail to properly learn the 
lessons soon find themselves in serious trouble: 
there are no "involuntary" infractions among No- 
mads. 

V T H E  EDICTS 

During the chaotic years of the second half of the 
twenty-first century, many nations devoted ever- 
increasing amounts of money and resources to 
scientific research, especially in new fields of study. 
Speed and results were the two keywords, and 
authorities didn't much care how the work pro- 
gressed as long as it did. Security precautions were 
vague, sometimes non-existent, and casualties 
were always high. The consequences were terrible: 
plagues, atrocities and implements of mass de- 
struction were created and unleashed. Fortunately 
for the future of Mankind, most of these danger- 
ous experiments were carried out in remote loca- 
tions on Earth or in isolated orbital laboratories 
and workshops. 



The result was the Edicts, a covenant written into 
the codes and laws of every place of learning in 
every nation in the solar system. Though they are 
disliked and even hated by many in the scientific 
community, all agree (even if reluctantly) that some 
form of control is necessary for the safety of all. 
The Edicts prohibit all access to high-level infor- 
mation pertaining to bioengineering, high energy 
physics and nanotechnology, and likewise forbid 
research into these areas without specific govern- 
ment approval and constant public scrutiny. The 
Edicts also apply to research into artificial intelli- 
gence; creating new self-aware life would be even 
more potentially devastating to humanity. 

Offenders receive the most severe punishments 
possible, ranging from the loss of prestige and 
research privileges to imprisonment or even death, 
if the offense is grievous enough. These restric- 
tions and penalties are intentionally harsh; a single 
accident may have the potential t o  kill billions, 
and no one is taking any chances given the odds. 

Pockets of facilities flouting the Edicts flourish in 
different areas of the solar system. Although ev- 
ery nation maintains several illegal research facili- 
ties, these are always heavily safeguarded, and 
most feature safety procedures that are above and 
beyond anything that the Edicts require. Even so, 
one of the Solar Police's major efforts goes to- 
wards keeping an eye on such installations. 

V BLACK MARKET 

The black market is a term for irregular trade av- 
enues that deal in all sorts of goods from simply 
unavailable or scarce commercial items to illegal 
weaponry and technologies. Items that can be 
legally bought and sold in the open, but that are 
much scarcer in an area (or were stolen) are the 
most common items available from pawn shops 
or the friend of a friend of a friend in an alleyway 
somewhere. The sale of such items is not always 
illegal, but the prices paid for such items range 
anywhere from 50% to 500% of the normal sell- 
ing price. Anything that is illegal t o  own or sell 
without a permit is likely available on the black 
market; one just has to find the right person. 

Anyone involved with buying and selling on the 
black market is patently paranoid about law en- 
forcement officers. Anything less means a short 
business life as the police or SolaPol quickly swoop 
in to haul the offender off to be subjected to vary- 
ing degrees of punishment, depending on the 
nature of the materials bought or sold. With the i 

tensions between the superpowers of the solar 
system, the black market is awash with illegal 
weapons of all sorts as arms shipments and other 
items go missing. This has led to increased efforts 
by SolaPol and other agencies to stifle the flow of 
illegal goods to black markets. 

V PIRACY 

People who cannot peacefully abide within the 
legal strictures are swiftly and mercilessly cut off 
from society. Removal of the offender from the 
public eye takes many forms; these range from 
the rehabilitation clinics of Jupiter to the firing 
squads of the Martian Federation. In the modern 
solar system, the only place for such outcasts to 
run and hide is in the vastness of space. To sur- 
vive, they turn to  piracy, preying upon unarmed 
spacecraft. 



The Kansas City Scare of 2037 was one of the 
events that would eventually lead to the Edicts. 
Although there were few victims, the potential 
for disaster was so staggering that regulations 
were put into place virtually overnight. A small 
engineering lab on the outskirts of Kansas City 
was working with a batch of new Yamashita 
material processing microrobots that had just 
been shipped over from Japan. During an all 
night run, most of the batch was accidentally 
destroyed. The lab's manager decided to repro- 
gram the remaining bots t o  build copies of  
themselves rather than order a new batch and 
blow his budget. 

Three weeks later, replicated microbots turned 
up in five different locations around the neigh- 
borhood. Civil authorities closed the city limits 
to avoid additional contamination. Panicked ri- 
oters descended in the street, facing soldiers 
determined not t o  let  anyone "infected" 
through the barricades. The riot lasted for two 
full weeks, until it was discovered that the 
microbots were degenerating with each "gen- 
eration." They had never been designed for self- 
reproduction, and the entire disaster ground to  
a halt by itself. 

Pirate culture is impossible to  categorize; any 
given pirate is where he is for a unique set of rea- 
sons. Some are brutal and trigger-happy, others 
are motivated by pure profit, but most are merely 
trying to eke out a living on the fringes of a soci- 
ety they find distasteful. Most pirates are sympa- 
thetic t o  others of their kind. Although some ri- 
valries naturally exist, meetings between pirate 
groups usually resemble family reunions. 

No central organization exists among pirate 
groups largely because they are scattered across 
the solar system, operating from hidden bases. 
Most pirate groups have only one or two ships 
equipped with outdated weaponry, although 
some mercenary groups in the employ of Earth or 
Venus have received some very advanced tech- 
nology. 

The pirates' targets are most often slow and un- 
armed merchant vessels, from which they steal 
needed supplies and equipment. Such activities 
are not considered a major threat by any govern- 
ment, and "piracy expenses" have become a com- 
mon sight on Merchant Guild ledgers. Occasion- 
ally, however, a particularly brutal or greedy pi- 
rate group will kill a crew and steal the entire ship. 
In these cases, punitive military expeditions are 
mounted to  "discipline" the offending group. 

Nomad privateers choose their targets with care, 
attacking only automated transports or freighters 
will small crews. Typically, the pirate vessel will fire 
a warning shot, then order the vessel to "heave 
to" and prepare to be boarded. Unless the pirates 
are particularly ruthless or desperate, they will not 
struggle with armed ships or crews but rather 
break off the engagement and go in search of safer 
prey. Automated ships are usually stolen as a 
whole. The vessel is stripped down before it is 
sold, and any markings and black boxes are com- 
pletely erased or removed. 

Some feuding Nomad Clans have disguised them- 
selves as pirates in order to conceal violent activi- 
ties. The acquired goods are disposed of by trad- 
ing them away a t  smaller zocalos. Nomads gen- 
erally do not question the sources of zocalo goods, 
especially if those goods are high quality. If there 
is the chance of being caught, pirates may resort 
to using the gray market (as follows). 

Piracy is regarded as a serious offence by all Solar 
nations. Punishment almost invariably includes a 
prison sentence of up to fifteen years. Injuries or 
deaths resulting from piracy are treated as sepa- 
rate crimes. Despite this, Nomads do not carry 
out the more violent acts of piracy. CEGA and, to 
a lesser extent, the Jovian Armed Forces actively 
target transports of each other's government. Both 
employ heavily armed merchantmen in an attempt 
to disrupt their adversary's shipping within the Belt. 
It is impossible to  tell a "commerce raider," as 
they are known, from a standard pirate vessel ex- 
cept for the fact that instead of retreating from 
warning shots, a commerce raider will return fire. 

7 SMUGGLING 

In Nomad society, most trading is done openly, 
although certain items, such as weapons, tend to 
be sold quietly. The real black market lives out a t  
the trade stations, where nefarious characters from 
all over the solar system gather to purchase items 



otherwise restricted back home. Smuggling is 
done predominantly into, out of or across the Belt: 
the majority is aimed towards the inner solar sys- 
tem, particularly Earth, the orbital colonies and 
especially Mars. There is no need to smuggle from 
point to point within the Belt, as the region is out- 
side the jurisdiction of all major system powers. 

SolaPol classifies smuggling as an offence at two 
levels. Transporting contraband of less than a 
thousand credits brings minor fines or community 
service, as well as up to  six years of probation. 
Most law enforcement agencies consider this sort 
of low-level smuggling to be a nuisance crime, 
and records of this infraction rarely stay on a crimi- 
nal record. Transportation of contraband over a 
thousand credits (but not violating the Edicts) is a 
serious offense. Punishment includes huge fines 
and up to six years' imprisonment. There is also a 
permanent record of the offense. Infractions of this 
level require SolaPol involvement. 

The gray market consists entirely of fences and 
contacts. Fences buy stolen goods directly, store 
them for a time and then make them available on 
the open market. Contacts are information gath- 
erers, people who "know people" and can make 
introductions. Goods presented for trade at 
zocalos are treated with respect t o  quality, not 
source. Once traded, pirated goods vanish into 
the depths of the Belt along with their new own- 
ers. Only truly stupid smugglers and pirates oper- 
ate openly on trade stations. There are too many 
opportunities to fall headlong into a sting opera- 
tion run by SolaPol or some national intelligence 
agency. 

Reputation counts just as much between smug- 
glers, pirates, contacts and fences as it does be- 
tween other Nomads. Those who prove to be 
untrustworhty have a tendency to "disappear." 

It is not unknown for entire Clans to  function as 
fences for the gray market. Gray market Clans are 
usually more successful than individual fences as 
the Clans have larger resource pools and greater 
transportation potential. 

i 

i 

c; 

Most zocalo trade is done freely and openly. 
There is little point in establishing a black mar- 
ket in a society that does not presume to ask a 
great deal of questions about merchandise. On 
the other hand, there are some items that No- 
mads prefer to trade quietly and a few that they 
will not trade at all. Armaments fall under the 
"trade quietly" category, especially if weapons 
are being sought in large quantities. The rea- 
sons for such a purchase may be entirely valid, 
but Clans become apprehensive if they notice 
one of their neighbors collecting an arsenal. 
Nomads will not usually deal in weapons of mass 
destruct i on : n u cI ea r, b io I o g  i ca I or c h e m i ca I. 
Radioactive materials are generally not made 
available to those the Nomads don't trust. No- 
mads also avoid dealing with indiscriminant 
weapons such as mines or explosives. Finally, 
they do not tolerate the use or sale of recre- 
ational narcotics. This doesn't preclude alcohol, 
although drinking is restricted to  designated 
"safe" areas, such as bars and pubs. 
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.COST OF LIVING 

Confirming Benjamin Franklin's words 'In this 
world, nothing is certain but death and taxes' all 
solar system governments sti l l  tax their citizens. A 
guideline for the different taxation rates among 
nations is presented below. Additionally, player 
characters need to  shoulder the basic cost of liv- 
ing no matter where they go. 

35% 

* Percentage of annual income. Rates will vary by +/- 5 to 
10% depending on income level and special cases. 

V LIVING QUARTERS 

Most locations in the Solar system have only a lim- 
ited amount of space for living quarters. As a re- 
sult, the design and arrangement of living quar- 
ters has become quite standardized, regardless 
of location. Normally, quarters don't have food 
preparation or personal hygiene facilities attached, 
as these are grouped into common rooms. Most 
living quarters are only available for a monthly 

rental rate. They are always spaced out so as to 
centralize access to resources. 

Minimal quarters: Minimal quarters are available 
in two flavors, "coffin rooms" and "square holes." 
Coffin rooms, also know as sleeping tubes, are 
cylinders one meter in diameter and two and a 
half meters long. The far end of the tube holds 
small storage cabinet. They are rented on a 
monthly basis for 200 to  300 credits. Square holes, 
more properly known as box quarters, have 
airlock-like entrances and measure 1.5 meter wide 
by three meters deep on average. These quarters 
may accommodate two people and are suitable 
for long-term habitation for those with a lower in- 
come. They are rented for 300 to  400 credits a 
month. 

Basic Quarters: These are available forb 
and double occupancy. Single basic qu 
twice the size of square holes, while doc 
quarters are four times that size. Em 
placed on functionality and no storage i 
unused. Environmental and aesthetic p: 
are fluid and left t o  the occupant's d 
Monthly rent for single-occupancy quart 
to 800 credits, while double-occupanc) 
rent for 900 to 1200 credits. Options 
window to  the exterior or extra storage 
not included. It  is possible to  expand o 
ters following the prices listed below. 

I 
Additional Area Adds Size 

Bathroom I toilet, sink 1 meter by 1 meter 
Bathroom II toilet, sink, shower 1 meter by 2 meters 

Bathroom 1 1 1  2 meters by 2 meters 
Kitchen I 1 meter by 2 meters 

toilet, sink, bathtub w/shower 

small-size fridqe, two-element stove, cupboards 

average-size fridge, four element stove and oven, cupboards 2 meters by 2 meters I Kitchen II 
Dining Area I 4-person seating 2 meters by 2 meters 

Dining Area II 8-person seating 3 meters by 3 meters 

"Living Room" I 2 meters by 3 meters 
"Living Room" II 3 meters by 3 meters 

Extra Bedroom I single bed 1.5 meters by 2 meters 

Extra Bedroom II double bed 2 meters by 2 meters 
Entranceway 

two love seats, video wall screen 

two couches, video wall screen 

extra space a t  quarter's entrance 1 meter by 1.5 meters 
closet-type area 

desk w/terminal. chair. video wall screen. shelves 
1 meter by 1 meter 
2 meters bv 2 meters I ~ ~a~~~~ 





aucer ot tine wlne in the solar system. Genetic 
manipulation has adapted Earth grapevines to  
Martian conditions, however. The independent 
wineries of Mars reproduce many of the great 
vintages of past, in addition to new wines unique 
to the red planet - like the Martian Red, Green 
and Blue. These can have virtually any combi- 
nation of qualities and flavors. 

The former wine-producing areas of the King- 
dom of France are either engaged in sustenance 
agriculture or environmental recovery projects. 
The small quantity of French wine is reserved 
for consumption by the nobility. 

Contrary to popular beliefs on Earth, vegeta- 
tion is ubiquitous in space. Plants are prized by 
spacers and gardeners likened to  artists. The 
roofs of many colony cylinder buildings are flat 
and covered in soil or hydroponics gardens. Un- 
derground settlements on the Moon and Mer- 
cury use potted plants - again, fruits and veg- 
etables - t o  brighten the surroundings. If the 
plant is located in a public area, it is considered 
extremely rude to  take a sample unless first of- 
fered a taste by the owner or caretaker. 

I VCLOTHING 6 
Choosing clothing is a tradeoff between aesthet- 
ics and functionality. The most common fabric is a 
derivative of spider webbing manufactured from 
carbonic rocks. Only Earth produces natural fibers, 
and most of it remains there. Spacers avoid wear- 
ing loose or baggy clothes, as these have a ten- 
dency to  catch on edges and cause accidents. 
Outside the Jovian Confederation, it i s  only on 
occasions of great celebration that this unwritten 
rule of fashion is ignored. 

_i 

Item cost 

- Work Coverall 75 cr 

Casual Pants 30-80 cr 

Fire-Retardant Coverall 125 cr 

Casual Shirt 20-50 cr 

Business Suit 200-400 cr 
200-800 cr Evening Gown 

Casual Business Clothes 100-200 cr 
Tuxedo 400 cr, rental 30 cr/day 

Casual Coverall 50-1 00 cr 

Fashionable Clothing 500-2500 cr 

Processed Foods Cost Fresh Foods Cost Unique Tastes cost 
Soy burger 3 cr Fresh fruit 10 cr Mars Classic Earth Wines 50-300 cr 

Bottled water (1 L) 1 cr Fruit drink (1 L) 5-10 cr Mars Red Wine 20-60 cr 

Packaged breakfast 4-6 cr Dairy milk (IL) 15 cr Mars Green Wine 40-1 20 cr 

Packaged lunch 7-10 cr Seafood meal 25-120 cr Mars Blue Wine 75-200 cr 

Package dinner 9-1 2 cr Steak meal 30-150 cr Small potted plant 30 cr 

Energy bar 1 cr Honey (100ml) 50 cr Medium potted plant 100 cr 

Soy milk 2 cr Spices (50 grams) 15 cr Large potted plant 250 cr 
Note fresh foods are often less expensive on planets and farming-oriented colonies, and more expensive in isolated areas 

I Nation Duty Uniform Dress Uniform 
Jovian White and gray with yellow piping White long jacket with gold piping 

I CEGA Lioht olive RlarC Inn" m a t  &th ~ i l u a r  

I I Venusian Charcoal Grav 
I I  r'r" 'Y 

I I  
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- _, & gold ceremonial armor, cape with corporate colors 

I I Mercurian Light blue Dark blue iacket and oanjs with red oioino I ,  _I 

Mars Federation 

Mars Free Republic 

Rust red with black mottle 

Rust red with dark gray mottle with green spots 
Crimson jacket with gold piping, black pants 

Dark green desert cloak with gold clasps and buckles 



.SPACE SUITS IN THE 
13RD CENTURY 

-he basics of space suit design remains un- 
:hanged after more than two hundred years of 
iuman space exploration. The primary function 
) f a  space suit is to protect the wearer against the 
lard vacuum and excessive temperatures of the 
,pace environment (which makes them different 
rom a vacuum suit, which only guard against the 
ack of pressure). They also provide a convenient 
nounting frame for tools and survival equipment 
uch as radiation shielding, rocket maneuver units 
ind communication equipment. 

What has changed are the manufacturing meth- 
)ds and materials that make modern space suits 
ar superior to the primitive space suits of the 20th 
ind 21st centuries. The biggest change is the 
iniversal use of  a thin layer of self-sealing mate- 
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rial capable of closing holes up to 0.5 cm wide in 
one round. 

For the most part, space suits manufactured in 
different parts of the solar system will vary only in 
appearance and the placement of components. 
Suits function a t  the same five psi mixture of oxy- 
gen and nitrogen that all ships and habitats em- 
ploy. Using standard atmosphere gases also elimi- 
nates pre-breathing; thus, a person can quickly 
put on a space suit in an emergency without wor- 
rying about decompression sickness. 

Most space suits feature a thin myomer pseudo- 
muscular layer to help move the suit and counter- 
act its air pressure and stiffening effects. The 
myomer is powered by the suit's internal power 
supply and by micro-generators in the joints that 
provide power when the wearer moves. 

V WEARING A SUIT 

A spacesuit is a miniature, form-fitting spaceship 
designed to  keep i ts  single occupant alive in the 
deadly conditions of outer space. It has to de- 
fend the fragile human body against extremes of 
temperature, vacuum and hard radiation. No mat- 
ter how high tech the suit is, it cannot accomplish 
these tasks and yet feel like casual clothes. Wear- 
ing a suit is a tiring, bothersome affair. The joints 
restrict movements, the gloves remove tactile sen- 
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"thin" models manage to  transmit quite a few 
sensations) and the helmet always block a t  least a 
portion of the field of vision. 

Depending on the Reality Distorsion Factor (see 
CORE rules, section 6.4.1) of the campaign, this 
can either be used for ambiance or simply ignored. 
In a high action, anime-inspired adventure, suits 
are like clothes: they can be put on within sec- 
onds, always work without being checked out, and 
can be worn for hours on end without discomfort. 
For a more "hard" science game, however, 
Gamemasters would be well-advised to read as- 
tronaut reports and learn about pressure-stiffened 
joints, suiting-up procedure checklists and fogging 
helmet faceplates. Either approach is entirely valid, 
and the two can even be mixed when the plot 
calls for it. 

I 



V SPACE SUIT COMPONENTS 

The space suit itself is several interlocking pieces: 
a helmet, torso, arms, gloves, legs, boots, and a 
mission pack. This modular fit allows the space 
suit t o  accommodate any body size or shape. For 
convenience, the arms and mission pack are left 
attached to  the torso unless it is replaced with a 
new component. The same thing is done with the 
legs and boots. The gloves and helmet are left 
unattached since it makes getting into a space 
suit easier. 

Controls: The suit control pads are mounted on 
the forearms of the suit. The control pads include 
communication controls, suit function and re- 
source monitors, and connections to any addi- 
tional equipment. This is all displayed on forearm 
video screen where access to  menus and func- 
tions is possible via touch pad. Resource moni- 
tors alert the wearer to any suit malfunctions with 
both audio and visual cues (unless specifically 
turned off), and suggests an appropriate course 
of action. The suit is equipped with a radiation 
level monitor that displays warnings on the screen 
and activates a specific audio alarm that most 
spacers never fail to pay heed to. 

I 
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Helmets: These contain the suit's radio, drawing 
power both from the mission pack and an internal 
backup. A communications jack is located next t o  
the radio controls, on the side of  the helmet, for 
hardline communications. In addition to  polarized 
anti-glare visors, the helmet faceplate tint is elec- 
tronically adjustable to reduce the light level. A 
light is mounted on the helmet, generally at the 
top center (some models have it on the side). 

Mission Pack: The mission pack is a backpack that 
carries the air supply, power source and the es- 
sential cooling system for the suit (a human being 
generates lots of heat that can be redistributed). 
It's a compact, no-nonsense, feet-long box, bag 
or cylinder worn on the back or latched at the waist 
or upper tight. A mission pack normally offers be- 
tween six and eight hours of autonomy to the 
wearer; depending on the type of suit worn and 
its manufacturer. 

"Always inspect the mission packs of individuals 
apprehended in a spacesuit. Decoy mission packs 
have increasingly been used by fences to  smuggle 
small items or by terrorist cells to hide explosives." 

- Recent SolaPol communicate 

Beacon: All space suits are equipped with a res- 
cue locator beacon. It activates automatically for 
a number of emergency circumstances: oxygen 
depleted, power depleted, loss of pressure, and 
extreme fluctuations in temperature or radiation 
levels. Under these circumstances, the beacon can 
be overridden by the wearer, but it is assumed 
that the wearer will be unresponsive if any of these 
situations should happen. The wearer can also 
manually activate the beacon. 

The beacon has a range of 1000 km but is very 
faint. There is enough power for two days of con- 
tinued broadcasting. 

Armor: Most space suits include some basic re- 
sistance to  damage thanks to their tough fabric. 
They can also incorporate additional armor if need 
be. In game terms, treat them as if the character 
was wearing armor as well (see further in this chap- 
ter for an armor selection), with all costs, penal- 
ties and bonuses being cumulative. Armor must 
be designed into the space suit, it cannot be 
added on later or worn separately. 
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V REPAIR 

Depending on the nature of the damage, a 
suit may or may not be repairable. Any elec 
or mechanical part is easily fixed by simply r( 
ing the part. Any extensive damage to th 
structure or polymers is not considered repa 
due to concerns about failure from faulty re 
In this case, the damaged section must t 
placed. Even suits with arms or boots intec 
the torso or legs, respectively, have rotati 
connector rings that allow the arm or boot 
replaced individually. 

Ideally, the replacement parts should be fro 
same suit model. If it becomes necessary 
place space suit parts with parts from a dif 
suit model, the Gamemaster should decide 
effect the replacement parts will have on t 
paired suit's operation. Effects may includ 
ited mobility, decreased duration, an incr' 
chance of component failure, or simply an a 
ance, like a restricted visual range or uncoi 
able fit. Replacing damaged components wi 
proper parts is a trivial task for anyone with i 
ough knowledge of suit operations. 



. . . . - - - . -. . . - - - -. . - 
Suits are generally divided into two classes: soft 
and hard. Space suits are considered soft suits if 
they are made with pliable materials and flexible 
polymers. Soft suits are the most common of all 
space suits: they include the basic (soft) worksuit, 
flight suits, crew suits, and Mars suits. Hard suits 
are designed for extremes. These space suits are 
made from hard polymers, composites and met- 
als t o  resist the hardest use and harshest environ- 
ments. They are commonly used in space construc- 
tion, during exploration, by law enforcement per- 
sonnel, and by the military. Hard suit types include 
the heavy worksuit, armored suit, and augmented 
suits. 

Soft Worksuits are used inside stations and in low 
Earth orbit, where the magnetosphere offers 
greater radiation protection. They are also used 
on the lunar coloniesfor short duration excursions; 
longer excursions are made under a radiation 
screen pack. Soft worksuits are manufactured 
throughout the solar system by numerous com- 
panies. Each model will often have its own design 
peculiarities to  try and distinguish it from a 
competitor's version. Some users are known to 
insist on using a single model only because of 
perceived differences in performance. 

Crew Suits are soft worksuits with several modifi- 
cations for use by ship crews. The first is the addi- 
tion of a socket for plugging into the ship's life 
support and internal communication systems a t  
crew stations. Each station has a connector cable 
located under a clearly marked cover. The end of 
the connection and the suit socket are shaped with 
the top half rounded and the bottom half square. 
This makes the connection easy and foolproof. The 
connection provides oxygen-nitrogen idou t ,  
drinking water, power and communication hook- 
ups. High friction points on the suit are covered 
with duraplast mail patches to  prevent wear and 
tear. 

Military crew suits have even more duraplast mail 
as protection against shrapnel from combat dam- 
age. The Mercurian Apollo crew suit is considered 
to be the best available on the market. It is has 
less protection, but it is more comfortable and 
easy to  use. 

Pilot Suits are the least bulky of all space suits. 
This keeps the pilot's movements from being re- 
stricted in any way-an especially important trait 
for exo-armor pilots. These suits also have a crew 
connection socket that draws air and power from 

J the onboard systems. This conserves the suit's air 
and power supplies for emergency use. A holo- 
graphic H U D-equ i pped helmet (see Accessories 
and Options) is standard equipment for pilot suits; 
there is a socket a t  the base of the helmet for the 
HUD data feed. 

Mars Suits are the lightest of the soft suits, and 
are designed exclusively for use on the Martian 
surface. The major suit component is a snug body 
suit that is impervious to ultraviolet radiation. The 
body suit contains heating elements since the 
average Martian surface temperature is still quite 
cold, especially a t  night. The enclosed helmet has 
the basic radio and light. Standard mission pack 
endurance is six hours, and it is very light com- 
pared to space suit packs. Most Mars suits are 
equipped with an air and power recharge port 
compatible with Mars surface vehicles. Mars suits 
used by the Martian militaries are covered in red 
camouflaged duraplast mail, have extended du- 
ration, and are equipped with military radios (see 
p.135). Mars suits are manufactured by numerous 
companies on the red planet. 

Emergency Space Suits, or Evac suits, come 
packed down into a small polymer suitcase which 
is part of the suit itself. Interwoven, tear-resistant 
polymer threads from a tough outer layer. A sec- 
ond polymer layer lines the interior and forms the 
actual pressure vessel. The helmet is a bag with 
the forward half made of clear plastic. Special blad- 
ders and bellows allow the major joints to bend 
when the suit is inflated, though mobility is very 
I im ited. 

A pressurized cylinder contains enough air for 
thirty minutes for an average adult. In order to  fit 
as many body types as possible, the suit is simply 
a central body bag with tubes for the limbs. Arms 
end in mittens to  avoid problems with hand sizes. 
An emergency patch, a can of dual spray and a 
tether line (see p. 132) complete the package. 

This design allows the shortest possible suit-up 
time (a minimun of one round is always required). 
Due to  the limitations of the suit, military and ship 
crew prefer to use conventional suits even during 
an emergency. Any physical activity suffers a pen- 
alty while wearing the suit. Emergency suits can 
be found in pull-out drawers, in beds, escape 
pods, elevators, and along hallways. 

Rescue crews often refer to emergency space suits 
as "body bags", in reference to the state in which 
they often find space evacuees. 
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Stealth Space Suits: Nearly any space suit can be 
stealth equipped. Every military force, and some 
paramilitary groups like SolaPol and intelligence 
services, have some stealth space suits for use. 
The prohibitive cost of manufacturing and main- 
taining stealth suits means there are relative few 
examples possessed by any one group. 

Stealth space suits cannot be modified with equip- 
ment other than was originally fitted (since this 
would lower the suit’s effective stealthiness.) Be- 
cause of the complexity of stealth space suits, a 
space suit cannot be retrofitted with stealth capa- 
bilities (See ’Stealth‘, p.166). 

Hard Worksuits are the same as a soft worksuit, 
except for the addition of a tough “shell.” Typical 
hard worksuits have a solid durashell torso, while 
the remainder of the suit is covered with duraplast 
mail. These worksuits are commonly used in space 
construction and for extended EVAs. 

The Hercules is the common hard suit of the outer 
solar system, while the Venusian Kame (Japanese 
for “turtle”) is the common hard suit of the inner 
solar system (though Mercurians call it ”smelly”). 
A special variant, the Shakunetsu (“scorching 
heat”), is available for working on the Venusian 
surface at the expense of endurance and expan- 
sion space. 

Armored Suits like the armored version of the Her- 
cules, are regularly worn by marines in the various 
fleets. The suit is built around a one piece durashell 
torso with the limbs encased in articulated durashell 
plates. In essence, armored suits are hard worksuits 
with even more armor protection, meaning that 
manufacturers of commercially available hard 
worksuits are the same companies supplying the 
military. Few people have use for an armored suit 
outside of military or police organizations. 

Expandability* Armor R; 
1 /1/3/2 10 ~ 

I 1 Civilian crew Suit 1 /0/0/2 18 
Military Crew Suit 1 /0/0/2 22 -1 6 hrs+hookup 12 
Apollo Crew Suit 1 /I 11 /I 16 0 6 hrs+hookup 8 

~ t i n g  Encumbrance Endurance Mass (kg) Cost (Cr) 
-1 8 hrs 10 5500 
-1 6 hrs+hookup 10 6000 

Pilot Suit 0/1/1 /o 
Mars Suit 1 /I /2/ 1 
Military Mars Suit 1/1/2/0 
Emergency Suit o/o/o/o 5 12 
* Expansion Slots available in order: Helmet/Torso/Mission PackILegs 



Augmented Suits have additional myomer and 
actuator additions t o  increase the effective 
strength of the user. These space suits are the 
last step before an exo-skeleton or exo-suit. The 
majority of  materials are more flexible than a 
normal hard suit, technically making the aug- 
mented suit a heavy soft suit. These suits are 
considered hard suits because of the structural 
reinforcement that support the user and accom- 
modate the myomers and actuators. Augmented 
suits are used where exo-skeletons cannot op- 
erate, or when exo-suits are too costly t o  use. 
The space suit doesn’t increase the wearer’s 
movement rate, but it gives the wearer an effec- 
tive Strength of +2. (If the character has a STR 
of 2 or higher, they gain no benefit.) 

Damage Control Suits are specially modified 
augmented hard suits for damage control crews. 
The most noticeable change is the smaller mis- 
sion pack with a six-hour air supply and larger 
power supply. The increased power supply al- 
lows the suit t o  continuously power rescue 
equipment for about two hours. The suit has a 
crew station socket and a recharge port. 

The suit’s outer layers are replaced with a fire re- 
sistant material. A high-power radiation screen 
(10,000 rad/hr) is included for damage control in 
propulsion areas or under adverse solar condi- 
tions. An integrated damage control sensor suite 
incorporates all aspects of environmental moni- 
toring; the two most commonly used feature are 
the remote temperature probe (to check for bulk- 
head and hatch hot spots) and a sensor that 
checks for ungrounded electrical connections. 
Gravity boots (see further) are also included to  
make moving in low gravity easier. 

V ACCESSORIES AND OPTIONS 

Space suit accessories and options are available for 
many different suit components: helmets, gloves, 
boots, life support, propulsion, and electronics. 
While the following items are the most widely avail- 
able, players and Gamemasters can always create 
new items to add to their space suits. Indeed, modu- 
larity is a key feature of every space suit design. 

Heads-Up Display: An integrated HUD is a stan- 
dard feature of pilot helmets. It displays vital in- 
formation on the faceplate. Pilots who are always 
surveying their surroundings for collision hazards 
while monitoring their internal status like to have 
vital information always in sight. Other professions 
also like to  use helmet HUDs. There are two HUD 
models available: a 2D projection, and a 3D holo- 
graphic projection. 

Food Dispenser: Dispensers for food are available, 
though calling it ’food’ is actually misleading, since 
dispensers don‘t actually provide solid products. 
Various nutrient rich pastes and thick drinks are nor- 
mally dispensed through a tube that slowly serves 
the food when the user bites down on the helmet 
inner mouthpiece. Concentrate tablets are another 
common food supplement for space suit users. 

”Just don’t choke on it or you’ll wish you hadn’t 
such a taste for luxury.” - Ardvarck Sim, Solar Cross. 

Light Sources: Light sources of varying size and 
power are attached to  the helmet. The light source 
is self-contained, though some of the most pow- 
erful versions carry their power sources in the mis- 
sion pack. Helmet lights are rated by the effective 
range and arc they illuminate. The standard hel- 
met light is a 20/45 light (20-meter range over a 
45 degrees arc). The most common self-contained 
model upgrades are the 20/90, 50/45 and 50/90 
(which uses a lamp on each side of the helmet). 

I 

ExDandabilitv* Armor Rattna Encumbrance Endurance Mass Cost -1 
Hard Worksuit 1/2/2/2 30 -1 10 hrs 15 6500 
Shakunetsu Worksuit 1 /1 /o/o 24/Fire -1 6 hrs 16 8000 

I 1 Armored Suit 1 /2/2/1 50 -2 10 hrs 18 7500 1 I 

Augmented Suit 1 /2/2/2 25 -1 10 hrs 20 9000 

* Expansion Slots available in order: Helmet/Torso/Mission PacULegs 
Damage Control Suit 1/2/2/2 30 -1 6 hrs 20 11,000 
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Lights powered by the batteries in the mission 
pack are available in 100/45, 100/90, and 250/60 
models (all of them a twin-lamp configuration). All 
light sources can operate for twelve hours before 
requiring a recharge, which can be done through 
a standard charge port (see below). 

Waldo Gloves: A misnomer since they actually 
replace the suit's arms. Waldo gloves feature built- 
in controls for using remote manipulators. Acti- 
vating the gloves allows the user to enter a con- 
trol code to take over a set of robotic manipula- 
tors on any manipulator-equipped system. The 
back of the right hand glove has controls for cali- 
bration, motion and feedback. The back of the 
left hand glove has controls for manipulator over- 
ride and the Waldo-manipulator interface. Limited 
voice recognition is used to allow the user to  freeze 
the manipulators when he needs his hands for 
something else. The manipulators do not unlock 
their position until the controls are unfrozen and 
the Waldo gloves are returned to a position that 
approximates the manipulator's current position. 
Waldo gloves are only available in pairs. 

Pseudo-Hands: A pseudo-hand is a mechanical 
hand and elongated forearm unit that mimics the 
user's hand movements via a hand Waldo. This 
gives the impression that the user has longer than 
normal forearms. The heavy duty version gives the 
user a stronger grip strength and extended reach 
that is useful for handling extremely hot, cold or 
dangerous items. The light duty pseudo-hand is 
much narrower and smaller for detailed work in 
hard to reach places. Both versions have the op- 
tion to include a light (+50 credits) and video feed 
to a helmet heads-up display (+250 credits). 

Gravity Boots: The electroadhesive attachment 
system, or "gravity boots," is a common feature 
for colony cylinder workers. It gives the user the 
ability t o  walk along the construct in zero gravity 
conditions, which reduces MMU usage for in- 
creased durations. Gravity boots use molecular 
polymer technology to  keep the user attached to  
whatever they are standing on. It provides the user 
with a +I modifier for any Zero-G Movement test. 
The power supply is carried in a pocket above each 
ankle, but can be turned on or off from the wrist 
controls. 

Reinforced Boots are constructed with additional 
composite panels and duraplast mail that reach 
the mid-thigh, enabling them to take extra abuse. 
The boots are simple additions for users that 
spend a lot of time on the surface of planets and 

I moons. Frequent users are geologists who spend 
time on their knees, or in various crevices that 
might wear the suit's legs. Reinforced boots add 
..:.. ̂ ^:^&- L^ - -..L .... :&I- A --^- De&:^.- 
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Armored Boots are composite-metal boots that 
reach the mid-thigh. They are meant specifically 
for users that spend a lot of time in above-aver- 
age "hostile" environments. Prospectors and min- 
ers use armored boots to protect themselves from 
debris thrown out by mining equipment. The ar- 
mor is appreciated when it absorbs blows from 
erratic equipment that would otherwise maim or 
sever the leg. It is also a lot cheaper to partially 
armor a soft suit instead of buying a complete 
armored suit. Armored boots add ten points to  a 
soft suit's Armor Rating. 

Radiation Screens: Radiation protection is pro- 
vided by a magnetic screen generator attached 
to the suit's torso or mounted in the mission pack. 
Radiation screens are available in three levels of 
protection: 100 raddhour, 1000 raddhour, and 
10,000 rads/hour. The most powerful version is 
normally used within the orbit of Venus, during 
times of increased solar flare activity, or in areas 
of high radiation. All screens come with an inde- 
pendent power supply sufficient for 12 hours of 
operation. 

Endurance Upgrade: Space suit endurance up- 
grades are accomplished by mounting additional 
air tanks and batteries internally or externally. In- 
ternal upgrades permenantly increase the size and 
mass of the mission pack. External endurance 
upgrades lock onto specified attachment points 
with air and power connectors. The mission pack 
can carry a maximum of four external upgrades 
or two internal upgrades, though external up- 
grades are still usable with the internal additions. 
Each endurance upgrade increases the suit's en- 
durance by two hours. 

Recharge Port: For suits that are not normally fit- 
ted with an accessible recharge port, it can be ret- 
rofitted. The end of the connection, and suit socket, 
is shaped with the top half hexagonal and the bot- 
tom half square. This makes the connection easy 
and foolproof. The connection replenishes the suit's 
atmosphere supply, drinking water, and power. 
Separate oxygen and nitrogen lines mean that in- 
tegral MMU systems are also refueled. A recharge 
port should not be confused with the resupply ports 
that are located on the side of a mission pack - an 
inaccessible spot for a lone person. 

i 
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Manned Maneuvering Units: Every movement in 
freefall is governed by Newton's Laws of Motion: 
"for every action there is an equal and opposite 
reaction." Spacers sometimes refer to the laws as 
"Newton's Curse" when running low on reaction 
mass and performing complex orbital maneuvers. 
For people involved in long duration extra-vehicu- 
lar activities, the simple act of  moving a tired arm 
brings about Newton's Curse as the body moves 
in the opposite direction to  keep the center of 
gravity a t  rest. Manned Maneuvering Units (MMUs) 
are a tool to help EVA personnel perform their 
jobs quickly and efficiently while keeping control 
of their motion and position in space. They con- 
sist of a set of precise rockets mounted on the 
backpack version of the mission pack. From the 
simple to the complex, a variety of MMU models 
are available. 

The controls for MMUs are standardized between 
every model of MMU manufactured in the Solar 
system. A programmable switch is tied to each of 
the six basic motions: rotation about the x-axis 
(roll), y-axis (pitch) and z-axis (yaw), and transla- 
tion along the three axis. By default, the left hand 
controls rotation, and the right hand controls trans- 
lation. A failsafe switch built into the controls en- 
sures that the MMU control does not activate when 
unintentionally hit. The most common control used 
is a large rocker switch that releases a controlled 
burst of reaction mass (producing a small fraction 
of a gee acceleration) for a single activation. The 
switch must return to the neutral position before 
another command is activated. This method al- 
lows for great control since a single burst that starts 
a motion in one direction can be cancelled by a 
single burst in the opposite direction. 

MMUs can also be operated by voice commands. 
The degree of control allowed by the MMU is 
dependent on whether it is equipped for standard 
or advanced commands. In both cases, the voice 
commands can be deactivated prior to use. Basic 
switch-activated MMU motions are also available 
for vocal hands-free operation on advanced mod- 
els. Regardless of the control system used, the 
MMU's computer attempts to make the most effi- 
cient use of the available reaction mass. 

" 1  once had a partner who used swear words to  
activate his MMU. The poor soul was lost in space 
after forgetting himself in an argument. Really." 

- Ardvarck Sim, Solar Cross 

Integral MMU: Integral MMUs for space suits add 
a set of thrusters and reaction mass tanks to the 
top and bottom of the missions pack. The thrust- 
ers (2 MP) are set into the ends diagonal exten- 
sions a t  each corner of the mission pack. The MMU 
uses nitrogen gas, heated by the suit's thermal 
control system, for reaction mass (20 BP). 

Advanced MMU: Advanced MMUs are identical 
to a normal integral MMU in every aspect (2 MP, 
20 BP) except the degree of control. Advanced 
voice commands and inertial navigation allow the 
user greater flexibility and precision control of the 
MMU. Some of the commands available include 
precise rotation and lateral movements, stability 
and orientation correction (constant or specified), 
and moving a t  specific rates. Advanced MMUs are 
only available to  expert users, since it is very easy 
to quickly deplete the onboard re-mass. 

External Reaction Mass Tanks: Increased reaction 
mass is possible by attaching additional tanks (IO 
BPs each) to the suit. These are externally mounted 
to the MMU sections of the mission pack (since it 
is preferable to carry additional oxygen internally.) 
Integral and advanced MMU systems both have 
the necessary mounts to double their reaction 
mass capacity with external tanks that decreases 
the maximum number of external life support up- 
grades by two. 

Enhanced Communicator: Enhanced communica- 
tion systems provide improved voice and data 
transmission over longer ranges. The standard 
radio (-5 Comm, 10 km ground/lOOO km space) is 
replaced with a more powerful radio (-3 Comm, 
20/2000 km). The enhanced radio is also capable 
of handling real-time video and data transmission 
from equipment attached to  the comm system. 

Military-grade communicator improve their trans- 
mission capabilities with encryption, frequency 
hopping, and increase power output. The stan- 
dard radio (-5 Comm, 10 km ground) is replaced 
with a powerful military version (0 Comm, 30 km 
ground). The military radio is capable of  handling 
real-time video and data transmission from equip- 
ment attached to the suit comm system. This gives 
officers current situation intelligence during a mis- 
sion for better command decision making. 

i 

i 

i 
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Sensor Systems: Though a person can always c 
a portable sensor unit, there are two method! 
mounting sensors on space suits: modular 
permanent. Modular sensors are mounted t c  
interface plate on the suit’s torso. The suit’s f 
arm control pad acts as the interface to the ! 
sor; sensor data is also displayed on the cor 
pad screens. Permanent sensors are sirr 
hardwired into the suit; the sensor unit is stil 
cated on the suit’s torso. It is not uncommor 
people performing certain tasks, like prospec 
or search and rescue, to have the appropriate 
sor unit permanently attached to  their space 
Audible sensor alarms can be set with both 
sions to alert the user to  important, or dan 
ous, readings. 

Installation of a modular sensor mount costs 
credits, Modified portable sensors that moun 
the suit cost an additional 10%. Permane 
mounting a sensor system to the suit also c 
an additional 10%. 

Electronic Warfare packs: Two electronic wat 
packages are available to  mount on space s 
electronic counter measures (ECM) and electr 
counter-counter measures (ECCM). Both syst 
use a separate power source, but their opera 
time is limited to  approximately thirty minutc 
continuous use. Either system is plainly visible. 
the numerous antennae on the mission pack’! 
terior. These antennae preclude the use of 
other externally mounted options, like additi 
reaction mass. These systems are equivaler 
Rating 1 vehicle system with a basic range of 
kilometer. 
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Adaptive Fittings: Adaptive fittings allow a space 
suit t o  fit different accessories used for different 
tasks; thus, a single suit can perform the functions 
of several suits. In game terms, it allows a charac- 
ter t o  combine parts of different suits while ignor- 
ing penalties devised by the Gamemaster for wear- 
ing replacement parts. A universal helmet ring al- 
lows for numerous helmet fits, but different hel- 
mets must still fit different options. The adaptive 
fittings occupy the existing suit’s torso expansion 
slots, it can now only accept the mission pack. 
Other body parts use the replacement’s expan- 
sion slots. The partial Armor Rating p.165 is used 
to  adjust the suit‘s new Armor Rating. 

The accessory parts require some modification to 
attach to the adaptive fittings, but once modified 
can be easily attached and detached (two rounds) 
by a trained user. Components of other armors 
and accessories that are adaptive-fitting compat- 
ible cost an additional 25%. For example, com- 
patible Waldo gloves would cost 625 credits. 

Steele Grapple Gun: Grapple and lines are simple 
tools used to  tether oneself t o  a spaceship or rock 
while working, so that a false move won‘t send 
the person tumbling into space. The Steele is a 
compressed gas gun that allows the grapple and 
line to be fired a t  a distant surface. The gun has 
the following stats: Acc 0, Base Range 10 m, x2 
DM, costs 20 credits and weighs 0.5 kg. The gas 
canister is good for ten shots, and reloads are 
available for 2 credits (though the canister can be 
recharged by any standard pressure line). 



Equipment Expan. Slots Wt cost  

Heads-Up Display, 2D H I  400 

Heads-Up Display, 3D H I  550 
Food Dispenser H I  0.5 50 
Lights 

20190 HO 10 
50145 HO 0.5 20 
50/90 HO 1 35 
100145 HO/MI 1 60 
100190 HO/M 1 1.5 EO ~. 

250160 HOIM1 2.5 100 
Waldo Gloves T2 2 500 
Pseudo-Hand, Heavy T I  2 250 
Pseudo-Hand, Light T I  1 175 
Gravity Boots L1 2 500 
Reinforced Boots L1 2 200 
Armored Boots L2 4 400 
Endurance UDarade. Int. M I  1 s  inn . .- . _-  ,I . 
Endurance Upgrade, Ext. M* 2 125 
Recharge Port TO 1 50 
Integral MMU M I  6 2000 
Advanced MMU M I  6 3500 
External Re-Mass (10 BP) M* 2 100 

Radiation Screen (100 radlhr) T I  2 500 

Radiation Screen (1 000 rad/hr) M I  3 1000 

Radiation Screen (1 0,000 radlhr) M I  5 1500 
Enhanced Comm H I  1 150 
Military Comm H I  1 200 
Sensor System T I  zoo* 
ECM M2 4 3 nnn -,___ 
ECCM M2 4 2,000 

Steele Grapple Gun T I  0.5 20 

Adaptive Fittings 4 5,000 

_. I .  

H = Helmet, T =Torso, L = Legs, M = Mission Pack 

* See descriDtion on Drevious Daaes I 

i i 



rooLs ts EQUIPMENT 

Dple need certain tools to carry out their daily 
2s. Whether at home, work or play, individuals 

on certain items to make tasks easier, or al- 
J them to do things quickly and efficiently. " ' 

Dossible to list every item that  a person CI 

nt or need, so Players and Gamemasters r 
npromise on the level of detail they war 
lude in their game. 

zse are some of the more common pers 
n s  available on the market. The items t 
en selected based on their usefulness to 
iturers. I t  is obvious they represent only a 
all fraction of the tools that exist on the c 
rket. 
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for use in gravitic environments, such as a plan- 
etary surface or the interior of a colony. Space- 
adapted versions are available for 1.5 times the 
cost; other statistics remain the same, although their 
external appearance may be drastically different. 

There are thousands of manufacturing companies 
throughout the solar system, some well known, 
others not. All of the brands named in this chap- 
ter are recognized as reliable and sturdy, but oth- 
ers might not be so. PC's use equipment from 
unknown sources a t  their own risk. Sometimes if 
the quality is particularly poor, the object ceases 
to function, with potentially deadly consequences. 

Abraham Microgravity Assistant: When CEGA 
gained control over the Orbitals, the resultant in- 
flux of untrained personnel resulted in a pressing 
need for an efficient navigational aide for the less 
graceful immigrants. Abraham Microgravity Assis- 
tants are small drones intended to help people 
move about in low gravity environments. When a 
user signs up for Abraham service, they are issued 
a unit, the design of which changes whenever new 
specifications are issued or when the unit is re- 
turned to a dealership for quarterly servicing. Not 
content to simply let these devices serve as navi- 
gational assistants, the designers also incorporate 
increasing functionality with each new revision. 

The latest revision of the Abraham is an eighteen- 
centimeter sphere with four small handgrips and 
six vectored aidcold-gas reaction fan-thrusters. 
Most people just use the Abraham to cushion their 
arrival a t  a far wall, or to get them moving again 
when air resistance has brought them to an unin- 
tended halt. They can also teach people how to 
move in a foreign microgravity and rescue them 
when they get stranded. With the help of a small 
video screen, an Abraham unit can display short 
messages or animations (not to mention i ts whim- 
sical, almost playful mode of interaction). The unit 
has Armor 10 but it's fragile: it will be put out of 
service by any "wound" received. 

Benford Mechanical Tool Kit: This typical kit in- 
cludes the basic tools required for routine main- 
tenance and repair: two hammers, two power saws 
with adjustable blades, powered adjustable screw- 
drivers and wrenches, a laser knife, a power drill 
with bits, and a collection of rechargeable power 
cells and charger. All this fits in a 100 x 30 x 20 cm 
airtight toolbox. No mechanical repairs other than 
jury-rigging can be accomplished without a me- 
chanical tool kit. 



A respirator is a face mask that covers the nose 
and mouth to provide oxygen when a full suit is 
unnecessary. The respirator can use an indepen- 
dent air supply, or it can use filters and chemical 
scrubbers to  provide clean air from the immedi- 
ate environment. Short trips into the Martian at- 
mosphere are possible with a respirator; however, 
proper clothing and goggles are required to pre- 
vent excessive UV radiation exposure. 

The emergency breather is a full mask that cov- 
ers the entire face and head. Slipping the breather 
over the head, the user seals the emergency 
breather around the face by several straps a t  the 
sides of the breather. A two hour air supply is in- 
cluded in a tank carried on a shoulder strap. 

The Rock Industries Claim Beacon is used to iden- 
tify ownership and claim status of asteroids and 
geographic locations on moons and planets. The 
beacon is a simple radio transmitter that broad- 
casts a repeated message declaring ownership, 
claim file number, and pertinent details related 
thereto. On more than one occasion disputes over 
the status of a valuable asteroid or area has arisen 
from the relocation or disabling of claim beacons. 
As a precaution, claimants usually place additional 
hidden and inactive beacon(s) to backup the origi- 
nal signal. 

The Personal Emergency Locator Transceiver 
(PELT) is a compact version of a ship ELT, combin- 
ing a transmitter and receiver. A lost or injured 
person can be located by other party members 
or searchers with greater ease. The rescue bea- 
con on a space suit is equivalent t o  a PELT. 
OzoneTech is the leading manufacturer of PELTS. 

Climbing Gear is used on planetary surfaces and 
to help move about on planetoids. The auto-pi- 
ton is a climbing aid that fires a metal anchor into 
rock. It is easy to use with a single hand. 

The powered ascender, or tether line, is used to  
carry a person up any line or cable capable of 
handling his or her weight. It looks like a large 
flashlight with a slot down the side for inserting 
the line. A handle, with the ascender controls, and 
a tether long enough to put around the foot, com- 
plete the unit. 

Lighting: The Sinclair Flashlight is a small pen-like 
flashlight that has a range of up to 50 meters in a 
wide 90 degrees arc, or up to 300 meters in a 
narrow 3 degree beam. 

W 
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When Sinclair Glow Stickers are removed from 
their pack and stuck to  almost any surface, these 
luminescent stickers will provide enough light to 
read by for about an hour. Illumination will then 
quickly decrease, and fade out in about thirty sec- 
onds. Each pack holds 20 stickers. 

The Sinclair GlowRods are a brighter, two-hour ver- 
sion of the company’s glow stickers, packed five 
per box. Bending the polymer tube initiates the 
chemical reaction that produces the light. 

The Illuminator lamp is a vacuum-capable area 
light. Whether running on an internal or external 
power source, it provides bright light over a cir- 
cular area with a 100 meter diameter. The lamp 
sits on top of a four-meter post connected to  a 
base containing the power source and external 
connections. All flashlights and lamps can use 
special ultraviolet and infrared filters to  provide 
alternate illumination options. 

LlLU MultiPaz Electronics Tool Kit: This typical kit 
includes the basic tools and instruments required 
for routine electronic maintenance and repair: cut- 
ters; pincers; powered adjustable screwdrivers and 
wrenches; a laser knife; a minidrill; a saw; a multi- 
purpose meter; a halogen minilamp; rechargeable 
power cells and charger. It fits in a 60 x 25 x 20 cm 
airtight and insulated toolbox. No electronic re- 
pairs otherthan jury-rigging can be accomplished 
without an electronic tool kit. 

Mars Tent: The Mars tent is a two-person shelter 
for use on Mars. The aluminized polymer tent is 
inflated by directly pumping Martian atmosphere 
into the frame and floor. The same system also 
extracts oxygen and nitrogen from the atmosphere 
into the tent, so an occupant can remove his Mars 
suit. The entire tent is extremely robust. Any mal- 
function triggers a loud alarm, giving the occu- 
pants plenty of time get into a suit. The system 
requires recharging after three nights of use. 

r 
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Restraints: Rugged polymer sheets and nets 
ture multiple attachment points, varying sizes, 
options like camouflage patterns and reflei 
coatings which make them extremely us1 
Smaller nets are often used to secure pers 
items in zero gravity conditions. 

Velcro is widely used in microgravity environmi 
Reusable and permanent adhesive backed s 
and patches are available in a wide range of 
and colors. Until the late 21st century, Velcro 
used to  secure people to  a ship's "floor". A! 
human occupation of space increased, and pe 
adapted to the microgravity environment, 
practice passed out of usefulness since the 
jority of the space population didn't require 
"amateur methods" for moving about. 

Elastic cords and arresting tethers are comrr 
used to  keep a person stable in microgravit 
elastic cord will stretch to  allow some freedc 
movement, but moving too quickly withou. 
ing prepared can lead a person or item to  SI 

into a wall or console. Arresting tethers are a 
tler solution to remaining relatively immobile 
special tether reel is set at a particular length 
switch. Any tension, while the switch is enga 
is countered with a geometric increase in the 



Equipment wt cost 
Abraham Microgravity Assistant 4 150/quarter, 450/year 
Benford Mechanical Tool Kit 5 300 
Respirator 1 15 
Emergency Breather 1.5 40 

Personal ELT 0.25 80 

Rock Industries Claim Beacon 20 1000 

Auto-Piton 0.25 ?n _ _  
Powered Ascender 1 40 

Sinclair Glow Stickers, pack of 20 0.5 15 

Sinclair Flashlight 0.5 10 

Sinclair Glow Rods (box of 5) 0.5 10 
I Illuminator LamD h 

LlLU MultiPaz Electronics Tool Kit 2 snn 
Mars Tent 5 200 (Mars only) 
Polymer Sheet (2x2rn) 2 10 
Polvmer Net (2x2m) 1.5 8 

Velcro Patch (Box of 5) 0.1 1 
Elastic Cord 10.5m) n i  1 . I  _.  
Arresting Tether 0.5 10 
Composite Tape 0.25 2 
Parafoil 8 100 
Bicvcle (one person) 8 1 r;n 
Bicycle (two person) 14 250 
Bicycle (powered, one person) 11 200 
Bicycle (powered. two person) 18 3nn 
Visionary Systems Laser Imager 2 400 
Visionary Systems Microwave Imager 2 500 
Visionarv Svsterns Thermal lrnaaer 1 mn 

~ 

Infrared Light Filter 5 
Ultraviolet Liaht Filter < J ., 
Storaae Case 3 7n - -- 
Secure Storage Case 3 35 
Transport Case 6 50 
Secured Transport Case 6 A5 

Dual Spray, 6 canister 1 150 
Emergency Patch, box of 10 0.5 50 
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V MEDICAL TECHNOLOGY 

It is not always possible to prevent illnesses and 
deterioration of health. Accidents and combat can 
also severely threaten the well-being of PCs. Of- 
ten, the quality of medical equipment available 
can make the difference between life and death. 

Syntheskin Ltd. First Aid Kit: This small, light- 
weight kit includes everything needed to  handle 
simple em erg ency situ a t  ions: syn t h es ki n ban- 
dages; antiseptic solution; cleaning sponges; one 
cutter; one clamp; hypodermic spray; and one 
dose each of Healing, Painkiller and Sleeping 
drugs. A Medicine Skill test without a kit suffers a 
-2 penalty. LifeTech Industries of Mars is the top 
brand, but Syntheskin is making a name for itself. 

LifeTech Industries Field Surgery Kit: The Field 
Surgery Kit is a complete emergency medical 
treatment package. In addition to  the items found 
in the First Aid Kit, the Field Surgery Kit includes 
scalpels and surgical tools, a multifunction pump- 
ing system, dehydrated blood plasma along with 
a re-hydrator, and an inflatable sterile tent. Using 
it is a Cpx 2 task, but it provides a +I bonus to 
the Medicine test. The premier brand name is also 
LTI, but the Earth sphere’s various manufacturers 
are also recognized as above-average quality. 

Cathiode Electronics H31 -P Hand Mediscanner: 
This small hand-held device helps diagnose health 
problems. Within about 24 seconds, it can record 
vital signs and determine if someone has been 
infected with a specific disease. It adds a +I bo- 
nus to Medicine Skill tests for diagnosis. Jupiter’s 
Cathiode Electronics produce the reliable H31 -P 
model. 

It is also sometimes used as a recreational nar- 
cotic. This drug is manufactured by a wide variety 
of companies such as Herbeal‘s of  Earth, and 
Jupiter’s Lichorp. 

Relaxin Painkiller Drug: This commonly available 
analgesic helps reduce the pain from wounds, dis- 
eases or chronic conditions. It is applied locally 
by hypodermic spray. A less potent version is avail- 
able in tablets under several trade names. 

Sed-dan Sleeping Drug: This popular sleeping aid 
is a safe sedative with euphoric and analgesic side 
effects. It was carefully designed to make it very 
difficult to overdose. 

Vitamax Healing Drug: This liquid solution, which 
must be administered daily, doubles the healing 
rate of any individual. For each daily dose missed, 
an additional day will be needed for any wound 
to heal completely 

0 VACCINES 

Vaccines are compounds of  specifically engi- 
neered attenuated viruses and bacteria adminis- 
tered to individuals in order to  boost their immune 
system. Each vaccine usually protects against 
about a dozen specific diseases, and costs be- 
tween 5 and 200 credits. Vaccines give a +2 bo- 
nus to the appropriate Health roll. 

Itern Mass (kg) Cost (credits) 

Svntheskin Ltd. First Aid Kit 2 50 
I LifeTech Ltd. Field Suraerv Kit 10 650 I 

MercMed Portable Hospital: A Portable Hospital 

addition to a Field Surgery Kit, it features: a Hand 
Mediscanner, a multipurpose chemical analysis 
and synthesis laboratory, a computer-assisted VR 
surgical system, an ultrasound imaging system, 
artificial-bone modeling tools, and a miniature 
growth tank for skin and muscle tissue. Using it is 
a Cpx 3 task, but it provides a +2 bonus to  the 
Medicine test, in addition to being able to  regen- 
erate missing tissues. It is contained in a 1.5m x 
1.5m x 1 m box. 

is the ultimate in mobile medical equipment. In , I I -  I I  
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0 DRUGS 

Euforan Euphoric Drug: This compound is not 
really a medical drug, though it is sometimes ad- 
ministered to victims of panic and anxiety attacks. 

I 

- _  
Cathiode Hand Mediscanner 1 500 

I MercMed Portable HosDital 25 4.500 I 
I uruas I I  - 

Euforan, 1 dose 0 01 

5 I Relaxin, 1 dose 0.01 
Sedan, 1 dose 0.01 

5-200 
l o  I Vitamax , 1 dose 0 01 

Vaccine, 1 dose 0 01 

Potency Onset Time 

Euforan 12 15 rnin 

Relaxin 8 
Sedan 9 

i 
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In most places, telephones, video screens and 
computers are all linked and work together as one 
unit. Simple voice or video communications are 
usually cheap. Interplanetary rates are much higher 
however, and talking face to  face is not possible 
due to the long lag time involved. 

Communicator: This apparatus is used to trans- 
mit and receive data through radio waves, from 
long waves all the way to ultra high frequencies. 
There are three basic models, differentiated by 
range. Cheaper models, such as Nakumacom's 
hand-held LW Radio have an effective range of 
10 km. Mid-range models like Speechtech's 
Celurite line have a range of 100 km and high- 
end sets that can broadcast as far as 1,000 kilo- 
meters are produced by JVD Electronics. None of 
these models have built-in encryption capacity and 
all are very vulnerable to jamming. 

Headset and Wristcom: Headsets are the com- 
munications device of choice to groups that need 
to stay in contact with each other, have their hands 
free to perform other tasks and also have no need 
to conceal their purpose. A variant called the 
wristcom is worn as a small metal band around 
the wrist. The standard systems available to the 
public have a range of 5 km. They are produced 
in many locations, such as the Nakumacom plant 
on Earth. 

C-Cure Listening Device: This simple device is 
similar in many ways to the first listening devices 
ever used by humans- a microphone surrounded 
by a broadcasting or recording device and en- 
closed in a miniature box. The greatest advances 
in these technologies have been found in the con- 
cealment capabilities of the device, although ad- 
vances in miniaturization and broadcasting power 
have occurred as well. There are a myriad of pro- 
ducers of these devices, and a large variety of 
models from which to choose as well. Many pri- 
vate detective agencies suggest that the best of 
these - besides military models - are made by 
C-Cure, and there are stories of investigators who 
could not find "bugs" which they had planted, 
despite the fact that they knew the bug was still 
present and operating as it was supposed to. 

JVD Electronics Satellink: A satellink communi- 
cation unit is simply a small device that enables a 
computer, radio or VR terminal to receive direct 
link data from orbiting satellites. It comes with its 
own parabolic antenna and both broadcasts and 
receives on a direct channel. It cannot be used 

while moving due to  the precise antenna ali! 
ment which must be maintained during operati' 
unless the satellite broadcasts in wide bands. J 
Electronics is the primary producer that sells to 
the solar system at  large, butthere are other manu- 
facturers who have quality performance in this area 
as well. Although it is not difficult to acquire one 
of these devices, the access codes of the satellite 
which the owner wishes to  use the Satellink with 
must be known before communication can begin. 

Masuo-PANet VR Terminals: The development of 
high-speed computers and light weight data dis- 
play devices have enabled the creation of quite 
convincing virtual realities (VR). A user equipped 
with VR goggles and body sensors can easily be- 
come an actor in a play, take part in a party on a 
station hundreds of kilometers from his home or 
learn a new skill. VR technologies have also 
spawned many very advanced video games. 

Most PublicAccess Networks (PAN) have a VR dis- 
play option in addition to the usual plain text and 
multimedia displays, but not all of the broadcasts 
are available since some field reporters wisely 
refuse to carry around the heavier and more cum- 
bersome 30 camera. Fully interactive VR programs 
usually cost between 5 and 10 credits per hour, 
but most worthwhile educational programs, and 
some high-end entertainment suites can cost up- 
wards of 100 credits per hour. Stacks of datadisks 
with pre-recorded programs can also be pur- 
chased. Each disk can hold 2 hours of VR and costs 
between 1.5 and 5 credits for average material. 
Major VR producers include ZONet news agency 
and Thespasight Entertainment. Coffin rooms of- 
ten feature PAN terminals. 

VR Suit: The first thing a neophyte will notice when 
putting on a VR suit is the mass of the suit; the 
combination of sensors and feedback devices 
needed to  provide a convincing tactile illusion are 
heavy. Each VR suit comes with a small onboard 
processor block that determines the suit's reac- 
tions to the environment. Suits that provide more 
than pressure and texture feedback are extremely 
rare, and more than ten times as expensive as the 
standard type. VR glasses are needed to complete 
the suit and cost an additional 150 credits. 

Newsman AudioNideo Recorder: This multipur- 
pose camera-like apparatus can digitally record 
and playback high-quality sound and video. It uses 
small memocards t o  store the recorded data, 
which come either in single ten-minute cards or 
stacks of 30, 60, 120 or 240 minutes. 
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Masuo Datapad: The Masuo is a common small 
"dumb" computer that serves as a combination 
of personal agenda, address book, notepad, etc. 
I t  can be linked to a computer system to down- 
load or upload information, but cannot run pro- 
grams on i ts own. 

Public Comm Terminal: Videophones are the most 
common home and public telecommunications 
device. A touchscreen and 2D-video camera with 
sound are combined into a single unit. Public 
comm terminals charge a small fee for use. The 
average public use rate is one credit per five min- 
utes. The terminal also includes a port for a data 
pad or portable computer for remote access and 
data transfers. Public terminals are located around 
communication system nodes. Finding the termi- 
nals in a crowd is easy; simply look for the node's 
transmitter above people's heads. 

Terra Orbital Laser Comm: The Terra Orbital La- 
ser Comm system is a line-of-sighvpoint-to-point 
laser system that allows for secure and undetect- 
able short range communications. The system is 
a small fist-sized unit that encases the laser and 
comm system, and a subvocal microphone (see 
page 137). I t  looks like a small pair of binoculars, 
and functions in a similar manner. Looking through 
the unit's eye piece, the user sees a dot a t  the 
point where their unit's laser will hit. The receiv- 
ing unit, in position to receive, has a glowing circle 
- only visible with another Laser Comm unit - 
that indicates where to aim the dot. When both 
users have their opposite member "hit" (the dot 
in the circle), a secure connection is established. 

InterLink Systems Hydra Comm Network: The 
InterLink Systems Hydra Communications Network 
is an intelligent, military-grade communications sys- 
tem. The system is a broadband, encrypted, fre- 
quency-agile system. The system uses three distinct 
comm units as part of the network a command unit, 
a platoon unit and a transmitter station. 

The command unit coordinates a section of the 
overall network. The command staff can selectively 
monitor any part of the network, or communicate 
directly with a single unit. Under the direction of 
the command unit, the transmitters within the net- 
work can triangulate the position of any friendly 
comm unit within range of the system. This feature 
is especially useful for commanders since they can 
instantly locate any contact with a hostile force by 
the reporting unit's transmission alone. 

The transmitter station is a link in the communica- 
tion chain. The station is both a retransmitter that i 

extends the reach of the overall network, and a 
traffic controller that intelligently handles commu- 
nication priority and volume. The optimal network 
setup requires each station to  be capable of con- 
necting to two or more other stations. If part of 
the network is ever disrupted, the transmitter sta- 
tions redirect comm traffic around the disrupted 
section. Transmitter stations are only used in rear- 
areas and fixed deployment zones, though some 
units adapt them to vehicles for increased comm 
network stability for mobile actions. 

The platoon unit is the smallest, a cylinder 40 cen- 
timeters long and 20 centimeters in diameter. The 
unit acts as a central node for squad/platoon level 
communications. The individual troops are issued 
military comm links keyed to  this unit. The pla- 
toon unit is video uplink capable for providing 
command staff with realtime information. In the 
case of a mobile conflict, individual platoon units 
act as transmitter stations within the network, or 
connect directly with a command unit. 

Item Rating Range Wt Cost 

Nakumacom -5 lOkm 0.25 20 

I Celurite -5 100km 1 500 

JVD Electronics -5 1000km 10 10000 1 HeadsetANristcom Zk.1 0.5 251  

Listening Device 0.01 50- 
1000 
JVD Electronics Satellink Orbit 2.5 200 

Masuo-PAN, VR Terminal - 

VR Suit :500 25! 1~ 
1 200 I I AudioNideo Recorder - 

Memocards 
10 minutes 

I 1 1  
1 30 minutes 0.05 2 5 1 I 

60 minutes 0.05 4 

120 minutes 0.05 7 5 

Masuo Datapad 0.1 200 

Public Comm Terminal - 

Terra Orbital Laser Comm +1 500m 0.25 250 

InterLink Systems Hydra Comm Network 
Command Unit +I 150km 25 2500 
Transmitter Station +1 150km 8 1500 

Platoon Unit +1 15km 36001tem 



0 COMMUNICATION 
ACCESSORIES 

While some features are common to  all commu- 
nication devices, other features are not incorpo- 
rated for reasons of expense, lack of demand, or 
regulatory restrictions. The following accessories 
are the most frequently used options for those who 
want or need expanded capabilities fortheir com- 
munication devices. 

Voice Scrambler: Voice scramblers are commer- 
cial versions of military "light" encryption systems 
that attach to existing non-military communica- 
tors. The scrambler takes normal speech, encrypts 
it, and then sends it out as "static" using the nor- 
mal unencrypted communicator frequency. The 
person on the receiving end of the link also re- 
quires a voice scrambler to decrypt the static into 
normal speech. Each voice scrambler is capable 
of using one of several thousand encryption codes, 
so the people involved must agree on the code 
to use before the call is placed. 

Signal Scrambler: Many military communications 
contractors offer their equipment to  the public as 
scaled down versions of the military system. Sig- 
nal scramblers are small chips with the necessary 
encryption/decryption algorithms built-in. The 
chips are small enough to fit inside all but the small- 
est communicators. The truly paranoid often find 
methods for using the scrambler chips as additional 
encryption in their other "valuable" items. While 
it doesn't make blocking the transmission harder, 
it does make a significant difference in decipher- 
ing the encyrpted transmissions over normal rou- 
tines. The military does not like this practice, but 
there is little they can really do about it. 

Signal Repeater: Signal repeaters, placed a t  regu- 
lar intervals, extend the range of radio frequency 
communications by re-transmitting the signals 
they receive. Some sophisticated versions of the 
repeater receive the radio signal and send a point- 
to-point laser to another repeater that broadcasts 
the received signal. Colonies and arcologies of- 
ten use repeaters in areas with poor transmission 
and reception without the need to  install a full 
communication node. Several communication 
companies - Nakumacom, Cello Technology, 
Commtronics - produce signal repeaters, while 
JVD Electronics and Terra Orbital produce top of  
the line laser repeaters. 

Signal Booster: Signal boosters are a power pack 
and antenna that increase the signal strength by 
broadcasting the signal through the improved 

transmitter. This means the range and quality are 
improved measurably. The signal booster is in- 
stalled b y  hardwiring a connection t o  the 
communicator's antenna leads, though discon- 
necting the original antenna is not required. The 
communicator can still transmit using i ts  normal 
antenna, activating the signal booster as required. 

Subvocal Microphone: Subvocal microphones al- 
low a person to  use a radio with barely a sound. 
Subvocalization is like whispering, except it is 
much quieter, with the sound barely passing a 
person's lips. The microphone rests against the 
person's throat and is activated by the person 
"speaking" or by a button on the unit. Subvocal 
microphones are meant for stealthy communica- 
tions, so they are not something the public regu- 
larly uses. 

0 SURVEILLANCE 

Information is a very valuable commodity in a tech- 
nologically advanced society. Large amounts of 
information are exchanged every second as light, 
electrons, or sound. The ability t o  capture some- 
one else's information can give a person or busi- 
ness an edge on a competitor, or destroy their 
reputation. I t  can also be used to  protect inno- 
cent people from harm. 
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Rating Range Wt Cost 

Voice Scrambler - 0.25 300 I I Itern 

I I Siqnal Scrambler - 600 I 
I I -  I 

5km 2 75 Signal Repeater -3 
Laser Reoeater +1 lOkm 3 300 I 

I I Siqnai L o s t e r  +l c5km 0.5 150 
0.1 10 I I Subvocal Microphone - 
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Microcamera: Microcameras are produced by 
many companies with remarkably similar specifi- 
cations. Nominally they are for use in other con- 
sumer products, like displays and headsets, which 
often have basic cameras built into them for video 
communications. When sold individually they are 
intended for use as replacement components. In 
fact, most such sales are to private investigators, 
or just plain unlicensed snoops, seeking to use 
them as a poor man's spy device. Microcameras 
are cylinders about a five millimeters long and two 
across. To be used as a spy device, a microcamera 
must be equipped with a recording peripheral or 
transmitter. 

Microphones: Not all listening devices are minute 
packages planted in a fixed location. Advances in 
technology have improved surveillance micro- 
phone systems that can pickup sound vibrations 
through walls. Any microphone system only oper- 
ates effectively a t  fairly short ranges. Any distance 
further than 100 meters lessens the reception qual- 
ity geometrically. 

Directional microphones are strictly line-of-sight; 
any intervening object will block sound reception. 
Both microwave and laser microphone detect vi- 
brations of sound against surfaces like external 
walls and windows. Windows are the favored tar- 
get for these devices, since any wall thicker than 
ten centimeters greatly degrades the reception 
qua I ity. 

Dataline Taps: Dataline taps require a physical 
connection to the dataline. This means placing the 
tap in the transceiver for a radio signal, into the 
fiber optic line, or rarely, the conductive wiring. In 
each case, the dataline tap uses a recorder or burst 
transmitter to relay the information collected, 
though the recorder requires the data be physi- 
cally collected. Some systems - especially those 
on Earth -still use conductive wiring for datalines. 
The wire tap is connected to exposed wire or leads 
by clips to detect the pattern of electrical impulses. 

The fiber optic tap is the most difficult t o  place 
since a data loss of more than a few microsec- 
onds will, a t  the least, alert the operator t o  a pos- 
sible maintenance problem. Longer disruptions 
are viewed even more suspiciously. The unit fits 
around the target line, and once it is securely in 
place, a special optical blade cuts into the fiber 
optic line. The blade is a few microns thick, and is 
photo-sensitive, so each pulse of data is translated 
into a small electrical charge of the blade that the 
unit stores for collection or transmission. 
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I The transceiver tap is a actually a sophisticated 
transceiver of i ts own. The tap need only be con- 
nected to, or place in close proximity to, the re- 
ceiving or transmitting antenna. A uni-directional 
antenna ensures that burst transmissions by the 
tap don't interfere with the transmissions of the 
tapped antenna. 

Discretion Devices: Discretion devices are de- 
signed to disable listening devices and systems. 
They are usually quite small, and are often dis- 
guised as jewellery. There are three types of dis- 
cretion devices for defeating different eavesdrop- 
ping technologies. These devices are available 
individually, though some high quality designs do 
incorporate one or more of the devices. (Add to- 
gether the cost of the devices included.) 

White noise, or "static noise," generators are the 
most common discretion device. They emit sound 
that does not interfere with conversation, but does 
garble any attempt to listen to  a conversation with 
a bug or microphone. The white noise effectively 
blankets the normal conversation, making it very 
difficult t o  sort out what is said. A variation on this 
device produces randomized vibration "static" in 
contact with a wall or window. The contact discre- 
tion device effectively masks the vibrations that 
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Many listening devices broac 
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scanner is a wand antenna that is passed over a 
surface to detect any transmissions or the device’s 
minute power signature. The system is not infal- 
lible, however, since some advanced listening 
devices include a sleep mode or remote activa- 
tion. Even when a scanner doesn‘t detect a bug, 
it is still prudent to  use discretion devices to en- 
sure the privacy of any conversation. 

Equipment Wt cost  

Microcamera 5 005 

Directional Microphone 0.25 50 

Laser Microphone 0 5  75 

Microwave Microphone 0.5 75 

Wire Tap 0.1 75 

Fiber Optic Tap 0 1  200 
Transceiver Tap 0 1  150 

White Noise Generator 0.1 25 

Vibrational Discretion Device 0 1 30 
RF Discretion Device 0 1  30 
Dataline Scanner 0.5 60 
Visual Dataline Scanner 0.1 150 

Listening Device Scanner 0 2  100 

V S U R V I V A L  GEAR 

This section covers equipment and tools helpful 
for survival in difficult environments. This includes 
wilderness areas such as outbacks or deserts. 
While much of this equipment is most useful on 
Earth, it is also used on Mars and in the “wilder- 
ness areas” included in several Orbital and Jo- 
vian colonies. 

Corado Backpack: A general use backpack, which 
can hold up to 0.5 cubic meters and 100 kilos of 
assorted material. It is completely waterproof. 
Vacuum-proof models are available for twice the 
cost, though they do not supply proper life sup- 
port. 

FarSight Binoculars: These standard binoculars 
can give up to 200x magnification and have rudi- 
mentary electronic motion detectors. Ordinary 
binoculars without motion detectors are also avail- 
able a t  half cost, such as the popular Ryerson Ex- 
p I o re rs . 
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OzoneTech Climbing Gear: This pack, which can 
be used either for mountain climbing or spelunk- 
ing, includes a 50 m rope, spikes, crabs, cams and 
other protective devices, various loops and 
lengths of webbing/sling, an ice ax, spiked climb- 
ing boots, an oxygen mask with a two-hour sup- 
ply, a radio flare, a helmet with HUD altimeter, a 
powerful headlight (range: 300 m) and a minia- 
ture 10 km radio communicator. OzoneTech also 
sells the elements separately. 

Misawa Gas Mask: A lightweight Earth design that 
covers the face without impairing the wearer’s vi- 
sion, this mask filters polluted air and will protect 
against most types of smoke and gas. This mask 
will not protect against toxins absorbed through 
the skin, nor will it enable one to  breathe in a 
vacuum or underwater. 

Forger Ltd. IR Goggles: These goggles can be 
used at night t o  detect sources of heat, such as 
animals, humans, vehicles and the like. They do 
require some practice (at least two or three hours) 
to use effectively, however. 

Ares Meta-Compass: This multipurpose compass 
has an internal gyroscope and can point to many 
useful reference points, such as planetary poles, 
galactic poles, important stars, etc. When brought 
to another planet, it must be reset with the time 
of day, latitude and longitude to be of any use. 

Stine Optics Night Goggles: These goggles, 
equipped with electronic motion detectors and an 
ultraviolet mini-spotlight, enable the viewer to see 
even in complete darkness, up to a maximum 
range of 50 meters. On a perfectly clear starry 
night, their effective range increases to 500 meters. 

StarCom Radio Flare: This is an emergency mag- 
nesium flare which also generates a short but pow- 
erful radio signal. Rescue units are attuned to this 
signal, and will identify it as a call for help. 

Sinclair Rope (50m): A cord made out of resilient 
composite weave, about 0.5 cm thick, able to sup- 
port a maximum weight of about five tons. Avail- 
able in greater strength and length, and can be 
exposed to  vacuum and extremes of temperature. 

Shuss Orbital Shelters & Emergency Bubbles: 
These consist of egg-shaped pods of reinforced 
plastic that offer minimal protection against space 
environments. Used both as shelters and emer- 
gency safety devices, Shuss‘ products take up re- 
markably little space when folded (20 x 10 x 5 cm 
for a one-person shelter). 
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The packed shelter is 50 x 30 x 20 cm for the five- 
person model. They are made to  be pressurized 
in less than six seconds, but the compressor, air 
reserve and life support pack must be bought 
separately - these cost half the price of a vacuum 
suit. The shelters/bubbles come with a small one- 
man airlock and are aluminized on the outside. 
They provide limited thermal insulation (from -100 
degrees to 300 degrees Celsius). 

OzoneTech Survival Kit: This survival kit includes 
a compass, a light yet resilient bedroll, a sheet of 
high-performance insulation, one week's worth of 
survival rations, nylon string and hooks, a multi- 
purpose knife, a collapsible canteen, a lighter 
(three hours fuel), and a radio flare. 

Quinn Foods Ltd. Survival Rations: These rations 
can sustain a person for up to a week, and will 
stay edible for up to two years. They are water 
and vacuum-proof until opened. 

Survival Suits: A variety of survival suits are freely 
available on the market. Each of  these suits pro- 
tects against a specific environment, and suit 
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t ion feature for I .5 times the total costs of all suits 
and armors so combined. Weight is equal t o  1.5 
times the weight of  the heaviest suit. 

Desert suits protect against dry, high-temperature 
environments and are specially designed to recu- 
perate and distill lost bodily fluids. With this suit 
on, a man can comfortably function in up to 50 
degrees Celsius, with a daily water ration of 250 
ml. 

Diving suits offer some thermal insulation, en- 
abling divers to enter water of temperatures as 
low as -5 degrees Celsius without suffering from 
hypothermia. A gill-like device extracts oxygen 
from the water and compresses it into the tank, 
which can hold up to  two hours worth of air. Maxi- 
mum diving depth is about 200 meters. 

Fire suits are designed to  protect the wearer 
against very high temperatures (up to 1000 de- 
grees Celsius), and resist most damage from fire 
sources. It includes a gas mask and air cooling 
unit. 

NBC suits protect against Nuclear, Biological and 
Chemical contamination, have self-contained 
breathing apparatuses with an autonomy of  2 
hours, and offer five rads per hour of radiation 
protection. 

Rad suits protect against hard radiation, either by 
means of specialized lining or with a small screen 
generator. They offer protection of up to ten rads 
per hour. 

Vacuum suits, the most complex of survival suits, 
allow a person to survive in a vacuum. These skin- 
tight suits are made of a self-sealing material that 
will repair a hole of up to 0.5 cm in diameter in 
one round. The air and power reserve usually con- 
tains up to six hours' worth. They offer little insu- 
lation and no physical protection, but they count 
as sealed against NBC effects. 

Winter suits are insulated and internally heated 
to offer complete thermal protection for a period 
of up to  12 hours. After this period, it will allow 
the wearer to  comfortably withstand temperatures 
as low as -100 degrees Celsius. 
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OzoneTech Tents: Used by campers, explorers and 
the military, modern high-performance tents take 
up remarkably little space when folded (20 x 10 x 
5 cm for a two-person tent, 50 x 30 x 20 cm for 
the 20-person model). They can resist winds of 
up to  65 kph, and will provide some limited ther- 
mal isolation (from -10 to 30 Celsius). 

OzoneTech Water Distiller: This lightweight, prac- 
tical distiller can produce about one liter of water 
every day on Earth. It can also be used on Venus 
and Mars, but only produces one quarter liter per 
day because of the lower moisture content in the 
atmosphere. 

Mobile Emergency Shelter: The mobile emer- 
gency shelter is a self-contained emergency shel- 
ter on wheels or tracks that moves the shelter a 
safe distance away from a habitat emergency. 
Mobile shelters are located a t  the outer perim- 
eter of a habitat. On Venus, mobile shelters are 
lowered to the ground on winches from the lower 
surface, and around the edges, of the arcologies. 
The Moon and Mars have mobile shelters located 
along the perimeter of surface habitats. 

Itern Mass (kg) Cost (credits) 

Corado Backpack 4 75 

I Misawa Gas Mask 0.5 

Forger Ltd. IR Goggles 1 200 
Ares Meta-Comwass 0.2 100 

I Stine Niqht Goqqles 1 350 1 - -- 
StarCorn(c) Radio Flare 0.5 15 

Sinclair Rowe. 50m 1.5 10 

1 Orbtital Shelters, 1 person 2 250 1 
Orbtital Shelters, 5 person 6 750 
Survival Kit 

Survival Rations 

Survival Suits 

Desert 

Divinq 500 - 
Fire 6 800 
NBC 12 1.200 

Rad 8 1,000 
Vacc 6 5 000 

I Winter 4 450 1 
OzoneTech Tent 

2-werson 1 50 
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20-person 6 250 
OzoneTech Water Distiller 1 175 

Mobile Erneraencv Shelter 250 100.000 

V FIRE FIGHTING 

Ideally, fires on ships are fought by evacuating the 
atmosphere from the section where the fire is. (In- 
deed, military ships remove all atmosphere to 
combat fires and explosive decompression.) How- 
ever, smaller fires, or fires in heavily occupied sec- 
tions that cannot be evacuated quickly, still require 
alternate methods of control and suppression. 

Foam Bomb: Foam bombs are a common fire 
fighting tool. They are spherical shape with re- 
cessed grips for handling. They can be set so that 
the pressurized fire retarding foam explodes when 
exposed to high heat, or set on a timer. The abil- 
ity t o  deliver fire retardant by indirect methods 
decreases the crew exposure to a dangerous fire. 
A crewmember can temporarily open a fire block- 
ing door, toss in a few foam bombs (each cover- 
ing and extinguishing a variable area of I d 6  x 1 d6 
meters), and close the door again without risking 
injury or spreading the fire. Foam residue starts 
to break down within a few hours, leaving a pow- 
dery film that is easy to  clean up. 

Fire Extinguishers: Chemical spray extinguishers 
are located along corridors to  deal with small spot 
fires caused by electrical shorts and other causes. 
Most extinguisher chemicals are designed to  be 
non-conductive, or form non-conductive residues, 
to inhibit further electrical fires. Inert gas and 
chemical fire containment systems are common 
equipment throughout military ships; inert gas 
systems flood the affected room to smother the 
fire or dilute combustible gases. Chemical systems 
commonly use fire retardant foam, though tradi- 
tional dry or wet chemicals are also available. Ci- 
vilian vessels feature similar systems in vital areas 
like engine compartments and fuel storage, or 
anywhere flammable materials are stored. 

I I Equipment Wt c o  
I ,  

Foam Bomb 4 I I  Fire Extinouisher 2 1 
I '  ., 
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V STRUCTURAL REPAIR 

Sometimes the damage suffered by a ship is struc- 
tural in nature, and it must be repaired, reinforced, 
or even patched, to allow the ship to conduct the 
minimum required operations t o  reach a dock. 
These are some of the most common methods 
and items for conducting temporary structural re- 
pairs on damaged space structures. 

Sealants: Leaks of all kinds occur on a regular ba- 
sis. Rapid hardening polymer sealant sprays are 
used by crews to temporarily seal atmosphere 
leaks in about five seconds. Most sealants are 
stored in varying sizes of extinguisher-shaped con- 
tainers, which are colored green to avoid confu- 
sion with an extinguisher. A handheld irradiation 
unit is available to increase the sealant's setting 
rate. 

Sealant bombs are similar t o  foam bombs. Ca- 
pable of sealing a small room (25 cubic meters), a 
sealant bomb is an inelegant, but quick, method 
of sealing any breaches in the room. Sealant 
bombs are spherical in shape with recessed grips 
for handling. They can be set t o  explode the seal- 
ant on contact or on a timer. Shortly after the seal- 
ant explodes, covering everything in the room, a 
flash irradiation unit in the bomb's center sets the 
sealant in about a second. This gives crews the 
ability t o  seal a room still undergoing decompres- 
sion. 

People trapped by a sealant bomb need to be 
cut free, or a spray solvent can dissolve the mate- 
rial. After the breach is repaired, the solvent is 
applied to remove the sealant. Non-essential items 
trapped in the sealant are left until the repairs are 
completed. 

Sealing sheet is a metallized polymer sheet that 
is spread across a hull breach. Sealing sheet is 
more durable than polymer sealants, and is ca- 
pable of temporarily sealing breaches up to one 
meter by one meter. The sheet can be cut with a 
special sheet tool to fit the breach. The sheet can 
then be unrolled, or placed, across the breach. 
Beams can be laid across larger holes to support 
multiple sealing sheets. The special sheet tool also 
includes a contact welder that flash welds the 
sheet t o  the hull and beams. When sealing sheet 
and a hard polymer sealant are used in combina- 
tion, a unpressurized section can be repressurized 
until more permanent repairs are made. Some 
foolish and cash poor civilian crews have even 
used laminates of sealants and sealing sheet to 
make "permanent" repairs. 
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contained hydraulic cylinders. The columns are 
used to reinforce deformed hull sections and struc- 
tural members that are under stress. They are 
placed to  relieve enough of the load so that fur- 
ther damage is not incurred. Each end of the col- 
umn is equipped with special configurable grips 
to keep it from slipping out of position. Misplac- 
ing a column can have dire consequences, such 
as punctured bulkheads and crushed crewmen. 
Expansion columns come in three lengths - one, 
two and four meters -that exert up to five tons 
of pressure. Each column can extend to  three 
times its length. 

Reinforcing Beam: Reinforcing beams are simple 
metal or composite rods that are wedged or 
welded into position. Compared to  the expansion 
column, reinforcing beams are an inelegant solu- 
tion, but simplicity works. The beams are easily 
cut by powered shears to fit into any location. They 
are easy to  weld or glue into place, and can be 
used in different orientations. Welding several 
beams into simple structures increases their 
strength and functionality beyond a simple rod of 
metal or composite. 
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bealant Irradiation unit 

Sealant Bomb 

Sealing Sheet ( l x l m )  

Expansion Column (1 m) 

Exoansion Column (2nd 

15-75 'loo: I Expansion Column (4m) 55 

Reinforcing Beams 2-10 
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Hummer Rescue Saw: The Hummer rescue saw 
has a special 30 centimeter diameter blade for 
cutting through nearly any material. Combining a 
regular circular saw with Hummer weapon tech- 
nology allows the user to quickly cut through 
doors, bulkheads, and debris. The rescue saw uses 
a standard power cell and drains two power units 
per minute of operation. The saw can be used as 
a clumsy weapon. 

Sas Opener: The sas opener is used for forcing 
open locked or jammed doors and airlocks. It has 
a powerful motor and transmission coupled with 
a set of lockjaws. It takes I d 6  turns to  set up prop- 
erly, and will open the door or airlock with two 
turns. The power source has ten energy units. 
Opening a doorwith standard resistance takes one 
energy unit, while heavy resistance requires two 
energy units. A door that is intentionally welded 
or pinned will drain five energy units. 

Powered Shears: Powered shears are a large pair 
of hyper-tough alloy scissors used for cutting 
though almost anything. Once the actuators are 
engaged, it takes about 1 d6 minutes to finish cut- 
ting. The blades close too slowly, and the shears 
too cumbersome, to be used as a weapon. The 
shears have enough power for ten minutes of  
operation. 

Rescue Jaws: Rescue jaws, referred to as the “jaws 
of life” by SAR techs, are combination sas open- 
ers and powered shears. This tool is capable of 
opening and closing its metal jaws with enough 
force to  open jammed doors and snap beams. Use 
the same rules for the sas opener and powered 
shears. Beams require one energy unit per minute 
of operation. Rescue jaws have a large power sup- 
ply of 15 energy units. 

Cathiode Electronics S&R Sensor: The Cathiode 
Electronics Search and Rescue sensor is a combi- 
nation of several sensor classes. The major func- 
tion of the SAR sensor is environmental monitor- 
ing - atmosphere, hazardous materials and ra- 
diation. The human heart produces a distinctive 
electromagnetic (EM) field that is used by SAR 
teams to locate survivors. When the sensor is 
placed against a door or bulkhead, it detects the 
faint signal caused by a beating heart while so- 
phisticated algorithms remove any strong or weak 
artificial EM fields. 

Emergency Atmosphere Bubble: An emergency 
atmosphere bubble is an opaque polymer bag and 
a small oxygen bottle. The bubble is placed over 
the head of a victim without oxygen, and secured i 

with a special polymer seal. The bubble’s low-pres- 
sure oxygen supply lasts for about five minutes, 
and contains a mild analgesic and sedative to keep 
the user calm. The inside of the bag is coated with 
an agent that traps exhaled carbon dioxide. This 
is usually sufficient to provide the rescuers a few 
more precious seconds to  free a trapped person 
otherwise lacking oxygen. 

Emergency Atmosphere Generator: Emergency 
atmosphere generators are complex biochemical 
reactors that produce oxygen for emergency pur- 
poses. An initial oxygen-nitrogen reserve is used 
to quickly repressurize a small volume (less than 
20 cubic meters.) The atmosphere is then circu- 
lated through a biochemical filter of genetically 
engineered bacteria and chemical scrubbers to 
convert carbon dioxide into oxygen that is re- 
turned to the atmosphere. The unit has an oper- 
ating lifespan of six hours. In habitats and ships 
where individual rooms and corridors can be 
sealed, an atmosphere generator is usually stored 
with other emergency supplies. This allows the 
area to be used as a temporary shelter in an emer- 
gency. The unit is composed of a gas cylinder and 
the rectangular scrubber unit with a carrying 
handle attached. 

Portable Airlock: The portable airlock is a con- 
tainer that includes a reinforced polymer airlock, 
atmospheric gas, and lock cycling machinery. The 
airlock is often used as a temporary replacement 
when the normal airlock equipment suffers fail- 
ure. They are also used for gaining access to de- 
pressurized ship or station sections that cannot 
be accessed by a proper airlock. A portable airlock 
can be set up in under two minutes by personnel 
trained in its use. With regular replacement of lost 
gases and power system recharge, it is possible 
to operate the unit until it fails completely, albeit 
a t  reduced safety levels. 

The airlock frame is formed by inflating cells in 
the polymer material with gas produced from a 
chemical reaction. The end of the airlock that is 
the inner door has polymer skirt that is attached 
to the access point with a spray adhesive. Both 
airlock doors use a special electrohesive zipper 
system to create an airtight seal. The airlock is 
large enough for two people to use each time it 
cycles. Since the airlock machinery is located in- 
side the airlock, a remote control panel is secured 
outside each door. Depending on the airlock’s 
pressure status, and whether personnel are enter- 
ing or exiting, the airlock does not disengage the 
zipper system seal until it is safe to  do so. 

t 



Escape Tube: The escape tube is used to  trans 
people between two ships with functional airloc 
The escape tube is made from an opaque, hi< 
tensile polymer with reinforcing composite me 
so it is extremely strong and flexible for i ts i 

pearance. The escape tube can stretch up to f 
meters between two vessels, and is capable 
being pressurized to a standard ship’s atmosphc 
(five psi). Each end has a hard seal ring that is la1 
enough to cover any standard-size airlock dc 
The inside of the tube has several lines for a F- .  
son to pull themself through the tube. 

Escape tubes can be dangerous if the situation is 
not entirely stable and static. In one case, a small 
deviation in ship vectors lead to  the detachment 
of one end of a tube. The slow drift apart stretched 
the tube until the ring could not maintain the seal. 
Two people in the airlock a t  the detached end and 
three people in the tube were blown into space. 

Oxy-Life: Oxy-Life is a slow release agent that 
provides oxygen directly to the blood stream while 
increasing the body’s ability to use and retain oxy- 
gen in the blood. A small module (about 5 cm x 5 
cm by 1 cm) is attached to the patient‘s chest, by 
an adhesive pad, above the heart. Unfortunately, 



b WEAPONS 

While personal sidearms are not as strictly regu- 
lated as more powerful rifles and heavy weapons, 
the general public associates weapons (of any 
type) with either law enforcement and the mili- 
tary, or with criminals and mercenaries. The pub- 
lic trusts that law enforcement and military per- 
sonnel are properly trained to  minimize damage 
and show restraint in their use of firearms; how- 
ever, the same cannot be said for anyone else. 
Unless a character is clearly identifiable as acting 
for a law enforcement agency or the military, the 
public will go to great lengths to him and will re- 
port him to law enforcement officials at the first 
safe opportunity. Life in space is dangerous 
enough as it is. 

V MELEE WEAPONS 

This category includes traditional hand-to-hand 
weapons, which have evolved little since the an- 
tiquity of humanity. These are mostly used inside 
ships and stations to reduce the chance of dam- 
aging vital components such as air filters. They 
also lack the power required to breach most ship 
or station hulls. 

These weapons are used with the Melee Skill; each 
category of Melee weapons can use a correspond- 
ing Melee Skill specialization. 

ACC I S  the weapon's accuracy; 
DM is the weapon's Damage Multiplier, which is  multiplied by the attacker's Margin of Success. AD and UD are the character's 
Armed and Unarmed Damage ratings; 

Range indicates the ShorVMediumlLonglExtreme ranges of a weapon, in meters. "Close Combat" means the weapon can only 
be used in melee; "Throw" means the melee weapon can be thrown using the Throw skill; 
ROF shows the weapon's burst fire bonus. Single shot weapons have a ROF of 0; a ROF of O I X  means the weapon can only be 
fired once everv X turns: I 

Wt. is the weapon's loaded weight, in kilograms; 

Ammo is the number of bullets and/or charges found in the weapon's magazine. These normally come in clips or power packs; 

Cost is the manufacturer's suggested retail cost of the weapon, in credits. The number after the slash is the cost for a full reload; 



I b Blunt WeaDons ACC DM Ranqe 

Club, short 0 AD+S close combat 

Club, medium 0 AD+9 close combat 
1 Niahtstick 0 AD+6 close combat 

Quarterstaff, wood 0 AD+7 close combat 

Quarterstaff, metal 0 AD+I 1 close combat 
Tonfa 0 AD+6 close combat nla n/a 20 1 

b Knives 
Small Knife 0 AD+3 Throw 012 n/a 10 0.25 

Large Knife 0 AD+5 Throw 012 n/a 15 0.5 

Machete 0 AD+8 close combat nla nla 20 1 

b Swords 
Long Sword 0 AD+11 close combat nla n/a 100 1 

Cutlass 0 AD+10 close combat nla n/a 75 1.5 

Katana 0 AD+13 close combat n/a n/a 300 1.5 

> 

I b Axes and Polearms I 
Hatchet 0 AD+7 Throw n/a n/a 1s 1.5 

Ax. Larae 0 AD+I 1 close combat n/a n/a 50 2 
I AX. Pole -1 AD+12 close combat nla n/a 100 2.5 I 
b Spears 

Spear, short 0 AD+8 Throw n/a nla 20 1.5 

Spear, long -1 AD+12 Throw n/a n/a 35 3 

I 

VIBRO'KNIFE I 

I 
I 

VIBRO AXE I 

OMELEE WEAPONS, HI TECH 

Hi-tech melee weapons are traditional melee 
weapons made deadlier by technological additions 
or modifications. They require an extension cord 
or a power pack of some sort in order to function. 

Hummers: Hummers are melee weapons whose 
blade vibrates at very high frequencies, produc- 
ing a distinctive humming sound. The vibration 
enhances their lethality as well as giving them 
better penetration against protective armor. Hum- 
mers use standard electrical and beam weapon 
power packs, draining one unit per full minute of 
use. Using them requires the Melee Skill. 

Electric melee weapons: These weapons are simi- 
lar to their low-tech counterparts, save for the fact 
that they also deliver an electrical shock whenever 
they hit. If the attack succeeds, or if the defender 
uses a non-grounded weapon to parry, the victim 
is subjected to additional electrical damage, ap- 
plied separately. The Intensity of the shock can be 
set from one to ten, draining a corresponding num- 
ber of charges from the power pack. Adjusting this 
setting requires one action. 

Common electrical versions of archaic weapons 
include metal club, staf f  and tonfa. Electrified 
weapons use the same Skill as their non-electric 
counterparts. 



b Hummers ACC DM 

HummerKnife 0 AD+9 close combat n/a 

HummerMachete 0 AD+15 close combat n/a 30 325/10 
HummerKatana 0 AD+20 close combat n/a 
b Electric Melee Weapons 

Any melee weapon type same same/elec same 

V RANGED WEAPONS 

Ranged weapons include all beam, projectile and 
thrown weapons. Ranged weapons usually need 
some sort of  ammunition and/or power 
source,which may or may not be compatible from 
one weapon to another (weapons using the same 
caliber ammunition should be considered com- 
patible for simplicity). 

Bows are manufactured by Anachronism Weap- 
onry, a Mars-based weaponsmith using piezo-elec- 
tric material to built low technology weapons. 

Chemical Slug-throwers: These weapons deliver 
damage through chemically propelled physical 
bullets. Handguns, rifles, shotguns and 
su bm ac h i n eg u ns fit this category. W h i I e c hem ica I 
slugthrowers use primitive technology, they are 
cheap to manufacture and remain very efficient. 
Drawbacks are an obvious signature (chemical 
slugthrowers are loud and produce a distinctive 
"flash" in the dark) and a moderate recoil, which 
can make aiming a series of shots difficult, espe- 
cially with an automatic weapon. All of these weap- 
ons are used with the Small Arms Skill. 

Holt Exterminator Pistol: fires a large caliber, 
hypervelocity round. While the term "hand can- 
non" has described numerous large caliber hand- 
guns since the 20th century, the Exterminator has 
owned the title since the mid-22nd century. Truly 
unsuitable for use in space, the Exterminator has 
a fearsome reputation that goes beyond the 15 
millimeter short round it fires. The Exterminator 
was, and still is, the favored sidearm of CEGA as- 
sault troops on Earth, whose acts of barbarism 
shocked both enemies and allies. The large muzzle 
diameter, top-mounted box magazine, and side- 
mounted ring sights make the Exterminator eas- 
ily identifiable, especially when it is pointed at  you. 

Colt-Silver 9mm Machine Pistol: has a high rate 
of fire in a small package that effectively gives the 
machine pistol the operation of a submachine gun. 
Serious military personnel scorn the lightweight 

weapon, but it has found favour with criminal ele- 
ments that are looking for easily concealed fire- 
power. 

Gyrockets: are handguns and rifles that fire small 
rocket-propelled bullets. These weapons are ac- 
tually more efficient at medium and long range 
than from up close, as the bullet is still accelerat- 
ing a t  short range. The first (lower) Damage Mul- 
tiplier should be used if the target is at  Short range; 
otherwise, the second one is used. Gyrockets have 
little or no recoil. 

Ares Waffenfabrik AR-4 Gyroc Assault Rifle: has 
a negligible recoil making the weapon increasingly 
popular with law enforcement, marine units, and, 
unfortunately, pirates. The weapon uses a bullpup 
configuration to  keep the weapon compact with- 
out sacrificing accuracy to a shortened barrel. 
Waffenfabrik has also redesigned AR-4 rounds for 
increased effectiveness versus armor by using an 
explosive-driven penetrator. This reduces the Ar- 
mor Rating of the target's armor by 10 points. 

GS-1 Sniper Gyroc Rifle: Building on their exper- 
tise in gyroc weapons, the engineers a t  Ares 
Waffenfabrik continue to create unique applica- 
tions for gyroc weaponry. The GS-1 uses a short- 
ened bullpup configuration with targeting scope 
and UV targeting laser. The shell uses two-stages 
to increase the rifle's range over a standard gyroc. 
The shell is also equipped with a semi-active guid- 
ance system to  home in on a target painted with 
a laser. In game terms, the shooter must make 
two To-Hit rolls against the target. The first To-Hit 
roll is to ensure the targeting laser (+I  Accuracy; 
ranges as listed in table) is on target when the 
gyroc round is fired; apply Aiming bonuses to this 
roll. After the laser To-Hit roll is made, immedi- 
ately roll t o  hit with the gyroc round. If the target- 
ing laser roll was successful, the guidance system 
in the gyroc acquires the laser, and the shooter 
gains an additional +I bonus for the gyroc round; 
apply Aiming bonuses to this roll also. 



If the shooter is careful not to move the aim point 
too radically, the shell can actually be steered 
around obstacles with a fair degree of success. 
One clever assassin used this feature to  his ad- 
vantage by making the round strike from an angle 
that led security personnel to descend on an ad- 
jacent building, thus gaining enough time to make 
good his escape. Pressure by law and government 
agencies has forced Ares Waffenfabrik to  restrict 
the production and sale of the GS-1 to law en- 
forcement and military personnel only. 

"The GS-1 is so simple to use a ten-year-old kid 
could make a living as an assassin." 

- Pietr Hoffman, Former Ares 
Waffenfabrik Sales Manager (quoted shortly be- 
fore his termination from the company.) 

Gaussian weapons: Gaussian weapons use a mag- 
netic effect to propel bullets or flechettes a t  very 
high speeds. Gaussian weapons have an unmis- 
takable "thunderclap" auditory signature as the 
projectile breaks the sound barrier. Gaussian 
weapons need both power packs and ammo, 
which are usually combined in one easy-to-load 

I Needler: This is the smallest of all gaussian weap- 
ons. Easily concealable, it fires a volley of small 
nylon-tipped metal flechettes which mushroom 
and burst upon contact, penetrating and lacerat- 
ing body tissues. Flechettes can be made to  con- 
tain a weak nerve poison that acts as a fast-effect 
sedative (Potency I O ,  Onset time: 4 combat 
rounds). I t  is certainly possible to make flechettes 
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containing other toxins. Needlers are innefective 
against any form of armor; double the rating of 
any Armor present. 

Gauss Rifle: These are the magnetic equivalent 
to gunpowder rifles, using their long barrel t o  ac- 
celerate bullets to very high speeds. 

Gauss Shotgun: This weapon bears little resem- 
blance to  i ts gunpowder equivalent; it is much 
longer, and the barrel is narrower. Instead of pro- 
pelling a somewhat scattered volley of pellets, the 
gauss shotgun fires them in a rapid, precise 
stream, the pellets following almost exactly the 
same path through space. Penetrative power is 
enhanced at the expense of some tissue damage. 
A gauss shotgun reduces the effectiveness of Ar- 

clip (incompatible with other weapon's power : mor by IO .  
packs and ammo clips). All these weapons are 
used with the Small Arms skill. 
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b Bows ACC DM Range ROF Ammo cost Wt . 
Light Bow 0 x7 5 011 1 15011 0.5 

Medium Bow 0 x10 6 012 1 20011 1 
Heavv bow 0 x15 7 012 1 45012 2 

b Handguns 
bmm Revolver 0 x7 5 0 6 12012 0.5 

I 9mm Revolver 0 x14 6 0 6 20014 1 1  
9mm Heavy Revolver 0 x23 7 0 5 35015 1 

11 mm Revolver 0 x25 7 0 6 400/5 1.5 

I 7.5mm Pistol 0 x10 6 0 10 15014 0.5 I 
9mm Pistol 0 x l 5  6 0 9 22516 1 

1 1 mm Pistol 0 x24 7 0 8 42518 1 

Holt Exterminator Pistol 0 x40 6 0 4 500/15 2 

Colt-Silver 9rnm Machine Pistol 0 XI 5 12 +2 50 600130 2.5 

b Rifles 

9mm Autopistol 0 x15 8 1 40 475/25 2 

7.5mm 0 x28 60 0 10 37515 4 

7.5mm Assault Rifle 0 x28 65 1 40 750125 4.5 

8rnm 0 x32 75 0 10 50016 4.5 

15mm SniDer Rifle +1 x40 100 0 4 90015 6 

b Shotguns 
.410 0 x22 6 0 10 120/5 2 

Autoshotgun (12G) 0 x28 6 1 50 1,200130 6 
b Submachine Guns 
7.5mm 0 X I  2 22 2 40 450/15 3 

12-gauge 0 x28 7 0 8 200/5 3 

9mm 0 x18 25 2 30 575120 3.5 

l l m m  0 x24 30 2 30 750130 3.5 

b Gyroc 

Gyroc Pistol +I ~15125 10 0 15 67511 5 1 

Gyroc Rifle +I x22132 80 0 15 95011 5 3.5 

AR-4 Gyroc Assault Rifle +1 ~20130 40 +I 30 1500140 3.5 

GS-I Sniper Gyroc Rifle +1* ~25145 200 4 1500/100 5.5 

b Gauss Weapons 
Needler 0 x7 5 1 15 10015 0.5 

Gauss Rifle (8mm) 0 x35 85 1 30 800/30 4 

Gauss Shotgun 0 x20 40 2 40 1,050140 4.5 
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0 BEAM WEAPONS 

This category covers weapons that fire beams of 
energy, as opposed to  physical missiles. These 
weapons use power packs in lieu of ammo clips. 
These packs are usually interchangeable (with 
other beam weapons as well as electrical melee 
weapons) and come in a variety of sizes. Beam 
weapons come equipped with laser-targeting de- 
vices. In the case of laser weapons it is simply a 
low-power version of the main beam, activated 
by resting the finger on the trigger. 

Laser Pistol: This is the quintessential personal 
beam weapon. It fires a thin, invisible beam of 
coherent light which will quickly burn through most 
materials; non-reflective armor effectively protects 
with only half of its normal value. The weapon has 
three different settings, which drain 1, 4 and 9 
energy units, respectively; the weapon's three 
Damage Multipliers correspond to these settings. 

Laser Rifle: This is simply a more powerful and 
accurate version of the laser pistol. It has five set- 
tings (which drain 1,4,9, 16 and 25 energy units); 
the five Damage Multipliers given in the weapon's 
stats correspond to these settings. 

Jovian Optics Pulsar-Alpha Laser Pistol: This is a 
pulse laser weapon. To achieve a higher rate of 
fire, two standard power cells are used to  balance 
the heat generated by the rapid power drain; each 
power cell alternates feeding power to the lasing 
chamber. Each Damage Multiplier listed in the 
table consumes 2, 4 or 8 energy units, respec- 
tively; against non-reflec armor, halve the armor's 
normal Armor Rating. The Pulsar-Alpha is re- 
stricted to the first two Damage Multipliers listed 
when fired in pulse mode to conserve energy. 

Nakima H4 Heavy Laser Pistol: Nakima is a Venu- 
sian company, and one of the leading manufac- 
turers of laser weaponry in the solar system. (Jo- 
vian Optics would say that is only because Nakima 
has stolen their designs.) The H4 is a (partially) 
successful attempt to build a laser pistol that can 
inflict laser rifle damage. The H4 has only two 
power settings that draw 12 or 20 energy units, 
respectively; against non-reflec armor, halve the 
armor's normal Armor Rating. The high power 
drain of the H4 means the power clip and pistol 
can become very hot. If the attacker fires two shots 
in the same turn, or fires single shots for two or 
more consecutive rounds, a WIL test versus a 
Threshold of 1 plus 1 for each shot after the sec- 
ond is made. A failed roll means the character 
drops the pistol due to  the heat. The GM rr 

modify or ignore this roll if the character has some- 
thing protecting their hands. 

"When they say it can get a little warm, they mean 
warm enough to heat an emergency ration pack 
to  a palatable temperature. Mind you, the person 
on the receiving end isn't expecting to be quite 
so thoroughly cooked by a mere pistol either." 

-Anonymous Weapons Dealer 

Dessa Hotshot-5 Laser Pistol: This gun has three 
primary power settings using 3,6 or 9 energy units 
per shot, corresponding to the Damage Multipli- 
ers listed in the table; against non-reflec armor, 
halve the armor's normal Armor Rating. In addi- 
tion to three normal power settings, the emer- 
gency "hotshot" anti-armor setting (x80) con- 
sumes 25 power units. The "hotshot" setting also 
burns out the pistols quickly, reducing the Accu- 
racy and DMs by one each time the emergency 
setting is used. 

Jovian Optics Pulsar-Delta Laser Rifle: This is the 
big brother of the Pulsar-Alpha. The Delta uses 
the same alternating power method to achieve a 
higher rate of fire, except that it uses a special 
dual-sectioned power cell. Each Damage Multi- 
plier listed in the table consumes 4, 8 or 16 en- 
ergy units, respectively; against non-reflec armor, 
halve the armor's normal Armor Rating. The Pul- 
sar-Delta is restricted to  the first two Damage 
Multipliers listed when fired in pulse mode to con- 
serve energy. 

Sniper Laser: A bulky item, it is a high precision 
weapon designed for long range performances. 
It has only two settings: targeting mode (which 
causes no damage) and 40. The system is com- 
posed of the gun proper and a backpack-mounted 
capacitor. 

Walter-Stromm Police Special Sidearm: This is the 
standard sidearm of many patrol officers in colony 
cylinders and other contained environments. The 
Police Special Sidearm is an over-under sonic stun- 
ner-laser combination that uses a common power 
cell. The accuracy of the laser decreases the 
chances of stray shots that can damage impor- 
tant structures and, more importantly, innocent 
bystanders. The integrated sonic stunner also pro- 
vides the option for non-violent apprehension (see 
Sonic Stunner). The power cell connection is just 
in front of the trigger guard. The cell itself carries 
a larger charge than a normal laser or stunner cell, 
and lays along the underside of the laser barrel. 



The laser has two energy settings of 2 and 5 power 
units; against non-reflec armor, the Armor Rating 
is halved. The sonic stunner has power settings of 
1 to IO, each draining the corresponding amount 
of units. 

i 
Maser Pistol: This fires a short, intense beam of 
microwaves which fry the target. Their main ad- 
vantage is that they bypass most types of armor; 
polymer or ceramic-based armor protect with only 
half of their value. Against metallic armors, the 
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damage from a maser is transformed into an elec- 4 
trical attack whose Intensity is equal t o  half the 
weapon's Damage Multiplier plus the attacker's 
Margin of Success. Masers have fixed energy set- 
tings, which drain 2 energy units. 

Maser Rifle: This gun is more accurate than maser 
pistols, but not really any more powerful. Like 
maser pistols, maser rifles have fixed energy set- 
tings of 2 units per shot. 

n 

b Beam Weapons ACC DM BR(rn) ROF Ammo Cost Wt 
Laser Pistol + I  x8I 17/26 9 0 30 750/10 1 
Laser Rifle +1 x8/17/26/35/44 120 0 30 1,250/10 3 5  
Sniper Laser + I  x40 200 0 10 8,000/100 8 
Maser Pistol + I  x20 8 0 30 825/10 1 
Maser Rifle + I  x22 110 0 30 1,300/10 4 
JO Pulsar-Alpha Laser Pistol + I  x8/ 14/20 8 +I  60 1 100/20 1 
JO Pulsar-Delta Laser Rifle + I  XI 3/22/35 100 +2 180 1900/25 3 
Nakima H4 Heavy Laser Pistol + I  x22/35 6 0 60 1500/20 1 
Dessa Hotshot-5 Laser Pistol + I  X I  0/16/22 8 0 60 1400/10 1 
Walter-Stromm Police Special + I  x6/14 8 0 60* 850/15 1 5  

I 



b Non-Lethal Weapons 

Taser 
1 Sonic Stunner 
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All heavy weapons are classified as military equip- 
ment for their exclusive use. The highly destruc- 
tive nature of these weapons means that unless 
the weapon is in a proper transportation and stor- 
age case, and it remains there, Player Characters 
can expect problems not only from law enforce- 
ment officials, but anyone who knows they have a 
heavy weapon in their possession. (For example, 
ship captains will worry about a number of things, 
including hijacking and punctured hulls.) 

Chaingun: This is a large, electrically driven multi- 
barrel cannon. It uses the same ammunition as a 
traditional machine gun but has a much higher 
rate of fire. However, it has a lower effective range 
because its barrels are shorter. 

Light Mortar: This fires shells in an arcing, over- 
head trajectory. Unlike the mortars of  old which 
required teams of highly trained crewmen, this 
light and portable weapon can be carried by a 
single trooper and deployed in mere seconds. 

Anti-Armor Gun: This is a rocket-boosted cannon 
that is light enough to be carried by a strong in- 
fantryman. It has a fairly long range, but is best 
used in close quarters where it can punch through 
the skin of most lightly armored vehicles. 

Nakima A m - 2  Assault Laser: is a shoulder-fired, 
anti-armor laser weapon. The AM-2 is a single 
shot laser that is two parts: the emitter (a focusing 
and control unit) and the laser cartridge (a power 
pack and laser pulse generator). The laser car- 
tridge is attached to  the end of the emitter (a pro- 
cess that takes a little over ten seconds). The 
power transfer to the laser pulse generator hap- 
pens extremely quickly when the weapon is fired. 
This completely burns out the laser cartridge, but 
generates a very powerful laser pulse. Firing the 
weapon is also hard on the focusing mechanisms, 
so the weapon is only good for about a dozen 
shots before it requires refurbishment. The range 
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is keep quite short t o  maximize the laser's power 
over the entire effective range of the AM-2. At 
roleplaying scale against non-reflec armor, halve 
the armor's normal Armor Rating. 

Jf exo-suits and exo-armors re- 
'and exo-suit forces carry heavy 
eavy weapons can threaten exo- 
are weapons that will make an 
tious. i 



"Even as a one-shot wonder, you can't do  much 
better without an exo-suit. This means you have 

I 

to mother your shots since you only get a few 
before the emitter wears out, and it's a slow re- 
load. Even then there's nothing better to have on 
a boarding action." 

- Private Tan Riko, JAF Marine 

Jovian Optics Pulsar-Omega Laser Cannon: This 
is the equivalent of a laser machinegun. To mini- 
mize heat generated by the high power require- 
ments, power is drawn from a special quad-sec- 
tioned power cell. The Omega uses two focusing 
mechanism-lasing chambers in combination to  
alternate the firing cycle, offering a further increase 
in the Omega's rate of fire. Two sections of the 
cell power feed to  each lasing chamber. 

The Pulsar-Omega has two standard damage set- 
tings, and a third special setting. Against non- 
reflec armor, halve the armor's normal Armor Rat- 
ing. The first two settings drain 4 and 8 power 
units, respectively, and both settings are available 
a t  high rates of fire, though the second setting 
rapidly drains the non-standard power cell. The 
third Omega power setting is a "hotshot" setting 
that fires both chambers simultaneously. The 
"omega" setting has a Damage Modifier of x l00 
and drains 20 power units. Because the burst is 
split between the two lasing chambers-focusing 
mechanisms, it doesn't suffer the same perfor- 
mance degradation as the Dessa Hotshot-3. This 
feature has lead to a legal battle between Dessa 
and Jovian Optics over the "hotshot" option. 

Hades Nemesis Man-Portable Particle Cannon: 
Hades Weaponry is an Earth-based company that 
managed to  flourish in the conflicts of the Fall, 
and the reunification efforts of CEGA. Hades re- 
mains CEGA's primary suppliers of heavy weap- 
onry to the Army. The Nemesis Man-Portable Par- 
ticle Cannon (MPPC) is named for the ancient 
Greek god of revenge. Though man-portable par- 
ticle weapons have some significant drawbacks, 
the benefits of low recoil and haywire effects bal- 
ance the negatives. 

The biggest drawback is the massive power re- 
quirements of the Nemesis. The weapon itself 
carries a fast charging/discharging capacitor to 
actually fire the weapon. To charge the capacitor, 
the user carries a backpack mounted microturbine 
generator that runs in a standby mode until the 
weapon is fired. The microturbine recharges the 
capacitor as quickly as possible. In game terms, 
this means the Nemesis MPPC can only be fired 
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once every three turns. The generator carries suf- 
ficient fuel to fully charge the capacitor 12 times. 
If an exo-suit is available, technicians will mount 
the microturbine generator on the suit with an ad- 
ditional fuel reserve. 

In addition to normal damage, the victim also suf- 
fers an Intensity 12 electrical attack plus the 
attacker's Margin of Success; against vehicles, this 
is equivalent to the Haywire characteristic. Energy 
dissipation effects increase a t  Long and Extreme 
ranges, reducing the Damage Modifier by 5 and 
10 points respectively. 

"It is difficult t o  conceive of a stronger moral in- 
dictment of CEGA than to  simply point out their 
association with, and support of, the manufactur- 
ers of such lethal and barbaric weapons as were 
used to such murderous ends less than twenty- 
four hours ago." 

- Press release from the Agora 
following a terrorist incident that involved the use 
of Nemesis MPPC against an ESWAT team 

Ares Waffenfabrik GAC-2 Gyroc Cannon: Ares 
Waffenfabrik has invested large amounts of re- 
sources in gyroc weapons research. In addition to 
new gyroc autopistol and assault rifles, Ares has 
improved upon a poorly received version of an 
anti-armor gyroc cannon. A larger round, and more 
powerful propellant, give the gyroc cannon de- 
cided advantages over the 24mm anti-armor gun, 
including low recoil and greater range. The GAC- 
2 uses a 20-round drum magazine of two-stage 
gyroc projectiles (like all gyrocs, the first damage 
multiplier is for Short range as the projectile is still 
acce I era ti n 9). 

Hades Weaponry 30mm Rocket Launcher: The 
Hades Weaponry 30mm rocket launcher is a poor 
man's missile. The hypervelocity, unguided, fold- 
ing-fin rockets are loaded into five round maga- 
zines. Because the rockets are unguided, a longer 
launch tube is needed to ensure a certain level of 
accuracy. So the length of  the weapon doesn't 
hinder movement and storage, the forward sec- 
tion of the launch tube telescopes into a shorter 
storage and transport position that reduces the 
length to  two-thirds of its two-meter length. 

50mm Rocket Launcher: This is a light recoiless 
cannon, providing a heavy punch even against ve- 
hicles and fortifications. I t  is usually fired from the 
shoulder, but is also available as a tripod-mounted 
model. 
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F Heavy Weapons ACC DM Base Range (n. 

7.5mm Machineaun 0 x32 125 
6mm Machinegun 0 x30 100 

11 mm Machinegun 0 x42 130 
9mrn Chaingun 0 x30 50 
24rnrn Anti-Armor Gun + I  x70 150 

I 60mm Light Mortar -1 X I  20 150 (see text) 
50mm Rocket Launcher 0 XI 40 50 
Nakima AM-2 Assault Laser + I  XI 50 60 

1 Pulsar-Omega Laser Cannon + I  ~25135 75 
Nemesis Particle Cannon +1  x60+Elec. 100 
GAC-2 Gvroc Cannon +1 x50/80 170 

30mm Rocket Launcher 0 x80 50 
"Armageddon Gun" (7.5rnm) 0 x32 125 

1) ROF Ammo cost wt. 
2 belt 1.800 7 
3 belt 2,150 10 
3 belt 3,600 15 
4 belt 4.000 10 
0 5 10,000 15 
0 5 5,000 12 
0 1 8.000 6 

7 0/2 1 
+3 300 7500/100 12 
0/3 15 15.000/100 25 

8000/100 

0 20 12,000/150 14 
0 5 ~mnnii sn i n  - - -. . - - . -  
+3 500 4500/100 19 

I 

Hades Weaponry HA-IX "Armageddon Gun": The 
Hades Weaponry HA-IX (Heavy Assault) "Arma- 
geddon Gun" is a very heavy squad assault 
weapon. The HA-IX is an over-and-under 7.5mm 
machinegun and 40mm grenade launcher combi- 
nation. The user must wear an exo-suitkkeleton 
or be exceptionally strong (BLD and STR + I  or 
greater) The weapons ammunition is carried in a 
pack-mounted magazine that carries both bullets 
and grenades. The rounds are linked together and 
feed to  the weapon via a motorized feed mecha- 
nism. A special assault grenade round is carried 
for the launcher; a more powerful explosive in an 
improved shell (8/20 blast radius) provides in- 
creased effectiveness against hardened targets. 
This weapon is a favorite of CEGA assault troops. 

" 1  can see why they call it the Armageddon Gun. 
I was watching from a ridge above this town when 
there was a skirmish between CEGA troops and a 
group of NAS mercenaries. The guys toting the 
AGs could have done the job single-handedly. 
What a slaughter." 

- Comments made by Toby 
Friza to  the media before his disappearance. 

V EXPLOSIVES & GRENADES 

With the exception of Earth, where explosives are 
used to clear rubble left from the devastation of 
the Fall and skirmishes, explosives used in space 
are limited to weapons, mining, and some under- 
ground construction. Explosives remain an inex- 
pensive choice for moving or loosening large vol- 
umes of rock and surface material. All legally 
manufactured commercial and military explosives 
include taggants - microscopic particles that are i 

coded with a manufacturer identification code and 
lot  number. When explosives do g o  missing, 
SolaPol and other intelligence agencies make 
tracking down the missing explosives a priority. 

For safety reasons, all commercial explosives are 
immune to accidental detonation with exposure 
to flame - not always true of improvised or home- 
made types - to a minimum temperature (Fire 
Intensity 8) at which point they merely disintegrate 
Commercial explosives are also subject to mini- 
mum safe specifications for impact (1 00 points or 
greater Personal Scale Damage) and electrical 
(Electricity Intensity 4) sources. 

Compared to  a normal explosive charge, shaped 
explosive charges have two distinct areas of ef- 
fect: a primary and a secondary. In both cases, 
the distance from the explosion the area of effect 
covers is the same; however, the shape of the two 
areas of effect are different. Whereas the normal 
charge affects a 360-degrees area around the ex- 
plosion, the shaped charge's primary area of ef- 
fect covers a small portion of that area (less than 
45 degrees), while the shaped charge's second- 
ary area of effect covers the remainder of thc 

Explosives that  can be shaped have two D i  
Multipliers listed. The first DM is for the dir 
of a shaped charge's primary area of effec 
second DM is for a shaped charge's secondai 
of effect or the explosive as an unshaped cl 
The first number listed for area is the radius 
shaped charge's primary and secondary a 
effect. The second area of effect is for a r 
charge. The area of  effect multiplier for 
shaped charges is half of the normal rnultir 



Compound C5: Compound C5 is a descendant 
of C4, a plastic explosive used during the late 20th 
and early 21 s t  century. This explosive is used ex- 
tensively in demolition work since it can be easily 
shaped to fit the application. Since C5 is more 
easily available for commercial sale, it has also 
become the explosive of choice for terrorist orga- 
nizations. 

Dynamite and Dynamite-ll: Dynamite is still a the 
workhorse of commercial explosives, but in its re- 
incarnation as Dynamite-ll. Advances in chemis- 
try have increased the detonating force and sta- 
bility of Dynamite-ll through various means. 
Dynamite's primary use is in mining and construc- 
tion. The relative ease with which the original dy- 
namite can be manufactured means it is one of 
the explosives more commonly used by "poor" 
terrorist organizations. 

Detonating Cord: This is a high velocity explo- 
sive in the form of a half centimeter diameter cord. 
Called detcord for short, it is used for initiating 
large explosive loads, and as a cutting or breach- 
ing charge for low density materials. It is available 
in spools 100 meters long. Detonating cord is 
made by a number of companies in the solar sys- 
tem. The statistics listed under the Explosives and 
Grenades table are per meter length of cord. 

Home-Made Explosives: Explosives are easily 
manufactured with simple to moderately sophis- 
ticated chemical synthesis equipment that can 
often be put together using life support equip- 
ment spare parts. The chemicals required for most 
stable explosives are strictly regulated and sold 
only to approved and licensed buyers that require 
them for other lawful purposes. Less powerful 
explosives can be manufactured with more com- 
mon and unregulated chemicals, however. Disap- 
pearances of chemistry equipment and chemicals 
are always promptly reported by companies due 
to the threat an explosion in space represents, and 
almost universal laws that require the reporting of 
any theft of, or missing, chemicals or equipment 
that may be used to manufacture explosives. 

In either case, there is always a chance that some- 
thing will not work properly - explosive material 
can be very unstable, especially when manipulated 
by improperly trained personnel with cobbled- 
together equipment. The proper reactions may 
not occur, rendering the explosives useless, or may 
go  off prematurely, with devastating conse- 
quences. Without the right chemical processing 
equipment, uncontrolled reactions and side reac- 
tions are a very real danger. 

Satchel Charges: Satchel charges are designed for 
demolitions and sapping. They carry a shaped 
charge to  be placed against the target, moving 
or still. When properly placed with the shaped 
charge facing the target, a satchel charge has a 
Damage Modifier is XI 50 (XI 5 vehicle scale). Im- 
proper placement, or anything on the opposite 
side from the shaped charge's direction of effect, 
is attacked with an effective Damage Modifier of 
x75 (x7 vehicle scale). 

XDX: This is the standard explosive charge used 
in military missile warheads. While quite powerful 
as a normal charge, XDX exhibits premier explo- 
sive properties when cast in a shaped charge, 
which makes it very attractive to the military. These 
properties also make it highly sought after by mer- 
cenaries and terrorists. While SolaPol is ever vigi- 
lant in tracking down stolen or missing explosive 
stores, the fact XDX is an exclusively military ex- 
plosive means XDX can be recovered from com- 
bat salvage or unexploded missiles for sale on the 
black market. The price list under the Explosives 
and Grenades table is the black market value of 
one kilogram of XDX. 

0 GRENADES 

Grenades are small, explosive weapons which are 
either thrown or shot at their target. Although a 
lot of variations exist as far as the type and power 
of particular grenades are concerned, most of 
them fall in a few definite categories as detailed 
below (see CORE Rules section 3.4.4). 

Most grenades do more than simple concussion 
damage (fragmentation, incendiary, or gas). The 
Secondary Damage Multiplier indicates the inten- 
sity of this second attack, while the weapon's de- 
scription explains the nature and game mechan- 
ics related to this additional damage. Anyone in 
the primary radius will suffer both the effects of 
the concussion and any secondary effects which 
might be inflicted by the grenade. 

Grenades which have multiple types of second- 
ary damage are possible, but very expensive and 
usually redundant. A grenade with both fragmen- 
tation and nerve gas is likely to achieve the same 
final result (i.e. dead people) as a grenade with 
either charge. The use of a large radius of one 
effect combined with a small radius of another, 
however, can be useful in some situations. 
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6 Grenade Launcher: These are used to shoot gre- 
nades at a specific target; their accuracy is con- 
siderably less than other weapons, but they can 
fire indirectly. Some models of grenade launchers 
can be slung under the barrel of any type of rifle. 

Concussion Grenades: These are simply explosive 
charges encased in a plastic casing, which is va- 
porized by the explosion. They are considered 
"offensive" grenades, because they can be thrown 
further than the explosion radius. Normal concus- 
sion grenades are often used in urban combat situ- 
ations because they can quickly neutralize enemy 
infantry and also cause damage to  vehicles and 
installations. The effects of a grenade detonating 
in an enclosed space are both devastating and 
gruesome. Concussion grenades with a very high 
Damage Multiplier can be used effectively against 
vehicles, and are called Anti-tank or Anti-armor 
grenades. 

Fragmentation Grenades: These do additional 
damage by scattering small shards of metal or ce- 
ramic over a wide area. Anyone caught in the sec- 
ondary area of effect takes the result of one die 
multiplied by the secondary Damage Multiplier. 
The secondary Damage Multiplier is applied at 
full strength against humans, but only a t  half 
strength versus vehicles. 

Incendiary Grenades: These carry an additional 
charge of fast-burning chemicals. Fire damage is 
applied to anyone within the secondary area of 
effect, with an Intensity equal t o  the secondary 
Da m a g e M u I ti p I i er. Some i ncen d ia ry g ren a d es 
may have a Burn Duration and will continue to do 
damage for the number of rounds stated unless 
the burning substance is somehow neutralized. 

Flash Grenades: These do  little actual damage, 
but disable targets with a very bright magnesium 
flash and loud bang. Anyone inside the second- 
ary area of effect must make a Health roll against 
a Threshold equal t o  half the maximum second- 
ary area of effect, minus the distance to  the 
grenade's point of impact. For example, a charac- 
ter 12 meters away from a grenade with a sec- 
ondary area of effect of 30 would have to  roll 
against a Threshold of ([30-12]/2), or 9. A failed 
roll incapacitates (-4 to  all rolls) for a number of 
combat rounds equal to the Margin of Failure. 

Gas Grenades: These subject everyone within the 
secondary radius to the effects of a particular gas, 
which is treated like a drug or toxin. They come in 
many different varieties, the most common being 
Tear Gas and Nerve Gas, but smoke is a non-le- 

thal alternative sometimes used fi 
tions. If there is a strong wind, it 
the secondary radius may be som 
and Gamemasters can rule how th 
ing to  the situation. Similarly, ii 

strong wind, it is possible that th 
dius will be effectively neutralized 
instantaneous dispersal of the ga 

Tear gas incapacitates by attacking the victim's 
respiratory system and mucous membranes (eyes, 
nose and mouth). A Health test is made against 
the gas' Potency (usually between 6 and IO); a 
Margin of Failure between 1 and 4 means an 
equivalent negative action modifier due to pain 
and blurred vision; this penalty will lessen by 1 for 
every minute spent outside of the gas. A MoF 
between 5 and 9 will incur a -4 action penalty, 
which will lessen by 1 every hour removed from 
the gas. A MoF of 10 or more will, in addition to  
the other effects, cause damage to the character 
as a fatal toxin of a Potency seven points lower 
than the Potency of the tear gas; a fumble is equal 
t o  a Margin of Failure of 9. 

Nerve gas grenades disperse a fatal neural toxin 
gas in its secondary area of effect, and usually have 
a Potency situated between 7 and 15. All targets 
in the secondary area of effect are subjected to 
the toxin's effect. 

Smoke gas grenades usually have a very small 
primary radius which inflicts little damage, and a 
large secondary radius. The volume covered by 
the secondary radius is considered to  be very 
poorly lit and imposes a -2 penalty to  any ranged 
skill use. These are excellent devices for use in 
both attack or retreat actions since they are ex- 
tremely effective a t  hiding the locations of people 
in the smoke. Unfortunately, when improperly 
used, they serve only to confuse matters for both 
sides. I t  is also possible to manufacture grenades 
that use "hot smoke"- a type of smoke-produc- 
ing chemicals that burn at higher temperatures 
-for double the cost of regular smoke grenades. 
These block not only the visual line of sight, but 
also impair the functioning of infrared sensors. 

Maser Grenade: Maser grenades use a microwave 
pulse, instead of explosives and shrapnel, t o  in- 
flict damage. When the maser grenade impacts, 
it uses the weighted bottom (the high-density 
power cell) and a tiny gyroscope to orientate the 
microwave emitter into a vertical position. The 
emitter covers a spherical area within a ten-meter 
radius to within a few centimeters of ground level. 



Type ACC DM Base Range (m) Area’ cost Wt 

b Non-Lethal WeaponsExplosive Compounds 

Compound C5 0 x70/40 n/a 2/5 75 1 

Dvnamite 0 x28 n/a 2 20 1 

Dvna mite-I I 0 x36 n/a 3 30 1 1  
Detonating Cord 0 x25 n/a 1 10 0.1 

Satchel Charae 0 xl50/70 n/a 2/- 1500 3 

XDX 0 xl00/55 n/a 4/6 2000 1 1  
b Non-Lethal WeaponsGrenade Launchers2 

40mm Underbarrel Launcher -1 grenade 40 1 250 1.5 

40mm Grenade Rifle 0 grenade 50 5 700 4 1  - 
b Non-Lethal WeaponsGrenade9 

Concussion Grenade 0 x30 Throw 9 12 0.5 

Fragmentation Grenade 0 x26/14 Throw 8/30 10 0.5 I - 
Incendiary Grenade 0 x24/8 Throw 8/12 12 1 

Flash Grenade 0 x8/flash Throw 3/30 8 0.5 

Tear Gas Grenade 0 x5/aas Throw 2/15 8 1 1  - 
Nerve Gas Grenade 0 x5/gas Throw 2/15 15 1 

Smoke Gas Grenade 0 x2/smoke Throw 1 /30 4 0.5 

Maser Grenade 0 x20+Electr. Throw 10 30 1 1  
Night Glue Grenade 0 See text Throw 10 20 1 

Glue Solvent n/a See text n/a n/a 5 0.5 

’Area indicates the radius in meters of  the Darticular arenade’s area of  effect. The first number is the Drimaw area of  effect, used , -  
for concussion damage; the second number, if any, determines the secondary area of effect. 

2DM and Area of  Effect equal t o  Grenade type. Indirect fire, Minimum Range equals half weapon’s Base Range. 

3Note: When calculating the cost of a grenade with more than one secondary effect, multiply the cost of the most expensive 
secondary effect with three quarters of the price of the second most expensive effect, plus half the price of each (if any) succes- 
sive effect. 

Their main advantage is that they bypass most 
types of armor; polymer or composite-based ar- 
mor protect with only half of their value. Against 
metallic armor, the damage of the maser grenade 
is transformed into an electrical attack whose In- 
tensity is equal t o  half of the grenade’s Damage 
Multiplier plus the attacker’s Margin of Success. 

Night Glue Grenade: The night glue grenade is a 
non-lethal grenade that with an interesting effect 
- everything gets stuck together. The glue is a 
black contact adhesive that contains a strong irri- 
tant and blocks a broad range of the visible and 
non-visible light spectrum, hence the ”night” des- 
ignation. Everything coated by the glue is turned 
black and deprived of sight. This means equip- 
ment and optics are rendered useless, and people 
that move or touch anything become stuck. The 
irritant is meant to ensure that persons react t o  it 
and become stuck as they attempt to remove the 
compound. Trying to clean the glue off of equip- 
ment achieves similar results. 

Police or military personnel entering the scene spray 
a release solvent before them to avoid sticking to 
things. People are released by selective spraying 
of the solvent. Trying to unstick glued flesh is not 
advisable, but it is possible. A successful Strength 
Test against a Threshold of 5 will free the person, 
but also inflicts an automatic Flesh Wound as skin is 
torn from the body. Regular clothing that is stuck 
will likely tear first, and armor isn’t damaged by 
pulling it apart, but the chances are that whatever 
is freed will get stuck to something else. Exo-suits 
have the strength and protection to simply pull 
themselves free, but any sensors will be fouled by 
the glue, leaving the exo-suit blind. 

Grenade difle: Rifle grenades are the poor man’s 
grenade launcher. Using blank rounds in a chemical 
slugthrower rifle, the firing gases propel the rifle gre- 
nade off a special adapter attached to the barrel. 
The damage and area of effect are equivalent to the 
grenade type. The rifle grenade’s range is equal to 
half of the rifle’s normal range values. A standard 
grenade cannot be launched from a rifle adapter. 



0 EXPLOSIVES IN QUANTITY 

Damage from large explosions comes as much 
from secondary effects like the seismic disturbance 
and sympathetic reactions. Flying glass and de- 
bris from an explosion is often just as deadly as 
the explosive itself. A building that loses a sup- 
porting wall can drag itself down underthe weight 
of unsupported floors and their contents. Loose 
power cables spark, setting fire to  flammable 
materials. Gamemasters should be sure to take 
into consideration the location of any explosion. 

Explosives inf l ic t  damage because of  the 
shockwave the explosion produces. By detonat- 
ing more explosives, it is possible to increase both 
the force of the shockwave, and the range it can 
carry. For each power of two increase in the 
amount of explosive, multiply the area of effect 
by the power of two. There is also a small increase 
in the damage inflicted by a large explosion. The 
Margin of Success for a large explosion is in- 
creased by one for every threefold increase (di- 
vided by three, round toward zero) in the area of 
effect. For example, 150 kg bomb of C5 (see be- 
low) is detonated by a terrorist organization. The 
area of effect is multiplied by seven (bomb mass 
closest t o  27 = 128), so everything within 35 
meters is attacked. The terrorist Margin of Suc- 
cess is increased by 2 (7 / 3 = 2.333, rounded to- 
ward zero). Anything up to double the modified 
area of affect suffers half damage. 

Bomb Disposal Suits: These are heavy and bulky 
to wear; however, the hands are left completely 
free to perform fine manipulations. This imposes 
a -3 penalty on any "physical" activities with the 
exception of any task that uses the hands. The 
suit has a frontal Armor Rating of 100, a rear Ar- 
mor Rating of IO, and comes with a helmet. A 
bomb disposal suit costs 4000 credits. 

Bomb Disposal Tanks: These are large metal and 
composite spheres that are designed to absorb 
the force of an explosion. The interior of the sphere 
is a special polymer and ceramic material that 
pulverizes to absorb the force of an explosion. The 
exterior metal and composite casing contains the 
explosion without fragmenting. 

Explosives Kit: These contains everything needed 
to setup and detonate, or deactivate, an explo- 
sive device: detonators, blasting caps, tools, tim- 
ers, switches, batteries, fuses, wire, primer, and 
boosters. Any attempt to set or deactivate an ex- 
plosive charge without the proper explosives kit 
imposes a -2 modifier. 

V SPECIAL AMMUNITION 

Special ammunition is only available for ballistic- 
type weapons, with a single exception for energy 
weapons. While slugthrowers have some severe 
disadvantages compared t o  their high tech 
equivalents, special ammunition types can only 
partially overcome some of those flaws. For the 
sake of simplicity, a clip should only carry a a single 
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Armor Piercing: Armor piercing rounds are spe- 
cially designed to penetrate armor by one of two 
means: discarded sabot round or sub-round. Sabot 
rounds are a high-density dart with a collar that 
falls away once the round leaves the weapon's 
barrel. Sub-rounds looks like normal rounds ex- 
cept that the casing is a soft material that sur- 
rounds a penetrator rod; in this manner, the 
penetrator continues to travel into the target while 
the soft casing is shed on the armor's surface. Ar- 
mor protects with only half of its normal Armor 
Rating against AP rounds. Armor piercing rounds 
are only available for chemical slugthrowers. 

Boosted Ammunition: There are two types of 
boosted ammunition: range and damage. Range 
boosted ammunition combines a lighter bullet or 
a more powerful propellant, or both, to increase 
the range of  the round. Damage boosted ammu- 
nition is manufactured using one of two methods: 
increasing the round's density or using an shaped 
explosive charge. Either method provides a sig- 
nificant increase in the round's damage potential. 
Boosted ammunition is only available for chemi- 
cal slugthrowers. 



Caseless: Caseless ammunition increases the num- 
ber of rounds carried in a magazine or clip by elimi- 
nating bulky metal casings. Technological ad- 
vances have reduced the chances of misfires due 
to propellant deterioration, heat sensitivity, or 
moisture. Casless ammunition increases the effec- 
tive magazine size by 25% (multiply listed Ammo 
by 1.25). Caseless ammunition is only available 
for chemical slugthrowers. 

Energy-H oming : Energy- h om ing rounds a re 
guided by the strong energy emissions of enemy 
communication and electronic warfare equipment. 
If the target made an Active Sensor roll, used com- 
munications or has any kind of ECM or ECCM ac- 
tive during the combat round when the energy- 
homing round is fired, the weapon gains a + I  to- 
hit. Energy-homing rounds are available for mis- 
siles and mortars only. 

Flechette: Flechette rounds are an alternate am- 
munition for shotguns. Instead of pellets, a cloud 
of hardened metal darts is fired. The protective 
value of body armor i s  not  doubled against 
flechette rounds (as it normally is against pellets). 
Only shotguns may fire flechette rounds. 

Guided: Guided ammunition has the ability t o  
home in on targets "tagged" by a friendly unit 
with a target designator. This allows the round to 
correct its course to the target mid-flight. Once 
the target is "tagged" by a friendly target desig- 
nator, the round gains a +2 to-hit modifier. Guided 
ammunition is available for missiles and mortars 
only. 

High-Capacity Power Cells: High-capacity power 
cells are available for most energy weapons; how- 
ever, they are heavily restricted. They increase 
normal power cell energy units by 50%, and they 
are twice the normal cost. On a Fumble, there is a 
chance the cell will surge, destroying the cell and 
possibly shorting out the weapon. (Roll ld6: a re- 
sult of 6 means the weapon shorts out, rendering 
it useless. GM's discretion if it can be repaired.) 
High capacity power cells are only available for 
energy weapons. 

Incendiary: Incendiary rounds carry a chemical 
component that ignites upon impact. In addition 
to normal impact damage, the target also suffers 
an Intensity 6 fire attack that burns for two rounds; 
missiles and mortars attack at Intensity 10 for 5 
rounds, but have their Damage Multiplier halved. 
Incendiary rounds are available for all ballistic 
weapons. 

Low-Velocity: Low-velocity ammunition us 
powerful propellant charge to  decrease th  
of the round. This reduces both its killinc_ , 
and its penetration. Low-velocity rounds are only 
available for chemical slugthrowers. 

Recoilless: Recoilless ammunition is best de- 
scribed as a poor man's gyroc round. The smaller 
caliber of non-gyroc weapons reduces the dam- 
age and range compared to  normal slugthrower 
rounds. The tradeoffs of range and damage com- 
pared to negligible recoil, decreased firing signa- 
ture, and reduced likelihood of damaging impor- 
tant systems is considered acceptable. Recoilless 
rounds are only available for  chemical 
slugthrowers. 

Stun: Stun ammunition uses a thermo-kinetic sen- 
sitive mechanism to generate an electrical charge. 
The round is less dense than normal ammo, so 
the impact damage is significantly less. If the op- 
ponent is not wearing armor, he receives an In- 
tensity 3 electrical shock; the victim will not suffer 
more than a Flesh Wound, no matter the result. 
When rolling side effects, fatal results are ignored 
but the Margin of Success is added to the Inten- 
sity. Stun rounds are only available for chemical 
slugthrowers. 

Tracer: Tracer rounds are only available for chemi- 
cal slugthrowers. When a tracer round is fired, it 
leaves a visible streak of light. Knowing where the 
bullets are going, the attacker can "walk" the bul- 
lets onto the target. In game terms, using tracer 
rounds adds a +I to-hit bonus per 2 points of Rate 
of Fire used. This only applies when the attacker 
can see where the bullets are going. (i.e. If the 
shooter is blinded or shoots blind around a cor- 
ner, the bonus does not apply.) The Damage Modi- 
fier is also affected slightly t o  reflect lowering the 
shell mass for tracer chemicals. 

To use the specialty ammo in OGL-statted weap- 
ons, simply apply the modifier "as is" to the 
stats. For example, a rifle will do 20% more dam- 
age per hit - apply the multiplier after rolling 
the damage, rounding down. Apply the Base 
Range multiplier to the Range Increment be- 
fore checking for distance. Multiply any bonus 
to hit by 3 (i.e, a +I becomes a +3). 

I 



DM* Base Ranqe* Ammo* Cost* I 

n/a nla x1.25 x5 I 
n/a nla X I  0 
n/a nla n/a XI 5 

n/a nla n/a x20 1 

b Non-Lethal WeaponsAmrnunition ACC I 

Boosted, Damage n/a x l . 2  x0.8 n/a XI 5 

Caseless n/a 

EM Homing special 

Flechette n/a 

Guided special 

HC Power Cell n/a n/a nla x1.5 x5 

Incendiary n/a s~ec.+fire nla n/a X I  0 
Low-velocity n/a x0.75 x0.75 n/a x5 

Recoilless n/a x0.5 x0.5 n/a x5 

Stun n/a 

Tracer special 
* Multiple by modifier and round off to nearest whole nurnbe 

t Subtract from normal weaDon Damaae Multidier. 

Boosted, Range n/a x0.8 x1.4 n/a x20 

xO.l+elec. nla n/a x5 1 
- 3 t  nla n/a x5 I 

~ . ate the different models. For example the Mirage- 

atis- U is an ultraviolet sight, while the Mirage-ILU has 
tain all three sight options. In all cases, the sight sys- 
,me- tem adds a + I  modifier to hit at Long and Ex- 
7ere : treme range. 

ther . Visionary Systems electro-optical sight systems use 
onal a special "flicker" mirrorto allow direct vision, but at 

the same time they are directinq the full liqht soec- 

. 

. 

. 

1 

V WEAPON ACCESSORIES 

For those people that are not completely s 
fied with a weapon's base characteristics, cei 
accessories can make a weapon that special so 
thing to the owner. Most accessories listed I 
are performance-oriented, since most 0' 
changes are either a case of asthetics or persl 
preference in ergonomics. 

Silencers: Silencers are specifically designed to  
quiet the loud retort of chemical slugthrowers, and 
are available for pistols and rifles. Silencers are 
available in two varieties: physical and electronic. 
The physical silencer is a baffled tube that is at- 
tached to the muzzle of the weapon, and has the 
added advantage of hiding the slugthrower's 
muzzle flash. Electronic silencers mount an omni- 
directional speaker that broadcasts black noise to 
cancel the noise of the weapon, but they do not 
block muzzle flash. In both cases, the noise is re- 
duced to the level of a quiet finger-snap. 

Mirage Electro-Optical Sights: Visionary Systems 
produces the Mirage Electro-Optical sight system 
for personal and military weapons. The basic Mi- 
rage is a telescopic sight that uses lenses grown 
in zero gravity t o  ensure optimal clarity and zero 
defects. In addition to the basic optical sight, three 
separate vision options, or any combination 
thereof, are available for added functionality: low 
light, ultraviolet, and infrared. In each case, the 
only visible addition to the basic telescopic sight 
is a narrow rectangular-shape on the top of the 
sight. Mirage EO sights are designated with the 
first letter of their added capability, to differenti- 

- - I  . 

. 

. 
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trum into the processing unit mounted on the top 
of the sight. The electronics process the image, ac- 
cording to the vision option they are designed for, 
before projecting a transparent false-color image 
onto the rear lens with a laser. Both the ultraviolet 
and infrared sight are equipped with a broad-beam 
laser - of the appropriate type - to  increase the 
natural illumination for increased clarity. This does 
have its drawbacks, since it can be used to locate 
the sight's user via a passive UV or IR sight. 
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3elstrom Pinpoint Laser Sight: The ME Pinpoint 
ser Sight is a small tube that mounts on the top 
a pistol. The sight provides a + I  to-hit modifier 
Short and Medium ranges. The ballistics of 
igthrower pistols make the sight useless for 
iger-range shooting. Since laser pistols already 
nefit from a built-in system (the laser at low 
lwer), they cannot gain an additional bonus with 
3 Pinpoint Laser Sight. 

3elstrom True-Sight Smart Sight: A smart sight 
mbines a processor with a microwave rangefinderl 
Ition sensor and several small gyroscopes to ac- 
unt for changing range and the motion of the at- 
:ker and target. Low light and infrared vision are 
,o part of the system. The True-Sight uses a small 
;play screen to show a magnified and enhanced 



view of the target. Range and relative target motion 
are displayed with a point that shows where the 
round will strike when the weapon is fired. The True- 
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ever was possible. 

The sight's ability grants the attacker a +2 bonus 
per round of aiming instead of the normal + I  
bonus; however, the weapon must be sighted 
properly beforehand to ensure its accuracy. Be- 
fore a character can use the +2 bonus, he must 
spend two hours a t  a range to adjust the sight. 
After spending these two hours, the character 
must make a Small Arms test against a Threshold 
of 4. If the test is failed, the character uses the 
normal + I  aiming bonus; if the test is fumbled, 
the character loses all aiming bonuses until the 
sight is readjusted. Any hard jolt, weapon modifi- 
cation, or lack of use requires the True-Sight t o  
be re ad j u s t  e d . M a e I st ro m E I e ct  ro n i c ' s True- 
SightTM Smart Targeter was the first smart sight 
produced. Since then a number of inner system 
companies have produced their own copies with 
various degrees of success. 

Stabilizers: Stabilizers are designed to compen- 
sate for weapon recoil and movement. The sim- 
plest chemical slugthrower stabilizer is the muzzle 
brake. Vents are added to the end of the barrel t o  
redirect some of the firing gases. Gas recoil stabi- 
lizers effectively reduce the weapons recoil by di- 
recting firing gases into a cylinder. Both methods 
effectively reduce the slugthrower's recoil by half, 
making it much easier t o  handle. 

Gyroscopic stabilizers effectively reduce all hori- 
zontal and vertical forces acting on the gun. While 
it does cancel out much of the weapons motion, 
it means that rapidly moving the weapon up/down 
or lefthight while firing is near impossible. The 
wielder cannot use Walking Fire unless the gyro 
stabilizer is turned off. When a burst is used against 

i 

a relatively stationary target (walking or slower), 
the attacker receives a + I  'modifier t o  hit. The 
gyroscopic stabilizer is attached to  the underside 
of the barrel of any rifle-sized weapon or larger. 

Sidearm Holsters: The ubiquitous holster for car- 
rying a sidearm comes in numerous varieties, de- 
pending on the individual's need for accessibility 
or concealability. Ankle holsters carry the weapon 
around the ankle. Waist holsters carry the weapon 
a t  the lower back. Hip holsters are carried a t  the 
hip. Wrist holsters carry small pistols (one kilogram 
or less) a t  the wrist. Quickdraw holsters are car- 
ried low on the thigh. Shoulder holsters are car- 
ried under the arm along the side of the chest. 
There are also a couple of interesting holster varia- 
tions. 

The forward draw holster is a low hip holster that 
allows the weapon to be drawn out of the front of 
the holster. Carried with the weapon's grip a t  arm's 
length down the thigh, the forward draw holster 
allows the user to  bring the weapon, and the arm, 
into a firing position with one quick motion. (There 
is no need to lift it out of the holster.) Since the 
front of the holster is eopen,' a safety strap keeps 
the weapon secure in the holster until released. 
Once the strap is released, the holster, custom 
fitted to the weapon, uses friction to keep the 
weapon in its place until drawn. 

Snap draw holsters attach to  the lower arm, and 
are activated by a quick muscle action. The rno- 
tion releases a spring-loaded mechanism to ex- 
tend the attached small pistol into a position easy 
to grasp. This requires the user to wear loose cloth- 
ing around the wrist and forearm to accommo- 
date the use of the holster. Snap draw holsters 
are named for the distinct snapping sound they 
make when extending. 
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Harness System: Harness systems are a step-d 
from the heavy weapon exo-skeleton (below). 
system consists of the torso harness (a compc 
vest that supports the weapon's weight) 
weapon support arm (which transfers the WE 

to the torso). The support arm uses a feedl 
system and actuators to assist the user in mo 
the attached weapon. With the weight of 
weapon carried by the torso, the user can effec- 
tive move the weapon as though it has zero mass. 
Ammunition can be attached to  the back of the 
torso harness. The harness also has several gyro- 
scopes to help keep the user balanced. 
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Heavy Weapon Exo-Skeleton: In most of the so- 
lar system, the expense of a full exo-suit, and the 
training that is required to use it, is the domain of 
special operations, space-based marines, and 
ESWAT teams. Standard tactical doctrine sti l l  re- 
quires some heavy weapon support for infantry. 
The heavy weapon exo-skeleton is issued to regu- 
lar infantry units to provide increased stability and 
mobility for the user of the squad's heavy weapon. 
The exo-skeleton is semi-enclosed to  protect the 
user since he cannot wear standard body armor. 
To get into the exo-skeleton, the wearer steps back 
into the suit while placing their arms in to the 
skeleton's arms and gauntlets. The front panels 
are then closed along the outside edge of the 
skeleton. 

. In game terms, the exo-skeleton is  effectively 
' Maneuver 0. It does not increase the wearer's 
. movement rate nor influence the accuracy of any 
. weapon carried, but it gives the wearer an effec- 

: tive Strength of +2. (If the character has a STR of 

. 

. 

. 

. 

: 
. 
' 

2 or higher, they gain no benefit t o  their STR.) 
Because of the ablative-coated plate armor, the 
exo-skeleton has an effective Armor Rating of 30. 

I , . 
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b DEFENSIVE SYSTEMS I 

These systems are employed almost exclusively 
on Earth and Mars. Since they are the only loca- 
tions involving "active" ground warfare, these sys- 
tems are used at key points in a defensive line or 
to defend important facilities. Because of their cost 
and weight, these systems protect fixed installa- 
tions and defensive positions from attack. 

While all colony cylinders, stations and commer- 
cial vessels are equipped with basic screens and 
point defense system for protection from space 
debris and particles, these units are sometimes 
mounted externally to provide additional protec- 
tion against agression. With the increasing num- 
ber of conflicts between solar powers and an in- 
creased threat from pirates and privateers, many 
independent captains are installing anti-missile 
systems on their ship's hull for protection against 
missile attack and boarding parties. Colony cylin- 
ders and stations are mounting both of these sys- 
tems for the same reasons. 

Anti-Missile System: Available as a ballistic or la- 
ser system, the semi-portable antimissile system 
is used to protect defensive positions from mis- 
sile attacks. Operating either version of the sys- 
tem is  easy. The controller does not actually 
choose targets or give the order to fire. He holds 
onto two "deadman" switches. While even one 
switch is held, the system is safed. The threat of 
attack is indicated on the control panel, and the 
person holding the switches releases them. The 
system automatically begins to  engage any incom- 
ing targets according to its fire control algorithms. 

The laser system uses ladar (laser-based radar) for 
targeting, while the ballistic system uses Doppler 
microwave radar. Only targets moving toward the 
system are targeted, so return missile fire by 
friendly units is not shot down. The laser anti-mis- 
sile system is usually employed where it can plug 
into a larger power supply. 

Anti-Laser Aerosol: Anti-laser aerosol systems are 
relatively uncommon on the ground since it is far 
cheaper to  employ ballistic weapons on Earth and 
Mars.The central anti-laser system is a reactive 
defense system that launches canisters of anti-la- 
ser gasesfrom a central location. Detectors placed 
withing the system's effective radius determine the 
direction of the attack and fire a pattern of canis- 
ters to intercept the beams. 

The perimeter version uses multiple detectors 
along a webbed layout of tubes equipped to spray 
jets of pressurized aerosol into the path of a laser. 
The system is very low profile, and can be easily 
camouflaged; however, it is very vulnerable to 
damage by ground vehicles and artillery attacks. 

V ARMOR 

When people become engaged in violent activi- 
ties, they get hurt. Armor, of some form, has be- 
come the normal means of protecting one's per- 
son from that violence. Some advanced forms of 
armor are available, but these suits of armor are 
rather hard to find as they are usually very expen- 
sive and/or illegal,. The military and police forces 
have some access to this kind of technology, but 
the prohibitive cost of  high tech armor always 
makes them scarce. There are also some meth- 
ods which allow for greater utility of existing ar- 
mor types. In any case, personal preference and 
money are the deciding factor to determine just 
how safe a person can be when violence erupts. 

Low tech armors: are simply protective suits, with- 
out any computerized gadgets. The weights and 
costs given are for full body suits; for armors that 
protect the torso only, divide both the cost and 
the weight by half. Except for composite armor, 
these are normally used when people do not have 
access to more advanced forms of protection. 
Nomads and pirates often wear these items. 

i 
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ProTech Inc. Clothing: ProTech Inc. is based in t 
Orbitals, and manufacturing protective clothi 
is their primary business. The clothing carries 
serts of Duraweave and ablative reflec. Durawea 
is the same material in duraplast mail and sh 
armors formed in strands, and then woven ir 
flexible plates that are less bulky than mail or sh 
duraplast. Ablative reflec is a flexible, polym 
like material, coated t o  the outer side of t 
duraweave, that vaporizes under laser fire to c 
sipate and diffuse the laser energy. The clothi 
is, essentially, meant to be layered to increase 
protective value. The only exception is wearins 
ProTech long coat over a ProTech jacket, whi 
imposes a -1 Encumbrance penalty to the wear 

ProTech clothing is often worn by law enforcemt 
officers on patrol. SolaPol's Executive Protecti 
Bureau agents often wear ProTech clothing, a 
they have been known to  make their charges w( 
it too (they always ask nicely.) VIPs from acrc 
the solar system are regular customers of ProTel 
as is anyone concerned about their personal safi 
with the credits to spend. The upper and lov 
body suits are custom-fitted to wear beneath res 
lar clothing. 

Custom clothing incorporating duraweave a 
ablative reflec is also available from ProTech 
the latest fashions from top designers. Incorpo- 
rating the duraweave and ablative reflect into ex- 
isting clothing costs three times the listed ProTech 
clothing equivalent piece. For example, a tuxedo 
refit is the equivalent of a ProTech jacket and 
pants. So the final refit cost is three times a ProTech 
jacket and pants, plus the tuxedo. 

Helmets: The armors listed here are considered 
complete suits, but they don't include helmets. 
To purchase a helmet for the corresponding type 
of armor, multiply the Armor Rating and cost of 
the armor type by the modifier list in the Armor 
table. The Code for the helmet is the same as the 
armor type. It is possible to wear a helmet of a 
different type than the body armor. 

Partial Armor: It is possible to buy some armor as 
partial sets, and sometimes that is all that is avail- 
able. Depending on the type of armor, the level 
and cost of protection will vary. To find the level 
of protection, multiply the Armor Rating of the 
full armor suit by the indicated multiplier in the 
Armor table below. The same method is used to 
determine the weight and cost. If the character 
wears only the armor torso, or torso and arms, of 
any armor type with encumbrance, reduce the 
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encumbrance by one. The method described here 
is rather simplistic, so Players and GMs can de- 
cide if they want to  create a more complex sys- 
tem. The Code for any partial armor lowers the 
Availability Threshold by one or two points for the 
armor type. 

Duraplast Mail: Duraplast is the generic name for 
a synthetic compound whose hardness and flex- 
ibility surpasses those of cold steel, at a fraction 
of the weight. It is often made into a modern ver- 
sion of chain mail, in which little rings of duraplast 
are interwoven to make a resilient yet flexible shirt. 

Durashell Armor: Durashell is the name given to 
full suits of molded composite antiballistic plates. 
A durashell armor suit is bulky and must be worn 
on top of one's clothes (usually a light body suit), 
but provides the best all-around protection short 
of an exo-suit. They are usually custom-tailored 
for their wearer; characters wearing a durashell 
armor made for someone else receive an addi- 
tional -1 penalty to "physical" Skills. This applies 
for full body suits only - wearing someone else's 
durashell torso armor does not incur any penalty. 
The cost given for a full durashell body suit does 
not include the tailoring, which costs an additional 
10%. 
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suit that protects against lasers; its surface diffracts 
and disperses some of the energy carried by laser 
beams, but also makes the wearer easier to spot 
(-2 to  Stealth Skill tests). Reflective armor is prac- 
tically useless against physical attacks, but does 
stop some of the damage from maser beams (use 
half the listed value). Any other kind of armor can 
be made into relective armor as well; add 20% to 
the armor's cost and use the listed value for nor- 
mal reflective armor against laser attacks. 

i 

Interference Screen: This light suit protects against 
maser attacks by dephasing and diffusing the 
strong microwaves emitted by the weapons. It is 
useless against any other kind of physical or en- 
ergy attacks. An interference screen can be added 
to  any type of armor for an additional 25% of that 
armor's cost. 

Assault Shield: Assault shields are used to pro- 
vide cover for advances and perform tasks while 
under fire. The shield is wide enough, and tall 
enough, to  provide 100% cover to two people 
shoulder-to-shoulder, and more people if the at- . ,  , ,  

i 



Inere IS  an armored hatch at thigh level so the 
users can access a doorway, fire a weapon, or plant 
an explosive charge. Assault shields are commonly 
used by law enforcement to protect SWAT teams 
as they move into position. 

An assault shield provides full coverage against 
ranged attacks for the two, or possibly more, 
people behind the shield. Ranged attacks against 
the assault shield count as being against a sta- 
tionary target, but have a maximum MoS of 1 and 
the shield's Armor counts as armor for the de- 

fender. Because it is so large and heavy, moving 6 e 
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the assault shield requires two people, and they 
may not move any faster than a walk. 

Protective Case: A protective case looks like a 
regular attache case. A thumb-released lock 
causes the case to spring open to  reveal a series 
of connected armor plates covering a one hun- 
dred centimeter by fifty centimeter area. The pan- 
els are reflec coated, and some are even equipped 
with interference screens. Protective cases are of- 
ten carried by bodyguards; a t  the first sign of 
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Type Armor Encumbrance Concealable Mass coSt 
b Low Tech 

Leather armor 5 0 somewhat 4 180 

Studded Leather 8 0 somewhat 6 200 

Liqht Plated armor 10 -1 somewhat 7 200 ~~ ~ - 
Heavy Plated Armor 14 -2 no 10 250 

Light Composite 16 0 Yes 2.5 250 

Heavy Composite 32 -1 somewhat 6 400 
b ProTecl 

Long Coat 8 0 yes* 2.5 400 
Jacket 6 0 yes* 1.5 300 

h Clothing 

Vest 4 0 yes* 1 200 
Pants 4 0 yes* 1.5 250 

Upper Body 6 0 Yes 1.5 500 

Lower Body 4 0 Yes 1.5 500 

b Partial Armor 

Custom Item + + yes* + + 

Helmets x0.2 0 no 1 x0.3 
Torso x0.5 + + x0.5 x0.5 

Arms x0.25 + + x0.25 x0.25 

Legs x0.25 + + x0.25 x0.25 

The clothing itself is obvious, but the nature of the fabric is  not. 

+ See description 

b Hi-Tech Armor Armor Rating Encumbrance Concealable Mass cost 

Duraplast mail 24 0 Yes 2 750 
Durashell armor 50 -1/-2 no 10 2.000 

Reflec armor 30* 0 Yes 0.5 250 
Interference Screen 28** 0 VA9 1 575 ~ I -- 

*Aqainst Lasers only; divide by two aqainst Masers. 

**Against Masers only. 

Armor Rating is the protective value of the armor, t o  be added to the character's wound tresholds when resisting an attack; 
Encumbrance indicates if wearinq a particular armor incurs a Denaltv to  "Dhvsical" skills. Le. skills that involve the AGI or FIT stats ~ ~~ - .  
(but not BLD). A second number, separated by a slash, givesihe pena1tyior;omeone ot'herthan the owner (fortailor-made suits); 

Concealable gives an arbitrary measure of  how discreet a particular suit of armor is. The GM should decide, depending on 
circumstances and the Player's dress, if the armor is visible or not; 

Mass is the mass of a full suit of armor in kilograms. For torso armor divide by two; 

Cost is  the cost of a full suit of armor in credits: for torso armor. divide bv two. 
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trouble, the bodyguards release the lock and use 
the protective case to shield their charge. These 
shields are a favorite of protective services across 
the solar system. 

Stun Shield: Stun shields are riot shields with a 
built-in stun discharge system. The front of the 
transparent polymer shield has thin wires imbed- 
ded in it. When the activation stud is depressed 
on the handle, the wires are charged, and any 
person touching the shield is shocked. The power 
cell and controls are mounted below the shield 
grip. 

The shield has power settings of 1 to IO, each 
draining the corresponding amount of energy 
units. The victim of a stun shield must succeed in 
a BLD roll against the weapon's power setting plus 
the attacker's Margin of  Success. A failed roll 
means the victim is stunned (-2 Modifier) for a 
number of rounds equal to the Margin of Failure. 
On a fumble, the victim is knocked unconscious 
for a number of minutes equal t o  the MoF. 

V ARMOR OPTIONS 

Generally, most armor suits come with few extras 
since they are already quite expensive when pur- 
chased in quantity. Since most buyers of armor 
are government funded - the military and law 
enforcement - the extra cost outweighs any ben- 
efits that might be gained from accessories. (Ei- 
ther they buy the additional armor they need, or 
they have fewer armor suits with accessories that 
only limited personnel have the training to use.) 
Most private users do not care a bout the cost, or 
believe the cost is worth it. 

Armor accessories fall under two categories: elec- 
tronics and stealth. The electronics additions are 
added to helmets, since the two most important 
senses in combat situations are sight and sound. 
Stealth armor is not widely available, being used 
most commonly by elite law enforcement units and 
military special forces units. Possession of  
stealthed armor outside these units requires spe- 

1 Shield ACC DM Parry Armor Rai 

AD +1 25 

AD-3 0 60 
1 Stun Shield -2 AD+5/stun +3 20 

cia1 permits from law enforcement agencies, a task 
involving mountains of paperwork and personal 
interviews. 

Electronics: One of the most common modifica- 
tions to any helmet is vision enhancement tech- 
nology. Infrared and low-light are two of the sys- 
tems available for helmets. Using systems similar 
to those mounted in space suit helmets, a 2D 
heads-up display i s  available. By adding 
microcameras around the helmet perimeter, a 360 
degrees HUD compresses the surrounding image 
into a strip a t  the top of the users field of vision. 

Normally, helmets don't allow for unimpeded hear- 
ing of sounds around the wearer. An optional ex- 
ternal sound pickup can overcome this problem 
by providing three dimensional sound to  the 
wearer. As a precaution against damaging the 
wearer's hearing, any extremely loud noise is au- 
tomatically reduced to 80 decibels. 

Internally mounted communicators are another 
common option. This is commonly done by refit- 
ting existing communication technology to the 
helmet. This increases the cost of the comrnuni- 
cator being installed by 25%. 

Stealth Armor: Stealth armor features numerous 
modifications to hide the wearer from prying eyes. 
Stealth armor is available a t  three levels of sophis- 
tication; each adds the indicated bonus to any 
Stealth Skill Test. Stealth + I  uses a camouflage 
pattern, sound absorbing materials and thermal 
signature isolation. Stealth +2 adds to this with 
greater thermal signature and sound reduction, 
but it also adds a special coating to absorb active 
EM radiation for sensors. Stealth +3 offers com- 
plete sound and thermal signature suppression 
and an enhanced coating that also features lim- 
ited mimetic abilities. 

Stealth armor is only available in full suits; partial 
stealth suits have no effect. It is possible to refit 
existing armor for limited stealth (equivalent to 
Stealth + I ) ,  but anything more complex requires 

cost 7 5 z  I :inq Encumbrance Wt - 
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-3 12 500 

0 2.5 300 



the armor suit be manutactured with stealth ca- 
pabilities. Advanced stealth armor is less effec- 
tive without a helmet. To reflect this, reduce the 
Stealth bonus by one if the wearer does not use a 
he1 met. 

Stealth Accessories: Stealth armor is only as ef- 
fective as what you carry. Certainly, carrying a 
chrome-plated autopistol looks cool, but it is 
hardly complementary to  the capabilities of a top- 
of-the-line suit of stealth armor. All stealthed ar- 
mor comes equipped with numberous pockets 
and storage spots for items so they do not de- 
grade the performance of the stealth capabilities. 
A forty to fifty liter volume integral storage pack 
is a common accessory that is included with stealth 
armor. (Stealth space suits carry a mission pack 
instead.) 

Some weapons and other items are available with 
stealth capabilities comperable to each level of 
function. These items possess the same Code, and 
use the same cost multiplier. For obvious reasons, 
energy weapons are the preferred choice for 
stealth. To avoid the high cost and lack of avail- 
ability, stealth-capable bags of various sizes and 
capabilities are available to hide non-stealth items 
until they are needed. Prices range from 500 cred- 
its for a IO-liter Stealth +I bag to  over 10,000 
credits for a 100-liter Stealth +3 duffle bag. 

0 OPTIONAL RULE: ARMOR 
DAMAGE AND REPAIR 

Any time a person is hit by an attack, and the lo- 
cation is protected by armor, the armor protec- 
tion may be degraded. Depending on the type of 
attack, divide the weapon's base Damage Multi- 
plier by the indicated modifier (rounding off). This 
value is subtracted from the armor's Armor Rat- 
ing. 

The difficulty of repairing armor is widely depen- 
dant on the type of armor material and the extent 
of the damage. As a guideline, the greater the 
damage to the armor is, the harder it is t o  repair. 
Player characters with the Tinker Skill can attempt 
to repair the armor if they have the necessary re- 
placement materials and tools. Since armor suits 
are formed from several pieces, the simplest 
method of repair is t o  purchase a replacement 
piece for the damage section. Characters with the 
Tinker Skill can easily replace the damaged sec- 
tion with the new section. Armor that is reduced 
to less that 25% of its original Armor Rating is 
considered unsalvageable. 
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F Accessory Wt cost 

Stealth +I +1 x2 

Stealth +2 +2 x8 

Stealth +3 +4 x32 
F Helmet Electronics 

Infra red 0.5 200 
Low Light 0.5 150 

2D Heads-Up Display 350 . . .  
360-deg. Heads-Up Display 500 
HUD Video l n w t  Jack +20 

External Audio Pickup 0.01 75 

Internal Communicator 30 

Attacked by: Damage to  Armor 
Heavv WeaDon. Exdosives D M / 5  

I I . ,  1 
Melee (hacking & slashing), 
Chemical Slugthrower 

DM / 10 (min. 1) 
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The following tables include game statistics for 
the equipment listed in this chapter. All stats and 
items not listed here, such as energy reserves, 
mass or cost, are the same as the SilCORE ver- 
sion or have a direct equivalent in the basic d20 . I 

Item Game Effects 

First Aid Kit If not uresent. -4 t o  Treat lniurv checks 

I 
I ,  

Field Surgery Kit 

Hand Mediscanner 

+2 t o  Treat Injury checks 

+1 t o  Treat Injury checks 

1 Portable Hospital I +4 t o  Treat Injury checks 1 

Suit Type Equip Bonus"1 Max Def. Bonus Armor Pen Speed Game Effects 
Light Armor 

Soft Worksuit +3 +4 -2 30 ft n/a ~ 

Civilian Crew Suit +5 +4 -2 30 ft nla 

Military Crew Suit +6 +4 -2 30 ft nla 

Apollo Crew Suit +5 +8 0 30 ft. nla 

Pilot suit +1 +8 0 30 ft nla 

Mars Suit +1 +8 0 30 ft. nla 

Military Mars Suit +? +8 0 30 ft. n/a 

Erneraencv Suit +1 0 -4 30 ft. Halves suit up time 
h 

Armorea butt + I 4  0 -4 25 ft. nla 

Augmented Suit +? +4 -2 25 ft. +4 Wearer Strength 

- 

- hedium Armor 
,,. . _ .  

Damage Control Suit +8 +4 -2 20 ft. Radiation, Fire Resistance 

Shakunetsu Worksuit +? +4 -2 20 ft. Fire Immunity 
' Number before the slash is Equipment Bonus, number after the slash is non-proficiency bonus 

I EauiDment Game Effects 1 
1 Pseudo-Hand, Heavv +5ftreach I 

Pseudo-Hand, Light +5 ft reach 
Gravity Boots +2 to  any physical test in micro-gravity 

I Reinforced Boots +2 Eauiornent bonus I 
Armored Boots +3 Equipment bonus 

Steele Grapple Gun Dam 1 d4 Bludgeon, RI 1 O f t  

Equipment Game Effects 

Hummer Rescue Saw -10 to  hit. Dam 4d10 Slashina 

Sas Opener +20 Strength 

Powered Shears Dam ld20Iround. Ignores first 5 points 
of Hardness 

1 Rescue Jaws Combine two previous I 

' I  Oxy-Life Adtomatic l d 4  Dam15 min 



I 

items not listed here, such as’mass or cost, are 
the same as the SilCORE version or have a direct 
equivalent in the basic d20 rules. 

: 
. 

Name Damage Crit. Type RI Size Special 

HummerKnife ld4+2 19-20 Piercing n/a Tiny Need battery 

HummerMachete ld6+2 19-20 Slashing n/a Small Need battery 

HummerKatana 2d6 i2  19-20 Slashing n/a Large Need battery 
Melee Weapon: Electric Acts as Taser in addition to base melee weapon effect 

~~ 

Each requires the Personal Firearms Proficiency Feat 

Name Dam Crit. Type RI Size Special 

Holt Exterminator Pistol 2d12 20 Ballistic 30ft Medium 

Gvroc Pistol 2d6/8’ 20 Ballistic 40ft Medium 
Gyroc Rifle 2d8/10’ 20 Ballistic l l o f t  Large 

Gyroc Assault Rifle 2d8/101 20 Ballistic 60ft Medium Automatic 

Gvroc SniDer Rifle 2d8/12’ 20 Ballistic 250ft Huae +l bonus to attack 

Gauss Needler 
Gauss Rifle 

1 d6 n/a Piercing 20ft Tiny Can use poison 
2d10 19-20 Piercina l O O f t  Laroe 

Gauss Shotgun 2d6 17-20 Piercing 50ft Large 

Laser Pistol 2d4/6/E2 20 Laser 50ft Tiny 

Laser Rifle zd4/6/a/i 011 2220 Laser 15Oft Large 

Laser Sniper Rifle 2d12 20 Laser 250ft Tiny +I bonus to attack 
JO Pulsar-Alpha Laser Pistol 2d4/6B2 20 Laser 50ft Small Automatic 
JO Pulsar-Delta Laser Rifle 2d8/10/1Z2 20 Laser 15Oft Large Automatic 

Nakima H4 Heavv Laser Pistol 2d8/2d102 20 Laser 50ft Small 

Dessa Hotshot-5 Laser Pistol 2d4/6/8 20 Laser 40ft Small Hotshot3 

Walter-Stromm Police Special ld6/2d4 20 Laser /Elec 40ft Small Includes Taser 

Maser Pistol 2d6 20 Microwave 40ft Small M icrowaves4 

Maser Pistol 2d8 20 Microwave 14Oft Large Microwaves4 

Sonic Stunner 1 d4 n/a Sonic 20ft Small Stun5 
’ Use damage dice before the slash for first range increment; use second damage dice for subsequent range increments 

3Hotshot beam causes 4d12 damage, cause -2 modifier to attack per shot used (cumulative). 

4Maser: ignore half armor (round down), if metallic armor cause automatic Electric attack. 
5 0 n  a successful hit, the sonic stunner deal I d 4  points of sound damage and the target must make a Fortitude saving throw (DC 
25) or be stunned for I d 6  rounds. 

Damage dice depends on energy units expended; see descriptive text. 

i 

i 



Each requires a sp 
as much area with 

24mm Anti-Armor 

Pulsar-Omeaa Las 

Nemesis Particle ( 

Ballistic Anti-Missilm 

1 Perimeter Anti-Lasi 



Armor Proficiency Equip.Bonus"1 Max Def. Bonus Armor Pen. Speed Game Effects 
Leather armor Liaht +2/1 +8 0 30 ft. Archaic 

1 Studded Leather Liqht +3/1 +7 0 30 ft. Archaic I 
Light Plated armor Heavy +5/2 +2 -4 20 ft. Archaic 
Heavv Plated Armor Heavv +8/3 +l -6 20 ft. Archaic 

Tactical I 1 Liqht Composite Heavy +6/2 +2 -4 20 ft. 

1 ProTech Jacket Liqht i 2 / 1  +8 0 30 ft. Concealable I - 
ProTech Vest Light ill1 i 8  0 30 ft. Concealable 
ProTech Pants Light +1/1 +8 0 30 ft. Concealable 

ProTech Upper Body Liqht +2/1 +a 0 30 ft. Concealable 

Duraplast Armor Heavy + 14/3 +6 -2 20 ft. Concealable 

'Number before the slash is Equipment Bonus, number after the slash is non-proficiency bonus 

2The armor material, not the clothes themselves. 

3Against Lasers only; divide by two (round down) against Masers. 

4Aqainst Masers only. 
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b EXO-ARMORS 

The exo-armors (short form for armored exo-skel- 
eton) are the ultimate evolution of the personal 
combat space suit of the early twenty-first cen- 
tury. Originally no larger than a man, they in- 
creased in size until some of the biggest were 
nothing less than small ships. This was necessary 
in order to carry the enormous amount of fuel, 
armament, and electronics necessary to accom- 
plish their assigned mission. Spacefighters remain 
in use, but their lack of maneuverability and en- 
durance (compared to exo-armors) confines them 
to strike and fire-support roles. 

V LINEAR FRAME AND COCKPIT 

The linear frame is the main control element of  
the exo-armor. It looks like an strength-enhanc- 
ing industrial exo-skeleton and wraps the pilot, 
reproducing his every movement. The exo-a rmor's 
onboard drive computer then interprets these 
motions and moves the armor's limbs accordingly, 
firing apogee motors as needed to  compensate. 
The linear frame control system gives the exo-ar- 
mor an uncanny maneuverability as well as a 
strangely human grace. 

Space flight is controlled via special joysticks lo- 
cated near the hand controls. A minimum of train- 
ing is necessary to fully control the armor, even if 
the computer can provide verbal and visual assis- 
tance. The cockpit's internal walls are covered with 
layered monitors linked to various sensors and 
cameras in the outer hull of the exo and display 
an unobstructed view of the world around the 
vehicle. All relevant operational information (IFF, 
targeting, velocity, etc) is displayed either in the i 

flight helmet worn by the pilot or directly on the 
screen. The machine's "head" and main sensors 
are slaved to the motions of the helmet, adding 
to the "humanity" of the exo-armor. 

V CHASSIS AND ACTUATORS 

Since an exo-armor is designed to emulate and 
reproduce the movement of the human body, it is 
built around a composite skeleton to  which the 
various components and actuators are attached. 
The "bones" are made of composite material spe- 
cifically designed to optimize the transfer of loads 
passing through them. Limited flexibility enables 
the frame to absorb casual kinetic stress without 
any damage. 

Exo-armors rely on several different types of actua- 
tors to move about, from conventional hydraulic 
systems or high-strength myomar fibers to highly 
specialized linear electric motors. The smaller exo- 
suits almost never use hydraulics, as myomars are 
easier to adapt to the human form. The fibers are 
wrapped around an inner shell which contains the 
wearer and various motion-sensitive sensor arrays. 

b SPACESHIPS 

Spaceships of the twenty-third century are very 
different from the practical designs used in the 
early age of space exploration. Modern ships sport 
a thick ablative skin and a massive architecture 
designed to  stand particle erosion and lenghty 
acceleration. Other vessels, designed at a lower 
cost or for shorter trips, are just a support frame 
for habitat modules, fuel tanks and engines. 

Each ship relies on powerful fusion thrusters (called 
plasma drives) to  move. When possible, they ac- 
celerate for half the voyage, then turn around and 
decelerate a t  the same rate for the rest of the trip. 
Except for a short weightlessness period midway 
through the trip, the passengers feel gravity dur- 
ing the transfert. When the ship is in acceleration, 
"up" is toward the nose and "down" toward the 
engines. The internal organization of a ship is thus 
very similar to a skyscraper, with decks stacked 
on top of each other instead of following the 
lenght of the hull like a plane or a boat. 

Ships are generally not equiped to descend on 
the surface of a planet. Aside from being non-aero- 
dynamic, they are much too heavy to land on any- 
thing bigger than an asteroid. The exceptions to 
this is the Moon, where small ships routinely land 
to transport cargo. 



b SPACECRAFT I 
MANEUVERS 
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Spacecraft can perform a variety of special ma- 
neuvers and operations due to  the nature of their 
movement system and the milieu in which they 
operate. The following rules apply to all vehicles 

: 
. 
' 

. 
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V FUEL SKIMMING 

Fuel skimming is a maneuver where a scoop- 
equipped vehicle plunges through a planetary 
atmosphere and use its speed to  force gases into 
i ts  holding tanks. Fuel skimming is a relatively 
simple maneuver, a Piloting roll versus a thresh- 
old of 4. If failed, the vehicle takes on only I d 6  x 
10% of the intended load. A fumble damages the 
scoop. 

Game-wise, the retractable scoop is a Tool Arm 
that cannot punch. Its Size rating is cross-refer- 
enced with the Size-to-Mass table (page XXX of 
the rulebook) to  determine how many tons of 
gases can be scooped up per turn. These are sent 
to a dedicated cargo bay. The table on page XX 
shows the volume per mass - the gases are 
counted as Helium for calculation purposes. The 
raw gases can be delivered to a processing facil- 
ity or processed onboard. It takes one hour to 
process a number of cubic meters equal to twice 
the vehicle's Size. Each cubic meter of raw gases 
yield 0.01 cubic meter of usable hydrogen fuel. 

'(I AEROBREAKING 

Aerobreaking consists of dipping into a planetary 
atmosphere to  shed velocity, the spacecraft's ki- 
netic energy being converted to heat. This means 
that the vehicle needs less fuel t o  brake, increas- 
ing either transit time or cargo payload. 

The vehicle must have a re-entry system in order 
to aerobrake. The pilot must make a Piloting roll 
against a Threshold of 2 to keep the craft correctly 
oriented or suffer one Fire attack as per normal 
reentry rules. Modifiers due to damage apply in 
full. For each successful Piloting roll, the craft loses 
ten percent of its speed. If there is no re-entry 
system present, one can still aerobrake for five 
percent of speed but only half damage. 

I 



Direction 
of orbit 

V HYPERTHRUSTING 

Hyperthrusting is a risky maneuver in which the 
safety parameters of an engine are widely ex- 
ceeded in order to  provide increased thrust. Clas- 
sic rocket engines can rarely do this, but plasma 
combustion chambers can practically double the 
available thrust. Such a maneuver is very danger- 
ous, as the thrusters may be damaged by over- 
heating, or even explode. 

When hyperthrusting is selected, the engine 
immediatly supplies twice i t s  maximum . 
Overthrust, a t  a cost of 3 BPs per MP spent. A . 

Piloting Skill test versus a threshold of 5 is required. . 
If failed, the thruster permanently loses a number . 
of MPs equal to the Margin of Failure because of : 
heat damage. Should the total reach -5, the . 
thruster explodes, causing one die times the 
Overthrust rating (in MP) worth of damage. 

: 
. 
. 
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V USING THRUSTERS AS 
WEAPONS 

By definition, a good engine makes a good 
weapon: superheated plasma is extremely dan- 
gerous up close, though it loses power rapidly with 
distance. The Damage Multiplier of thrusters is 
equal to the MPs spent, times half the Size of the 
vehicle. The Accuracy of the thruster is equal t o  
the Maneuver of the vehicle. Burn Points are spent 
as normal. The plasma diffuses rapidly, losing half 
i ts DM per hex of range, including the first one. 

V REMOTE CONTROL 

Remote controlled vehicles are referred to as 
drones. The remote control equipment is actually 
a software modification of the Autopilot Perk. in- 
stead of responding to i ts internal programming, 

. 

: 
. 
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the Autopilot receives its instructions through the 
communication system and sends back environ- 
mental data gathered by its sensor array. A drone 
must thus be equipped with all three of the above 
systems. Drones are not affected by Crew hits - 
any such damage is ignored, though Armor points 
are lost as usual. 

Drones are limited by the controller’s own action 
total. A single person cannot control more than 
one vehicle a t  a time, though a vehicle can have 
multiple controllers. Because of data-encoding 
procedures and control lags, remotely piloted 
vehicles suffer a -1 modifier on al l  of their rolls. If 
the vehicle is controlled through a satellite up- 
link, the extra lag increases the penalty to  -2. The 
vehicle must be within communication range. ECM 
affects the control link normally, and must be 
tested every turn. 

Drones may be wire-guided instead, trailing a very 
fine wire for control (maximum range is equal to 
half the base Communication range). This removes 
the penalties and makes the drone immune to 
ECM. A Piloting roll must be made every turn ag- 
ainst the highest MP cost for the hexes traveled 
to avoid snagging the cable. Flying drones must 
test also and use the overflown ground’s MP cost. 
Space drones are not affected. Failure means the 
cable is stuck and the drone must halt for the next 
round to free it. A fumble means the cable is sev- 
ered. 

If contact is lost, the software automatically 
switches to the Autopilot.EAn Autopilot program 
consists of a single line of text and should be writ- 
ten down when the drone is released. 



b SPACE TERRAIN 

The environment of space presents a number of 
unique characteristics that makes it very different 
from everything humans have had to face before. 
New rules have to be learned, and new dangers 
have to  be faced. 

V PLANETARY RINGS 

Many planets in the solar system are surrounded 
by rings, collections of small debris and rock that 
are trapped by the gravity well and end up in or- 
bit. The best example of these are Saturn's mag- 
nificent ring system, though Jupiter, Uranus and 
Neptune also boast sizable, if more transparent, 
rings. 

Because they are composed of millions of small 
particles, rings pose a travel hazard for fast mov- 
ing space ships. There are, however, reasons to 
go through them. They make excellent hiding 
places, are a good deterrent to pursuit, and can 
yield ice and other valuable volatiles to a stranded 
vessel. 

Unless the ship is moving a t  a very high velocity, 
collisions will generally cause only minor abrasion 
damage, generally not worth checking for. The 
Planetary Ring table below assigns a Density to 
four main ring systems. The various ring densities 
within each system are ignored for playability (any 
good astronomy book will give more specific de- 
tai l  on those). The current spacecraft's speed (in 
hexeskurn) is multiplied by the Density to yield 
the number of damage point applied to the space- 
craft. The Density also show the amount of water, 
material or volatiles that can be collected within 
the ring, per turn (in kilogram). , 

i 

Composit Location Density Obscurement 
Jupiter I O 8  0 Rock, some 

Saturne 10 '  2 Ice, Frozen Ga 

Uranus 10 0 Ice, Frozen Gases, Hydrocarb' 
Neptune I O '  0 Ice. Frozen Gases, Hydrocarb' 

- 

V RADIATION BELTS 

Half the planets of the solar system have strong 
magnetic fields, caused by liquid movement within 
their core. These fields trap incoming charged par- 
ticles before they can hit the surface, creating rnul- 
tiple radiation belts around the planet (the stron- 
mer the field the mnre ni imerniic hpltc there are\ 

..I_ .._.-, ... " . , . - . _  ..-...-.- I- I-..- . . I _ ._  -,-,. 

These belts are a significant radiation hazard, 
though most spaceships have screens strong 
enough to  face them without any problem. For 
playability purposes, the belts have been ab- 
stracted for each planet: each number represents 
a belt. When a ship crosses a belt, it receives a 
certain amount of rads and damage points per 
turn, as indicated. Campaigns using the Cinematic 
RDL need not worry about radiation belts, unless 
it is for dramatic purposes. 

Location Rads Damage Effects 

Earth I d 6  x 10/ ld6 x 5 15/10 Haywire 

Jupiter (1-4) I d 6  x 1700 25 Haywire 

Jupiter (5-10) I d 6  x 700 15 Haywire 

Saturn I d 6  x 500 15 Haywire - 

Uranus I d 6  x 50 15 Haywire 

Neptune I d 6  x 30 15 Haywire 
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Unlike most planetary environments, where ob- 
jects and atmosphere both reflect light so that it 
shines on several sides a t  once, in space light 
comes from a single source, the Sun. Even though 
there are some reflective surfaces, most of the time 
light comes from only one direction, creating deep 
shadows. These shadows, in addition to being very 
cold (since there is no heat transfer), make most 
visual sensors useless. 

Nighttime combat functions as daytime combat 
except that the night detection score of a vehicle 
is used instead of its daytime detection score. 

V EXTREME TEMPERATURES 

Extreme cold (-15OC or lower) or extreme heat 
(+150C or higher) is very detrimental to the func- 
tioning of vehicles. Any vehicle that lacks the ap- 
propriate Hostile Environment Protection Perk 
automatically suffers Light damage whenever 
pushed to Top speed. In addition, such vehicles 
must roll one die at  the beginning of each com- 
bat round. On a roll of one, the vehicle breaks 
down for a number of rounds equal to the roll of 
one die. 

I 

. 

. 

. 

. lems mentioned above. 

in space, high temperatures are found only when 
exposed to  the Sun, while shadows are extremely 
cold. Vehicles can rotate to  spread the heat on 
their hull and thus avoid the temperature prob- 

0 VACUUM 

Only vehicles that are specially equipped for 
vacuum (i.e. have the Perk Hostile Environment 
Protection: Space) can function in a vacuum. If the 
vehicle lacks life support, the crew must be 
equipped with vacuum suits. In that case, treat all 
vac-suited crew injuries as if they were one dam- 
age effect higher. For example, if a Light Damage 
result produces a crew effect (Stunned), it is re- 
placed with the Heavy Damage result (1 0% casu- 
alties). Likewise, if the vehicle takes Heavy Dam- 
age and suffers a crew hit, the damage is increased 
to the same as Overkill: the crew is dead or inca- 
pacitated by the decompression, leaving the ve- 
hicle crewless. 

7 
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PATHFINDER 

The original Pathfinder was one of thc 
wmors in the Jovian military arsenal 
nent of the ill-fated EAL-03, the Pa 
’ound to be a rugged if simplistic de 
:ield and maintain. About half of thl 
3rmor squadrons were composed oi 
3 t  the time of the Battle of Elys-e, a 
somewhat fragile by exo-armor star 
3erformed admirably despite heavy 

4lmost immediatly following the Bat 
an upgrade program was started t c  
‘orces of the JAF. The objective was. 
zrease the defenses of the Confedera. - , - - - - 

3rmors had to be turned out a t  a faster rate. The 
mgineers a t  JAW reworked the design, reshap- 
ng the Pathfinder’s complex rounded skin into 
something that was easier to mass-produce. The 
nternal mechanisms were also reworked for im- 
Droved performance, following pilots’ advice and 
suggestions. Most notably, two new hardpoints 
nere installed in the hips to allow for additional 
neaponry or equipment. 

. -&---A :- &L:-L 51:- ^^^^ ^^_^ ~ L U I ~ U  I I I  L I  IIYI I iiip-upei I CUI I ‘pal LI I ICI I L L  

Long range sensors are standard issue on all Path- 
finder variants. The mass-production vehicle re- 
tains the original blast shield, which can be low- 
ered to protect the main sensor array. A medium- 
range radar and EWAC system is mounted on the 
right shoulder hardpoint to enable the Pathfinder 
to  find any intruder using either standard radio 
communication or a search radar near i ts patrol 
trajectory. 
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1 . . . . . .  Modular Shoulder Thruster Block 

2 .. . . . . . .  Shoulder Actuator Group Housing 

3 ............... Head Heat Sink Output Ports 

4 ....................... Main Sensor Housing 

5 . . . . . .  Secondary Sensors Defense Panel 

6 ............... Shoulder Hardpoint [covered] 

7 . . . . . . . .  Upper Torso Sensor/Searchlight 

8 ................ Torso Heat Sink Output Port 

9 ................................... Cockpit Hatch 
I n  Dla<rna I an?- Uniminn Dnrt 

12 .. Articulated Laminated Armor Greave 

13 ................ Docking Clamp Articulation 

14 ...... Ankle Articulation Housing Access 

15 . . . . . . . . . . .  Leg Heat Sink Output Port 

16  ...................... Leg Thruster Housing 

17 .... Flexible Drive Train Protective Cover 

18 . . . . . . . . . . . . . . . . . . .  Three-axle Manipulator 

19  ..................... Waist Rotation Ring 

20  .......... Computer Access Port [typical] 
D l  Elhniii I\*+iraal=tinn U~using Access 

b PILOT'S COMMENTS 

"Some exos are so sluggish you have to com- 
pensate all the time. Not so with the Pathfinder. 
It's not quite like wearing a set of clothes, but 
it's close. Once you master the flight control 
and the tactical display, it handles like a charm 
-for a thirty-plus ton spacecraft, that is. 

"The exo is equipped with one of those Nakasu 
miniaturized plasma drives, and when you open 
up the throttle it can kick back a t  two and a 
half gees. It's got a good reserve of re-mass, 
too, so you can generally ignore the gauge for 
a few minutes. Don't expect t o  make the trip 
from Jupiterto the Belt in one of these, though. 

"There's only one thing that annoys me about 
the Pathfinder. Seems like the designers 
couldn't decide whether they wanted a scout 
or a light combat unit. You've got more sen- 
sors than you can shake a joystick at, ECCM to 
burn through any interference, and enough 
thrust and maneuverability to fly out of almost 
any situation. Except for the missiles, though, 
you don't have much real firepower." 

Manipulator 

MMJ-4 Missile 

Armor Panel 
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Add: 792R Particle Cannon, 200 BPs 

Remove: 652A Particle Cannon 
Change: Upgrade Space Movement to 2.9 g, 

Communications to +2/20 km 

The Command Type is used by officers and ace pilots. The 
enlaraed antenna houses advanced communications oear. ., _ I .  

while the engine is more powerful than in the standard model, 
giving the CT greater acceleration and range The other addi- 
tions are small whisker-type antennae and many small sensor 
cameras that are linked to  the main screen of the machine 

The CT carries more powerful weapons than the standard EAL- 
04A. As with the standard Pathfinder, the detection gear of 
the command type is composed of a MR-65 EWAC system 
This is sometimes replaced by a long range radio communica- 
tions system if the mission calls for it 

I 
, I 

Add 400 BPs. Fuel Efficient (1 5 times) 
Remove MMJ-4 Missiles 
Change Upgrade Sensors to +4/10 km 

The RC was created to  fill the need for a long range recon- 
naissance exo-armor unit. The engine has larger thrusters than 
the standard model and has adaptators fortwo reaction mass 
tanks. The sensor array is both larger and more efficient than 
that o f  the standard EAL-04A. The RC has an MR-130 EWAC 
system on its shoulder. The two MMJ-4 missiles are replaced 
by an array of sensors and communications gear. 

The RC has been used since 2194 and seen action against 
pirates. The early warning capabilities provided by its sensor 
array have made it very popular with line units, who rely on it 
to shield them from surprise attacks 

I 

Add MD-5555 Massdriver 
Remove All Weapons 
Change Upgrade Sensor Base Range to 10 km 

The Sniper Type is the most recent and specialized version of 
the Pathfinder The standard blast shield is replaced with a 
visor to  cover the main sensor array; this is equipped with a 
trio of advanced telescopic lenses and other types of detec- 
tion devices 

The main weapon of the ST is  a Jovian Optics MD-5555 
massdriver rifle which fires high speed armor-piercing slugs 
Two different models of ammo clips are available, with 10 slugs 
for single shots, or  30 slugs for bursts The ST was inducted to 
the JAF in 2208 and only been seen in combat at the battle of 

I I Elysee. 

i 



Size: 11 (Tall, 15.4 m) 
*Defensive Threat Value IDTW 

I Movement: Walk6/12 I 
Space 14/28 
Maneuver: 0 

I Armor: 22/44/66 1 
*Miscellaneous Threat Value (MTV) 

Crew: Living 1; Computer 1 (Dumb, Level 2) 

Deployment Range: 700 Km 
Reaction Mass: 500 BP 
Perks and Flaws: Accessory: Autopilot, Searchlight, Life Sup- 
port, Escape System; Communications: Satellite Uplink; Ar- 
mor Quality: HEAT Resistant 4; Arms: 2x Manipulator Arm 
11; Hostile Environment Protection: Radiation 4, Vacuum; 
Information Warfare Devices: Electronic Counter Counter 
Measures 4; Reinforced Systems: Backups, Crew; Weakness: 
Exposed Auxiliaries; Negative Feature: Large Sensor Profile 
2 

*Offensive Threat Value (ON) 

Quantity Name Arc ACC DM BR ROF Perks& Flaws Ammo 
1 652AParticleCannon F +1 x15 3 0 Haywire, Attenuating Damage 1, HEAT Unl 

1 MMJ-4 Missile F -2 x20 5 0 Seeking 1, Smart 2 2 

2 PL4 Plasma Lance F O  x20 Melee 0 Armor Crushing, Concealed, HEAT LU5 
Option 792RParticleCannon F +1 x16 5 0 Haywire, HEAT, Attenuating Damage 1 30 

Option MD-5555 Massdriver F 0 x20 10 1 Armor Piercing, Clumsy, Heavy 30 

Type: Giant Robot 

Size: Gargantuan (Tall, 15.4 m) 

66 fMP: 52) I Hit Points: 

1 Occupancy: 1 operator, no cargo (MP: 10) 

Tactical Speed: Land 180 m 
Initiative: 

Maneuver: 
-2 (MP: 10) 

-2 (MP: 10) 

1 Total MP Cost: 2594 1 
Total Money Cost: 518,800 credits 

SDecial Abilities: 

Booster (Space, 2.89. G-Round 100, MP: 616). Chobham 
Armor (MP: 221, Tactical Radio (Secure, MP: 4), Laser Corn 
(Secure, Interplanetary, MP: 14), Laser and Radar Warning 
Receivers (MP: 4). Ejection Seat (MP: 3), Life Support (MP: 
16), Searchlights (MP: 2). Jumping (x5, MP: 20), GPS (MP: 2), 
High Resolution Radar (Global, 5 km, MP: 30). Magnetic Sen- 
sor (2 km, MP: 6). Optics (2km, MP: 4), infrared (2km. MP: 6), 
Stabilization Gear (MP: lo), Targeting Device (+1 Particle Can- 
non. MP: 5) 

I Exotic Abilities: I 
Limited A.I. (Dex3, Wis3, Chal, MP: 35) 

I Mecha Defects: I 
Noisy (MP: -51, Reduced Endurance (1 day, MP: -15). Start 
Up Time (1 minute, MP: -2) 

WEAPONS 

Name Dam ROF RI Ammo Qualities Restrictions MP Cost 
Particle Cannon* 8d12 SS 320m n/a Long Range, Unlimited Shots, Arc of Fire (Fr), Space-Optimized(364) 

MMJ-4 Missiles** 10d12 SS 800m 2 Armor Pen , Blast, Guided Arc of Fire (Fr), 3x Less Ammo (357) 

Increased Threat (19-20) 

(IRH,ARH, LG), Indirect, 
2x Long Range 

Plasma Lances* 10d12 SS n/a 10 Armor Penetrating, Arc of Fire (Fr), 2x Less Ammo, (130) 
Concealed, Handheld, Melee (Large) 
Increased Critical (x3) 

NOTE *Energy Weapons, **Blast Weapon The particle cannon and missiles are Hardpoint-mounted 

t 
D 

i 



I 
b EAM-03A RETALIATOR 

I 

The Retaliator is the standard medium intercep- 
tion exo-armor of the JAF. Many of the actual Jo- 
vian exo-armor designs are based on this machine, 
as i ts reliability has been proved many times over 
(although it isn't entirely flawless: see below). Like 
its Jovian Armor Works siblings, the Pathfinder and 
the Vindicator, it has undergone an extensive re- 
design process in the aftermath of the Battle of 
Elys-e. Well-armed and fast for its size, the up- 
dated Retaliator Alpha can take on opponents 
bigger than itself and still come out on top. The 
Retaliator is commonlyfound in strike teams along 
with Pathfinders because of i ts high speed and 
heavy armament. 

0 CAPABILITIES 

1 The machine is generally considered to lack proper 
1 armor considering its combat role. To ensure ' 

i speed and maneuverability similar to that of light 

i exo-armors while still carrying heavy armament, 
I design compromises had to be made. The extra 

1 mass needed for weapons and thrusters came off 
the limbs' armor, much to  the dismay of the pilots 
assigned to the machine. To save further mass, 
the engineers tried to reduce the size of the thrust- I 

I - . ^  . -  I I  Lontrol system Linear trame I 1 Height 1 5 5 m /  I 
37 7 Tons 

Width 
Empty Weight 
Loaded Weight: 42 Tons 
Main Drive: 12 MW 
Powerplant: 1598 KW 
Main Thrusters: 4 x 20.000 ka, 2 x 8,000 ka 

Apogee Motors: 20 

Walking Speed: 66 kph 

Acceleration: 2.4 a 

Onboard Sensors: Fire Control Radar, InfraredIUItraviolet. 
Lidar, Low-light, Magnetometer, Microwaves, 

Additional Armament: JAW-1 1A Railgun. MMJ-4 Missiles, 
LMJ-2 Missiles 

Defensive Systems Mag Screen 
Equipment Escape Pod 

4 '  

ers by using a new plasma injector cone which 
uses pre-heating to  boost the output of the core. 
It worked, up to a point: since the verniers have 
to operate at near maximum level for extended 
periods of time, they tend to overheat, which used 
to  cause shutdowns. Though the problem has 
been mostly solved on the Alpha, green pilots still 
burn out the thruster array on their first sortie with 
a Retaliator, despite repeated warnings from the 
technical crew. 

* 
The Retaliator is equipped with the powerful JAW- 1 
11 railgun, a proven modular design able to send 
a Lexan shell with metal sabot straight through 
several inches of composite armor. Early examples 
suffered many cases of jamming because of the 
rapid wear of the gun's rails, but the problem was 
solved during the redesign process by a young 
weapon expert called Gerard Vincennes, recently 
hired right out of school by the Armament Divi- 
sion a t  JAW. The redesigned 11A can now fire 
nearly ten clips before rail replacement, thanks to 
an innovative rail wear control technique 
developped by Vincennes. 

i 
i 



Name: EAM-03A RETALIATOR ALPHA 

Size: 12 (Tall, 15.5 m) 
*Defensive Threat Value (DTV) 

Movement: Walk 6/11 
Space 12/24 

Maneuver: 0 
Armor: 26/56/78 
*Miscellaneous Threat Value ( M W  

Crew: Living 1; Computer 1 (Dumb, Level 2) 

System; Arms: 2x Manipulator Arm 12; Hostile Environment 
Protection: Radiation 4, Vacuum; Reinforced Systems: Back- 
ups, Crew; Annoyance (Overheating thruster cones); Nega- 

*Offensive Threat Value (Om 
Quantity Name Arc ACC DM BR ROF Perks& Flaws Ammo 

1 LMJ4 Missile F -1 x16 2 0 Seeking 1, Smart 1 6 

1 JAW-1 1A Railgun F O  x16 5 0 Armor Piercing 20 

1 MMJ-4 Missile F -2 x20 5 0 Seeking 1, Smart 2 4 

2 PL4 Plasma Lance F O  x20 Melee 0 Armor Crushing, Concealed, HEAT LU5 

Type: Giant Robot 

Size: Gargantuan Fall, 15.5 m) 

Hit Points: 66 IMP: 52) 

I Occupancy: I operator, no carqo (MP: IO)  I . .  - 
Armor Hardness: 26 (MP: 130) 

1 Defense: 6 1  

I Strength: 

Speed: 

55 (+22) (MP: 135) 

Land 99 kph, Realistic Space Flight 
(Thrust 1.2a. G-Round 250) (MP: 182+780) 

Tactical Speed: Land 165 m 1 
Initiative: -3 (MP: 5) 

Maneuver: -2 (MP: 10) 

Special Abilities: 

Booster (Space, 2.49, G-Round 50, MP: 312), Chobham Ar- 
mor (MP: 26), Tactical Radio (Secure, MP: 4). Laser Corn (Se- 
cure, Interplanetary, MP: 14). Laser and Radar Warning Re- 
ceivers (MP: 4), Ejection Seat (MP: 3), Life Support (MP: 16). 
Searchlights (MP: 2), Jumping (x5, MP: 20). GPS (MP: 2). Radar 
(2 km, MP: 30). Magnetic Sensor (2 km, MP: 6), Optics (2km, 
MP: 4). Infrared (2km. MP: 6). Stabilization Gear (MP: 10) 

Exotic Abilities: 

Limited A.I. (Dex3. Wis3. Chal. MP: 35) 

Mecha Defects: 

Noisy (MP: -5), Reduced Endurance (1 day, MP: -15), Start 
UD Time (1 minute. MP: -2) 

I S  I 

Total MP Cost: 2194 

1 Total Money Cost: 438,800 credits 1 

WEAPONS: 

Name Dam. ROF RI Ammo Qualities Restrictions MP Cost 

JAW-1 1A Railgun* 7d12 SS 560m 20 2x Long Range Arc of Fire (Fr) (1 82) 
MMJ-4 Missiles** 10d12 SS 800m 4 Armor Penetrating, Blast, Guided Arc of Fire (Fr), 3x Less Ammo 357 

(IRH,ARH, LG), Indirect, 
2x Long Range 

LMJ-4 Missiles** 7d12 SS 280m 6 Armor Penetrating, Blast, Guided Arc of Fire (Fr), 2x Less Ammo (303) 
ARH, LG), Indirect, Long Range 

Plasma Lances* 10d12 SS n/a 10 Armor Penetrating, Concealed, Arc of Fire (Fr), 2x Less Ammo, (130) 
Handheld, Increased Critical (x3) Melee (Large) 

NOTE: *Ballistic Weapon; **Blast Weapon; ***Energy Weapons. The railgun and missiles are Hardpoint-mounted. 

i 
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The Vindicator is currently the most powerful mass- 
produced exo-armor in the solar system. Because 
of its high cost, it is usually assigned to proven 
pilots or squadron commanders only. The mas- 
sive armament and armor it carries gives the Vin- 
dicator a tremendous advantage in combat. 

The Vindicator program was started only two years 
ago, in 2208, as a direct result of the introduction 
of the Wyvern by CEGA. The JAF's generals felt 
that since the Wyvern was nearly the equal of the 
Retaliator in combat, they needed an even more 
powerful unit to stay in the forefront of the arm 
race - the Vindicator is such a machine. 

0 CAPABILITES 

Although a bit slow, the exo's massive light mis- 
sile batteries (located on the side of its legs) can 
easily overwhelm most close defense systems. The 
heavy warheads carried on the shoulders and in 
the backpack can be used to  destroy or severely 
cripple small ships or damage large ones. A pair 
of Jovian Optics anti-missile turrets guard the exo 

j against return fire. Its most impressive weapon, . 
1 however, i s  the massdriver/laser assembly ' 

mounted on the right arm. The presence of a non- i 

' I  
Name: Vindicator Alpha 
Production code: EAH-O1A 
Origin: Jovian Confederation 
Manufacturer: Jovian Armor Works 
Type: Heavy Exo-Armor 

Role: Anti-Ship Strike, Assault Transport, Fighter, Tactical Strike 
Control System: Linear Frame 
Height: 16.4 m 
Width: 14.7 m 
Empty Weight: 65.7 Tons 
Loaded Weight 70 Tons 
Powerplant 1970 KW 

20 

Main Drive 
Apogee Motors 
Walking Speed: 36 kph 
Acceleration: 1.8 a 

Onboard Sensors: Fire Control Radar, Infraredfultraviolet, 
Lidar, Low-light, Magnetometer, Microwaves, 

Motion Detectors,Radcounter, Telescope 
2 x Jovian Optics AM-1 Anti-Missile System, 

3 x PL3B Plasma Lances 
JAW-15 Massdriver w/Jovian Optics 

54L Laser Cannon. HMJ-6 Missiles. LMJ-1 Missiles 

Fixed Armament: 

Additional Armament: 

Defensive Systems: Mag Screen 
Equipment: Escape Pod 

ammunition based weapon extends the combat 
endurance of the Vindicator, enabling it to get rid 
o f  small threats while saving the  precious 
massdriver ammunition for more important tar- 
gets. 

If the Vindicator had only those qualities, it would 
indeed be king of the battlefield. Unfortunately, 
the development was rushed, leaving minor flaws 
in some of the systems. For example, due to  a 
powerplant sensor malfunction, an overheat warn- 
ing sounds every time the pilot pushes his ma- 
chine above the normal operating parameters. 
Veterans are now used to the problem, simply dis- 
abling the sensor and relying on their "gut in- 
stinct" instead. The Vindicator is also painfully slow 
compared to  other, smaller machines. 

i 
i 8 

! 
' 

Since the Vindicator is a relatively new design, no 
variants were built as of 2210. There are plans for 
a commander-type version, but production is not 
expected to begin until late 2212. If the machine 
proves successful in service, it will probably be 
adapted to a variety of operational roles such as 
interception, heavy assault and huntedkiller. 

I 
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System; Armor Quality: HEAT Resistant 4; Arms 2x Mantpu- 
lator Arm 14, Hostile Environment Protection. Radiation 4. 
Vacuum; Reinforced Systems: Backups, Crew, Negative Fea- 
ture' Large Sensor Profile 2 

Name EAH-OIA VINDICATOR ALPHA 

14 (Tall, 16 4 m) 
*Defensive Threat Value (DN) 

Movement: 

Maneuver 

Armor: 

*Miscellaneous Threat Value (MN) 

Crew, Living 1, Computer 1 (Dumb, Level 2) 

*Offensive Threat Value (ON) 
Quantity Name Arc ACC DM BR ROF Perks& Flaws 

1 JAW-15 Massdriver F 0 x20 5 

1 JO 54L Laser Cannon F 0 x10 8 0 HEAT, Attenuating Damage 1 

1 HMJ-6 Heavy Missile F -2 x30 5 0 Seeking 1, Smart 2 
2 LMJ-1 Light Missile F -1 X I 0  3 5 Guided 

3 PL-3B Plasma Lance F 0 x20 Melee 0 Armor Crushing, Concealed, HEAT 

2 AM-1 Anti-missileSystem F +I x5 1 5 Anti-Missile, HEAT 

1 Tvoe: Giant Robot I 
- I  

Size: Gargantuan (Tall, 16.4 m) 

Hit Points: 72 (MP: 72) 

1 Occuoancv: 1 ooerator. no carao (MP: 10) I 
Armor Hardness: 26 (MP: 130) 

I Defense: h l  

Strength: 65 (+37) (MP: 165) 

Speed: Land 45 kph, Realistic Space Flight 
(Thrust 0.99, G-Round 450) (MP: 78+1053) 

Tactical SDeed: Land 75 m 

I SDecial Abilities: I 
Booster (Space, 1.89. G-Round 150, MP: 702). Chobham 
Armor (MP: 26), Tactical Radio (Secure, MP: 4), Laser Corn 
(Secure, Interplanetary, MP: 14), Laser and Radar Warning 
Receivers (MP: 4). Ejection Seat (MP: 3), Life Support (MP: 
16), Searchlights (MP: 2), Jumping (x5, MP: 20). GPS (MP: 2), 
Radar (2 km, MP: 30), Magnetic Sensor (2 km, MP: 6), Optics 
(Zkm, MP: 4). Infrared (2km. MP: 6). Stabilization Gear (MP: 
1 m 
Exotic Abilities: 

Limited A.I. (Dex3. Wis3. Chal. MP: 35) 

Initiative: -3 (MP: 5) Mecha Defects: 

Maneuver: 
Total MP Cost: 3382 Up Time (1 minute, MP: -2) 

-2 (MP: I O )  Noisy (MP: -5), Reduced Endurance (1 day, MP: -15). Start 

I Total Money Cost: 

1 WEAPONS: 

676,400 credits 1 

Name Darn. ROF RI Ammo Qualities Restrictions MP Cost 
JAW-15 Massdriver* 10d12 A 800m 50 2x Long Ransge, Extra Ammo Arc of Fire (Fr) (346) 
Laser Cannon*** 5d12 SS 800m n/a 3x Lona Ranae. Unlim. Shots Arc of Fire (Fr1 13461 1 
HMJ-6 Missiles** 12d12 SS 960m 10 Armorpenetrating, Blast,Guided Arc of Fire (Fr), Less Ammo 858 I 

LMJ-1 Missiles** 5d12 SS 200m 40 Armor Pen., Blast, Extra Ammo, Arc of Fire (Fr) (476) 
(IRH,ARH, LG), Indirect, 2x Long Range 

Guided(1RH. ARH, LG), Indirect, 
Long Range 

Plasma Lances* 10d12 SS n/a 10 Armor Penetrating, Concealed, Arc of Fire (Fr), 2x Less Ammo, (130) 1 
Handheld, Increased Critical (x3) Melee (Large) 

Anti-Missile Syst." 4d6 A 72m n/a Cone, Long Range, Arc of Fire (Fr), Low Penetration (1 12) 
I Unlimited Shots I 

NOTE: *Ballistic Weapon; **Blast Weapon; ***Energy Weapons. The rnassdriver/laser and heavy missiles are Hardpoint-mounted. 



7 b STORMRIDER 

Linear Frame 

Secondary Powerplant 

Onboard Sensors Fire Control Radar, Infrared/Ultraviolet, Ladar, 
Magnetometer, Microwaves, Motion Detectors, Radcounter, Tele- 
scope, Thermograph 

Fixed Armament 2 x Beam Cannon, 1 x Missile Delivery System, 1 
x Scatter Launcher 

Additional Armament 2 x Plasma Lance 

Defensive Systems AM Laser Turrets, Mag Screen, Electronic 
Counter-Measure System 

Escape Pod, Decoy System 

. V CAPABILITIES 

last designs to leave the Prometheus Project's 
doors, the Stormrider is a mishmash of lessons 
learned by the Prometheus teams in the course 
of their marathon in exo-design innovation. It 
closely resemble the Storm Attacker configuration 

. It has been designed t o  engage the enemy at all 
ranges, and do so on the very edge of the inter- 
ception envelope. This is made possible by two 
large rear-mounted propulsion units, whose corn- 
bined thrust propel the exo-armor at nearly three 

. 
: 
. 

I 
I "shotgun" type projectile-based model. 

i 

costly, has been replaced by a more primitive plifying maintenance. 

. The main armament is composed of a battery of 
Although a less expensive model than the related . two high-yield particle cannons mounted on the 
Prometheus Tetra test design (which got out of : forearms of  the unit for a maximal field of fire. 
fiscal control during the early development . These are backed by a scatter launcher located 

j stages), the Stormrider is still very much a proto- on the main torso, right in front of the cockpit i 
: type machine. I ts effectiveness in the field, how- . access hatch. To overwhelm fast targets, two  ' 

, ever, makes it worth i ts high cost - whatever . large missile launchers are located on the shoul- ' skepticism the Agora's military committee may ders and slaved t o  the same control system. For 
I hold. For the first few years, the Stormrider will . close combat, a pair of standard plasma lances 
I only be used by aces and high-ranking officers : are located under leg panels. For additional pro- ~ ' due to  its need for special bay accomodations as . tection, the Stormrider is equipped with ECM 
~ well as the nearly double helping of fuel, ammu- 

' 
pods, decoy launchers, and a series of small beam 

I 

1 

nition, and downtime in comparison to  common emitters t o  take care of incoming missiles. 
trooper units. i 



Name: EAH-07 STORM RIDER 

Size: 12 (Tall, 15.6 m) 
*Defensive Threat Value (DTV) 

Deployment Ranqe: 7- 
Reaction Mass: 500 BP 
Perks and Flaws: Accessory: Autopilot, Life Support, Escape 
System; Armor Quality: HEAT Res&tant 5; Arms: 2x Manipu- 
lator Arm 12; Hostile Environment Protection: All, Radiation 
5; Information Warfare Devices: Electronic Counter Measures 
2, Decoy System 2, Stealth 2; Reinforced Systems: Backups, 
Crew; Movement Flaw: Decreased Maneuver 1 

I Movement: Walk 5 /10  I 
I %ace 1 5 a  

- -  I. . 
Maneuver: 

Armor: 

*Miscellaneous Threat Value (MTVl 

Walk 0 / Space +I 

24/48/72 

t . :. . . .. .,* 1 Crew: Living 1; Computer 2 (Dumb, Level 3) I 

*Offensive Threat Value (On/) 
Quantity Name Arc ACC DM BR ROF Perks & Flaws Ammo 
2 Beam Cannon F +I x15 5 0 Haywire, HEAT, Attenuating Damage 1 Unl. 

1 MMJ-2LR Missile F -2 x10 6 0 Seeking 1 16 
1 Scatter Launcher FF +I x10 3 2 Scatter i n  
1 AM LaserTurret Network T +2 x2 1 6 Anti-Missile, HEAT, Smart 1, Defensive Unl. 

2 Plasma Lance F O  x12 Melee 0 Armor Crushing, Concealed, HEAT LU5 

Type: Giant Robot 

Size: Garqantuan (Tall, 15.5 m) 

Special Abilities: 

Booster (Space, 39, G-Round 50, MP: 375), Chobham Armor 
(MP: 24), Tactical Radio (Secure, MP: 4). Laser Corn (Secure, 
Interplanetary, MP: 14), Laser and Radar Warning Receivers 
(MP: 4) , Radar & Radio Jammer (+2, MP: 24). Ejection Seat 
(MP: 3). Life Support (MP: 16). Searchlights (MP: 2). Jumping 
(x5, MP: 20). GPS (MP: 2), Radar (2 km, MP: 30), Magnetic 
Sensor (2 km, MP: 6), Optics (2km. MP: 4). Infrared (2km, MP: 
61, Stabilization Gear (MP: IO), Stealth (Radar +2, Infrared 
+2, MP: 12). Targeting Device (Beam Cannons, +I, MP: 5) 

Exotic Abilities: 

Limited A.I. (Dex6, Wis6, Chal, MP: 65) 

Mecha Defects: 

Noisy (MP: -51, Reduced Endurance (1 day, MP: -15). Start 
Up Time (1 minute, MP: -2) 

- 
Hit Points: 66 (MP: 52) 

Speed: Land 90 kph. Realistic Space Fliqht 
(Thrust 1.59, G-Round 250) (MP: 150+@7) 

Tactical SDeed: Land 150 rn 

I Initiative: -2 (MP: IO) I 
Maneuver: -2 (MP: IO) 

I Total MP Cost: 4494 I 
1 Total Money Cost: 898,800 credits I 

I WEAPONS: I 
Name Dam. ROF RI Ammo Qualities Restrictions MP Cost 

Beam Cannons* 8d12 S 640m n/a 2x Long Range, Increased Threat Arc of Fire (Fr) 485 
(19-20). Unlimited Shots 

Scatter Launcher* 5d12 SS 200m 10 Cone, Long Range Arc of Fire (Fr) (173) 
MMJ-2LR Missiles** 6d12 SS 480m 16 Armor Penetrating, Blast, Guided (IRH, Arc of Fire (Fr), Less Ammo 
(390) 

AM Turrets* 4d6 S 36m n/a Semiauto, Unlimited Shots - (1 40) 
Plasma Lances* 10d12 SS n/a 10 Armor Penetrating, Concealed, Arc of Fire (Fr), 2x Less Ammo, (130) 

NOTE: *Energy Weapons; **Blast Weapons. 

ARH, LG), Indirect, 2x Long Range 

Handheld, Increased Critical (x3) Melee (Large) 
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i 
bIM-09 LANCER 

I 

0 OVERVIEW 

Interceptors remain an important part of most 
modern space navies. They are simpler t o  main- 
tain than the complex exo-armors and are gener- 
ally capable of higher acceleration, though their 
endurance and maneuverability are inherently lim- 
ited. The IM-09 Lancer is the most common Jo- 
vian Armed Forces interceptor as of 221 0, where 
it constitutes about half the total number of inter- 
ceptors in service. 

The Lancer was designed around paired fusion 
drives located at the back, under the large dorsal 
fin. The reliable Nakasu 423M PCC engines pro- 
vide the craft with good acceleration even when 
carrying a full combat payload, making it appreci- 
ated by pilots and commanders alike. Like all 
spacecraft of its type, though, the Lancer suffers 
from poor range due to i ts limited on-board reac- 
tion mass reserve. 

0 CAPABILITIES 

The most obvious feature of the Lancer is the large 
payload module attached to  i ts belly. The Ad- 
vanced Tactical Mission Pod (ATMP) is a modular 
pod system designed to  increase the mission ver- 
satility of the vehicle. Most of the offensive pay- 

"i 
I 



Name: IM-09 LANCER 

Size: 10 (Long, 24.8 m) 

*Defensive Threat Value (DTV 

Movement: Space 16/32 

Dedovment Ranae: 100 Hrs 

Reaction Mass: 200 BP 
Perks and Flaws: Accessory: Autopilot, Life Support, Escape 
System; Feature: Easy to  Modify (Fire Control); Hostile Envi- 
ronment Protection: Radiation 4, Vacuum; Reinforced Sys- 
tems: Backups, Crew 

*Offensive Threat Value (OW 
Quantitv Name Arc ACC DM BR ROF Perks& Flaws Ammo 

1 Counter-Measure Syst. T +2 x6 1 4 Anti-Missile, Smart 1, Defensive 120 

2 Wing Launched Missile FF -1 XI5 3 0 Guided 5 
1 MMJ-2LR Missile FF -2 x10 6 0 Seekina 1 12 

1 ~ 

1 HMJ-6 Heavy Missile FF -2 x30 5 0 Seekinq 1 4 - 
Option QFS Laser FF +I x12 4 0 HEAT, Attenuating Damage 1 Urn 

Owtion RJ-56 Rocket Pod FF -2 XI0 3 4 Indirect Fire 

I Option MMJ-4 Missile FF -2 x20 5 0 Seekina 1, Smart 2 Owtic 

Type: Vehicle Specia 

Size: Gargantuan (Long, 24.8 m) 

Hit Points: 60 

Occupancy: 1 operator, no  cargo 

Armor Hardness: 20 
Defense: n/a 

Strenght: n/a 

Speed: Realistic Space Flight (1.8 g, G-round 40) 
Tactical Speed: n/a 

Initiative: -3 

Booster (Space 3.2 g, G-Round ZO), Comm (LR Radio, Las 
Comrn, Microwave; Secure), ECM (Missile Jammer +6), Eje 
tion Seat, Laser and Radar Warning Receivers, Life Suppo , 

Nav System (GPS), Sensors (Optics, Low-Light, Hi-res Radar, 
Magnetic; all 2 km), Stabilization Gear 
Exotic Abilities: Limited A.I. (Dex 3, Wis 3, Cha 1) 

Mecha Defects: 
Time (1 minute) 

Reduced Endurance (few days), Start Up 

1 Maneuver: -4 I 

I Weaoons: I 
Name Dam. ROF RI Ammo Qualities Restrictions 

Light Missiles* 4d12 A 160m 12 AP, Blast, Guided (IRH, ARH, LG), Indirect Arc of Fire (Front) 

I Med. Missiles* 8d12 A 320m 2 AP, Blast. Guided (IRH. ARH. LG). Indirect Arc of Fire (Front) I . . . .. . .  
Hvy. Missiles* 12d12 A 280m 4 AP, Blast, Guided (IRH, ARH, LG), Indirect Arc of Fire (Front) 
NOTE: *Blast 



3EEN I 

As the settlements resumed contact with Earth, 
the newly formed CEGA was amazed by the new 
war machines they saw. They were a little worried 
as well. The Syreen was hastily designed to be a 
stopgap measure to the recent colonial advances 
in exo-armor technology. Using an old OTV (Or- 
bital Transfer Vehicule) model, the CEGA techni- 
cians built a legless and crude craft capable of 
defending itself in hand-to-hand combat as well 
as carrying anti-spacecraft missiles. 

After several successful simulated ambushes in the 
Asteroid Belt, the vehicle was dubbed Syreen for 
i ts appearance and its ability t o  lure opponents 
into a well-prepared trap using i ts  ECM pod. The 
pod was too costly to use on all exos, so it was 
later decided that only the officer variant would 
carry it on the production model. 

0 CAPABILITIES 

Although actual production models use a custom 
designed booster, the original prototypes of 21 86 
were built around decommissioned OTVs. This 
caused endless problems (as well as one explo- 
sion) before the project leaders finally decided to  
build a new chassis for the vehicles. Because of 

, 

Name: Syreen 
Production Code: CEA-01 

Origin: Central Earth Government & Administration 
Manufacturer: Lunar Aerospace Consortium 
Type: Space Exo-Armor 
Role: Anti-Ship Strike, Interceptor, Tactical Strike 
Control System: Linear Frame 
Height: 17.2 m 
Width 17.5 m 
Empty Weight: 46.9 Tons 
Loaded Weight: 52 Tons 
Main Drive: 32 MW 
Powerplant: 1203 KW 

Main Thrusters: 1 x 156,000 kg 
Apogee Motors: 18 

Acceleration: 3 9 .  

Ground Speed: n/a 

Onboard Sensors: ECCM, Fire Control Radar, Infrared/Ultraviolet, 
Lidar, Low-light, Magnetometer, Microwaves. Motion Detectors, 
Radcounter, Telescope 
Fixed Armament: 1 x LACW-12s ACDLS 
Additional Armament: 2 x CSH-4 Heavy Missiles, 

6 x Deathsong A3 Medium Missiles, 4 x LAC-1 Light Missiles 
Defensive Systems: Mag Screen 
EauiDment: EscaDe Pod 

the original nature of i ts propulsion system, the 
Syreen is capable of high acceleration, but suffers 
from poor range and maneuverability. The latter 
was improved by the addition of vectoring plates 
to  the main nozzle. These plates need constant 
attention however, and many technicians complain 
they are spending too much time on them. 

The most amazing piece of equipment is surely 
the Active Close Defense Laser System (ACDLS 
for short), a computer-guided, variable range la- 
ser array composed of four independently focus- 
ing lenses. These serve as the Syreen's main 
ranged weapon, except when an opponent ap- 
proaches the Syreen within 25 meters: the com- 
puter then automatically takes over and fires a t  
the new threat. This is beginning to  cause prob- 
lems as Syreens sometimes open fire on friendly 
units, acting on misread IFF signals. 

Being a jury-rigged machine built with the inten- 
tion that it be replaced by more advanced de- 
signs, the Syreen was never adapted to other op- 
erational roles. The Commander type, which car- 
ries an ECM pod, was the only variation built. 



Name: CEA-01 SYREEN 

Size: 12 (Tall, 17.2 m) 

*Defensive Threat Value (DTV) 

Movement: Swace 15/30 

1 Maneuver: -2 I 
Armor: 

*Miscellaneous Threat Value ( M W  

I Crew: Livina 1: ComDuter 1 (Dumb, Level 1) 1 
1 Deployment Range: 300Hrs I 

1 Reaction Mass: 350 RP 

Perks and Flaws: Accessory: Autopilot, Life Support, Escape 
System; Arms: 2x Manipulator Arm 10; Hostile Environment 
Protection: Radiation 3, Vacuum; Information Warfare De- 
vices: Electronic Counter Counter Measures 3; Reinforced 
Systems: Backups, Crew; Weakness: Fragile Chassis, Haz- 
ardous Ammo/Fuel; Negative Feature: Difficult t o  Modify 
(Movement). Larae Sensor Profile 3 

1 *Offensive Threat Value (ON) I . .  
Quantity Name Arc ACC DM BR ROF Perks & Flaws Ammo 

l a  ACDLS [range] F O  x12 3 2 HEAT, Attenuating Damage Unl. 

I I b  ACDLS ldefensel F O  x16 Melee 0 HEAT. Smart 1 Unl. I 
1 LAC-I F +I x5 1 0 Guided, Indirect Fire 4 
1 A3 Missile F O  XI5 3 0 Guided. Indirect Fire 6 

I 1  CSH4 Missile F -1 x25 5 0 Guided, indirect Fire 2 1  

1 Hit Points: 40(MP:O) 1 
Occupancy: 1 operator, no cargo (MP: IO) 

(Thrust 1 Sa. G-Round 250) (MP: 825) 

Tactical Speed: n/a 
Initiativc. -4 (MP: 01 

I Maneuver: -4 (MP: 0) I 
I Total MP Cost: 2456 1 

Total Money Cost: 491,200 credits 

Special Abilities: 

Booster (Space, 3g, G-Round 50, MP: 330). Tactical Radio 
(Secure, MP: 4), Laser Corn (Secure, Interplanetary, MP: 14), 
Laser and Radar Warning Receivers (MP: 4). Defensive Jam- 
mer (+4, MP: 12), Ejection Seat (MP: 3). Life Suppofl (MP: 
16). GPS (MP: 2). Radar (2 km, MP: 30). Magnetic Sensor (2 
km, MP: 6), Optics (2km. MP: 4). Infrared (2km. MP: 6). Sta- 
bilization Gear (MP: 10) 
Exotic Abilities: 

Limited A.I. (Dex3, Wisl, Chal, MP: 25) 
Mecha Defects: 

Noisy (MP: -5), Reduced Endurance (1 day, MP: -15). Start 
Up Time (1 minute, MP: -2) 

WEAPONS: 
Name Dam. ROF RI Ammo Qualities Restrictions MP Cost 
~~ 

(208) ACDLS Laser Mode* 4d12 S 160m n/a Long Range, Semiauto, Arc of Fire (Fr) 
Unlimited Shots 

ACDLS Melee Mode*5dl2 SS n/a n/a Unlimited Shots Arc of Fire (Fr), Melee (1 30) 
LAC-I Missiles** 5d12 SS 100m 4 Armor Penetratina, Blast, Arc of Fire (Fr) (390) 

Guided, (IRH, AKH, LG), Indirect 

A3 Missiles** 10d12 SS 400m 4 Armor Penetrating, Blast, Arc of Fire (Fr), 3x Less Ammo (325) 
Guided (IRH, ARH, LG), Indirect, 
Long Range 

Guided (IRH,ARH, LG), Indirect, 
2x Long Range 

I 
CSH-4 Missiles** 12d12 SS 960m 10 Armor Penetrating, Blast, Arc of Fire (Fr), Less Ammo 858 

NOTE: *Enerav Weawon: **Blast Weawons. The missiles are Hardooint-mounted. 



L",ILIv,  .,J'L"" - " I  - -  
Height 1 6 9 m  

Width 13 7 m 

Empty Weight 52 4 Tons 

Loaded Weight 55 Tons 

- 

As the Retaliator was gradually introduced in the 
JAF's front line units, the CEGA Council decided 
they needed a more modern exo-armor design 
to face it. Although efficient, the few updates of 
the Syreen were hopelessly outclassed, so research 
was oriented in a new direction. A new exo-armor 
would be designed from the ground up, though 
shortcuts would have to  be taken to ensure that it 
could enter service as soon as possible. 

First, arrangements were made with the Martian 
Federation to buy two of their old Defenders. 
These were moved with great secrecy to  the Lu- 
nar Aerospace Consortium base in the Tycho Cra- 
ter to be disassembled and studied. Then, using 
the basic frame as a guide, the engineers set out 
to create an exo-armor which could stand against 
current Jovian designs and win. They knew they 
could not compete with the Jovian in terms of 
maneuverability, so the project focused on the 
dual objectives of armor and firepower. 
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0 CAPABILITIES 

The head unit was completely redesigned. The 
engineers removed the front and lateral sensor 

. 

i 

2 x 11.4 MW Main Drive: 

Powerplant: 1712 KW 

Main Thrusters 5 x 20,000 kg, 2 x 16,000 kg 

Apogee Motors 12 

Walking Speed 34 kph 

Acceleration 2 4 9  
Audio, Fire Control Radar, 

Infrared/Ultraviolet, Lidar, Low-light, Magnetometer, 
Microwaves, Motion Detectors,Radcounter, Telescope 

Fixed Armament 1 x Zapper Mk 2 Anti-Missile system, 
2 x LACW-1 M massdrivers 

Additional Armament LACW-8 Hypergolic Bazooka, 
2 x 3MC-2 Rocket Canisters, 2 x 3M-3 Missiles 

Defensive Systems Mag Screen 

Equipment Escape Pod, Searchlights 

Onboard Sensors 

arrays of the Defender and replacing them with a 
single large plate. Although this limited the field of 
vision of the pilot somewhat, it made the sensors 
easier to maintain and made room for an anti-mis- 
sile laser system as well as two light massdrivers for 
close combat. The armor plate covering the 
Defender's neck unit was retained for additional pro- 
tection. 

It was decided that a large hypergolic launcher would 
provide the main firepower, even if the ammunition 
supply would be limited. Unfortunately, the planned 
hip-mounted missiles had to  be dropped because 
of mass restrictions. The leg-mounted missile canis- 
ter design was retained, but the light rockets were 
more powerful than the ones tound on the Martian 
vehicle. A pair of medium missiles, now carried on 
the left shoulder hardpoint, completes the basic ar- 
mament. All of the vehicle's hardpoints are semi- 
modular and can be modified, if need be, to handle 
other types of ordnance. 

Although the Wyvern is a recent design, several 
variations are already into production in an effort to 
modernize the Armed Forces. At the present rate of 
production, it is likely that the Wyvern will not re- 
place the faithful Syreen for a t  least a few years. 
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1 ........................... Shoulder Hardpoint 

2 ................. Forward Shoulder Thruster 

3 ............. Forward Torso Upper Thruster 

4 ................. Main Sensor Defense Panel 

5 .................. Zapper Mk II Laser AMS 

6 .......... LAW-1M Multitube Massdriver 

7 .................. Upper Torso Access Panel 

8 ............ Main Shoulder Actuator Group 

9 ................... Lateral Shoulder Thruster 

10 .............. Elbow Articulation Housing 

11 ................. Knee Articulation Housing 

1 2  .. . . . . . . . . . . . . . .  3MC2 

1 3  .. . . . . . . . . . . .  Forward Lec 

1 4  .............................. 

15 ................................ 
1 6  .............. Main Ankle 

17 ................ Laminate, 

1 8  ...................... Forwa 

19 ................. Waist Ma1 

20  . . . . . . . . . . . . . . . . . .  Modular 

21 ........................... 

22 ..................... Lateral I Torso Thruster 
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Add LACW-3 Massdriver rifle 
Remove LACW-8 Hypergolic bazooka 
Change Upgrade Sensors to + 1 ,  

Comm to OI20, Space Movement to 2 5 g 

I The Wyvern Command was developed by the Lunar Aero- 
Soare Consortium in 2207 as a field commander exo-armor -r--- -- -- - -  
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Uyvern Command is usually piloted by officers of Iieu- 
it rank or better, although some are also issued to aces. 
pt  for the communication gear and modified armament, 
b are few modifications to  the standard Wyvern frame 

comm pack is composed of multiple antennae (the pri- 
is mounted on the head) for long range communications 
iall N&E 3LD EWAC system similar to the one mounted 
e Jovian Pathfinder is mounted on the shoulder rack where 
iassdriver is normally fixed The bazooka is replaced by a 
im i hand-held LACW-3 automatic cannon 

200 BP, Reinforced Crew Comp , 
LACW-3 Massdriver rifle, Hummer knife 

Upgrade Armor to 34 

Wyvern Marine's nickname is "Leatherneck." Many of its 
)r plates are enlarged or thickened, and the main thrust- 
ire modified to carry the extra weight along with addi- 
11 propellant tanks. The cockpit hatch has also been fitted 
a hinged plate that closes over it, providing more protec- 
to the pilot inside. 

,ugh the LACW-8 bazooka and all missile systems are still 
snt, one LACW-3 12 mrn hand-held massdriver rifle can 
be carried Extra clip fittings are bolted onto the skirt plates 
dditional bazooka and massdriver ammo Since the stan- 
Wyvern lacks hand-to-hand weaponry, the Marine car- 

P hummer knife in a forearm mount. 
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I I  i 2 x 3-N7 Missile canisters, RJ-56 Rocket Pod 
nove LAWC-8 Hypergolic bazooka - '  I rnge 

Wyvern Bomber is one of the most common variants, It's 
jsile boat designed for close support, bombardment and 
denial The Bomber never operates far from a ship or 

)ly base because its armament is entirely composed of 
ile weapons. It is also slightly slower than other Wyvern 
n t s  because of the mass of some of the missiles 



Size: 13 (Tall, 16.9 m) 
*Defensive Threat Value (DTW 

Movement: Walk 3/6 
Swace 12/24 

1 Maneuver: -1 -1 
Armor: 32/64/96 
*Miscellaneous Threat Value (MTV) 

I Crew; Livina 1; Comwuter 1 (Dumb. L e v m  

System; Arms: 2x Manipulator Arm 13; Hostile Environment 
Protection: Radiation 4, Vacuum; Reinforced Systems Back- 
ups, Crew, Negative Feature: Large Sensor Profile 2 

*Offensive Threat Value (OW 
Quantity Name Arc ACC DM BR ROF Perks& Flaws Ammo 
1 Zapper Mk2 AMS F +I x3 1 6 Anti-Missile, HEAT, Defensive Unl. 
2 LACW-1 Massdriver F 0 x5 1 4 Anti-Infantry 240 
1 LACW-8 Bazooka F O  x15 5 0 Seeking 1 6 
1 3-M3 Heavy Missile F -2 x30 5 0 Seeking 1, Smart 2 2 
2 3-MC2 Rocket Canister F -1 x6 1 5 Indirect Fire 20 
Option LACW-3 Massdriver Rifle F 0 x20 8 2 Armor Piercing 20 
Option 3-N7 Missile Cannister F -2 x30 5 3 Indirect Fire. Heavv 9 

Type: Giant Robot Special Abilities 
Size. Gargantuan (Tall, 16 9 m) 

Hit Points: 72(MP 64) 

Occupancy 1 operator, no cargo (MP 10) 

Armor Hardness: 26 (MP: 130) 

Defense 6 
Strength 55 (+22) (MP 135) 
Speed Land 54 kph, Realistic Space Flight Exotic Abilities 

(Thrust 1 29, G-Round 275) (MP. 104+858) 

Tactical Speed Land 90 m Mecha Defects 
Initiative -3 (MP 5 )  
Maneuver -2 (MP 10) Up Time (1 minute, MP. -2) 

Total MP Cost 2387 

Total Money Cost 477,400 credits 

Booster (Space, 2.49, G-Round 75, MP 468). Tactical Radio 
(Secure, MP. 4). Laser Corn (Secure, Interplanetary, MP 14). 
Laser and Radar Warning Receivers (MP 4). Ejection Seat 
(MP 3), Life Support (MP. 16). Searchlights (MP 2). Jumping 
(x5, MP. 20). GPS (MP. 2). Radar (2 km, MP: 30), Magnetic 
Sensor (2 km, MP 6). Optics (2km. MP. 4). Infrared (2km, 
MP 6). Stabilization Gear (MP 10) 

Limited A.1 (Dex3, Wis3, Chal, MP. 35) 

Noisy (MP. -5), Reduced Endurance (1 day, MP. -15). Start 

WEAPONS: 

Name Dam. ROF RI Ammo Qualities Restrictions MP Cost 

LACW-8 Bazooka* 10d12 A 800m 6 2x Long Range, Handheld Arc of Fire (Fr) , 2x Less Ammo (130) 

3-M3 Missiles* 12d12 SS 960m 2 Armor Penetrating, Blast, Arc of Fire (Fr), 3x Less Ammo 429 
Guided (IRH, ARH, LG), Indirect, 
2x Long Range 

Rocket Canisters* 3d6 SS 27m 40 Blast, Extm Ammo, Indirect, Volley Arc of Fire (Fr) (70) 
L A W - I  MassdnveP 3d12 A 30m 200 2x Automatic, 3x Extra Ammo Arc of Fire (Fr), Short Range (97) 
Anti-Missile Syst ** 4d6 A 72m n/a Cone, Long Range, Arc of Fire (Fr), Low Penetration (1 12) 

Unlimited Shots 

NOTE. *Blast Weapons, **Ballistic Weapon, ***Energy Weapon Both the rockets and missiles are Hardpoint-mounted 

i 
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The Cerberus IS the latest addition to the CEGA 
arsenal. I t  is the result of the collaboration of en- 
gineers from CEGA, LAC and a Venusian firm (the 
name of which remains unrevealed a t  this time). 
Conceived as a huntedkiller exo, the Cerberus - 
unlike the Wyvern - is an entirely new design. 

Although the head bears a strong resemblance 
with that of the Martian Explorer, it actually con- 
tains more scanners and cameras, and twin LACW- 
1 M massdrivers for close range combat. The name 
Cerberus comes from i ts two massive shoulder 
pods in which a vast array of ECM and EWAC sys- 
tems are stored, as are several sensors, scanners 
and stereoscopic cameras. When these systems 
are active, the machine seems to have three heads, 

j 

j 

1 
1 
1 
1 

I hence i ts  name. 

. r  

. F  

. 2  

I . 1  1 . t :  0 CAPABILITIES 

1 The backpack has large thrusters and an adaptor ' s 
I 1 for an extra reaction mass tank to increase i ts re- . E 
I serve. Since the Cerberus relies on speed, ma- . t 
a neuverability and its hit-and-run tactics, i t s  weap- : r 
g onry is limited in scope; it is composed of two . r 
1 head-mounted massdrivers and on'e large hand- F 

carried massdriver rifle. For the first time on a 

I 

1 Name: Cerberus 1 
Production Code: CEA-09 
Oriain: Central Earth Government & Administration 
Manufacturer. Lunar Aerospace Consortium 
Type: HunteriKiller Exo-Armor 

Role: Anti-Ship Strike, Assault, Counter-Insurgency, Fighter 

I L .onrroi wsem Linear rrame I I 

Width: 14.8 m 

Main Thrusters: 5 x 10,000 kg. 2 x 9000 kg 
Aooaee Motors: 30 

Walking Speed: 36 kph 
Acceleration: 1.8 g 
Onboard Sensors: Audio, ECCM, ECM, Fire Control Radar, Infra- 
red/Ultraviolet, Lidar, Low-light, Magnetometer, Microwaves, Mo- 
tion Detectors,Radcounter, Telescope 
Fixed Armament:lACW-1 M Massdrivers x 2, MW-1 Plasma Lance, 
Hummer Knife 
Additional Armament: LACW-11 30 mm Massdriver Rifle 

Defensive Systems: Mag Screen 
Escape Pod Equipment: 

IEGA machine, a plasma lance is incorporated 
or hand-to-hand combat, and is stored in the right 
tip compartment. The left hip compartment con- 
ains a HummerKnife identical t o  the Wyvern 
vlarine's. The real bite of the Cerberus is its main 
veapon, a LACM-11 30 mm massdriver rifle that 
ires depleted uranium-tungsten rounds. It is linked 
vith the targeting computer via an interface cable 
:onnected on the side of the chest. The Newton 
k Ewell targeting and tracking system is primarily 
esponsible for the incredible accuracy of the 
veapon, which is said to be able to hit a running 
ight on a ship from kilometers away. Since the 
:annon is unusually long, a thermal jacket prevents 
iny overheating which could warp the barrel and 
educe the weapon's accuracy. The thermal jacket 
ilso helps maintain the magnets' operating tem- 
)erature. 

-he Cerberus is usually painted matte dark red, 
)ut the color scheme can be changed if neces- 
,ary (white with a dark grey "broken line" cam0 is 
specially popular). There are currently no varia- 
ions, but suggested alternative payload for this 
nachine would be a LACW-3 12 mm hand-held 
nassdriver similar t o  the one used by the Wyvern 
darine and Command. 



Name: CEA-09 CERBERUS 

Size: 14(Tall, 17.lm) 
I *Defensive Threat Value (DTW I 

Movement: Walk 316 
%ace 13/25 

I Maneuver: -1 I 
Armor: 35/70/105 
*Miscellaneous Threat Value (MTV) 

I Crew: Living 1: Cornouter 1 (Dumb. Level 2) I 

I Deplovment Range: 300 Km -1 
Reaction Mass: 350 BP 
Perks and Flaws: Accessory: Autopilot, Life Support, Escape 
System; Arms: 2x Manipulator Arm 14; Hostile Environment 
Protection: Radiation 4, Vacuum; Information Warfare De- 
vices: Electronic Counter Measures 4, Electronic Counter 
Counter Measures 4; Reinforced Systems: Backups, Crew; 
Negative Feature: Large Sensor Profile 2 

*Offensive Threat Value (Om 
Quantity Name Arc ACC DM BR ROF Perks& Flaws Ammo 

2 LACW-1 M Head Massdriver F 0 x8 1 4 Anti-Missile 
200 

1 LACW-3 Massdriver Rifle F 0 x20 8 2 Armor Piercing, Sniper 20 

1 MW-1 Plasma Lance F 0 x20 Melee 0 Armor Crushing, Concealed, HEAT LU3 

1 Hummer Knife F O  x7 Melee 0 Armor Piercing, Concealed 

I 

a 4 : a  
1 

Type. Giant Robot Special Abilities. 

Size Gargantuan (Tall, 16.9 m) 

Hit Points: 72 (MP: 64) 

Occupancy. 1 operator, no cargo (MP: 10) 

Armor Hardness 26 (MP. 130) 

Defense: 6 

Strength 55 (+22) (MP: 135) 
Speed: Land 54 kph, Realistic Space Flight Exotic Abilities 

(Thrust 1.29, G-Round 275) (MP. 104+858) 

Tactical Speed Land 90 m Mecha Defects: 
Initiative -3 (MP: 5) 
Maneuver. -2 (MP. 10) Up Time (1 minute, MP -2) 
Total MP Cost 2387 

Total Money Cost 477,400 credits 

Booster (Space, 2 49, G-Round 75, MP. 468), Tactical Radio 
(Secure, MP. 4). Laser Com (Secure, Interplanetary, MP 14). 
Laser and Radar Warning Receivers (MP 4), Ejection Seat 
(MP: 3), Life Support (MP 16), Searchlights (MP: 2). Jumping 
(x5, MP 20), GPS (MP. 2), Radar (2 km, MP. 30), Magnetic 
Sensor (2 km, MP: 6), Optics (2km, MP: 4), Infrared (2km, 
MP. 6). Stabilization Gear (MP. 10) 

Limited A.I. (Dex3, Wis3, Chal, MP 35) 

Noisy (MP: -5), Reduced Endurance (1 day, MP: -15), Start 

Plasma Lances* 10d12 SS n/a 5 Armor Penetrating, Concealed, Arc of Fire (Fr), 2x Less Ammo, (104) 

i 



Production Code: CEA-12 
Nation of Origin: CEGA 
Manufacturer: Lunar Aerospace Consortium 
Type: General Purpose Space Exo-Armor 
Role: Anti-Ship, Strike, Interceptor, Tactical Strike 
Control System: Linear Frame 
Height: 17.0 m 
Width: 16.8 m 
Empty Weight: 49.4 tons 
Loaded Weight: 59 tons 
Main Powerolant: 32 MW 

I The Syreen was created in order to  provide CEGA 
pilots with exo-armor experience and to act as a 
stopgap machine to defend CEGA's borders while 
a more advanced vehicle could be worked on. 
Several projects were started and ran in parallel 
for the first decade of the twenty-third century. 
The Wyvern was finished first and resources from 
the remaining projects were delayed to speed its 
mass production. 

It was not until eight months after the Battle of 
Elysee that the first production models of the 
Syreen Upgrade Package, dubbed Fury, came out 
of LAC'S Clavius facility. Applying as much as they 
could from the  data gleaned from the 
Dragonstriker's combat performance and from the 
ongoing Typhon project trials, the LAC design 
team had come up with an extensive modifica- 
tion regime for the Syreen that created an exo- 
armor capable of going toe-to-toe with known 
Jovian designs without necessitating the tooling 
up of a whole new production line. Sharing a fifty- 
five-percent parts commonality with the Syreen 
and possessing remarkably similar handling, the 
F u ry beca m e pop u I a r i m m ed i a t  e I y. 

i 

Secondary Powerplant: 1203 KW 
TertiaN PowerDlant: 3400 KW 
Main Thrusters: 2 x 50,000 kg, 6 x 10,000 kg 
ADoQee Motors: 24 
Ground Speed: 18 kph 
Acceleration: 3.0 g 
Onboard Sensors: Same as Syreen 
Fixed Armament: 1 x LACW-32oc ACDLS "Hecatonchires" 
Additional Armament: 6 x Venturus SVM-2 missiles, LACW-14 
Railgun 

Defensive Systems: Mag Screen 
Equipment: Escape Pod 

I 

0 CAPABILITIES # 

The Hecatonchires system, first tested on the 
Typhon prototypes, is found on the Fury in its 
mass-produced form. The installation of this re- 
fined ACDLS is the most complex part of the 
Syreen-to-Fury construction since it involves the 
linking of multiple turrets located a t  the vehicle's 
extremities to  a secondary power generator 
mounted just underneath the main powerplant in 
the torso, as well as a central fire control com- 
puter. Complaints have arisen from technicians 
regarding the difficulty of tracking down faults in 
the system when they occur. Eight hardpoints - 
two on the back and the rest under the shoulder 
pods - support the remainder of the armament. 

Although the Fury's weak frame is id 
of the Syreen, the designers have M 

that deficiency, finding an alternati 
fense. The Fury is covered with spe 
duced tiles that serve as partial prot 
sensor detection. It also possesses 
ternal cooling systems to  reduce 
venting of telltale gases. An EW PO 

dard equipment, making the Fury 
ally difficult target to acquire and h 





Add:Satellite Uplink, 2 x Sparrow Recon Drone, 
Aux. Systems, 350 BP 

Remove: 

Change:Upgrade Sensors to +2/12 km, Comw 
km. downarade FireCon to -1 

ECCM R3, Exposed 

iunications to +1/20 1 
The Alecto is the reconnaissance configur 
carries a variety of pods performing elect1 
munication, detection and recording functi 
bears a Sparrow reconnaissance drone, a 
and a rotating sensor pod. The rear hardF 
by two large propellanVcoolant tanks for 

A small amount of funding has been alloc, 
of a Fury-compatible booster for Alecto. 1 
priority, however. 

ation of the Fury. It 
onic warfare, com- 
ions. Each shoulder 
comm/ECCM pod, 
loints are occupied 
sxtended range. 

ated for the design 
.his project has low 
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Add: 

Remove: 

Change: 

6 x A9 missiles, 1 x railgun 

The default configuration of the Fury is designed to be well 
rounded, within the limits set forth by the vehicle's basic de- 
sign principle Many mission profiles currentlyflown by Furies, 
such as patrol and escort, are not affected by the presence of 
the railgun As a result, many commanders opt to  send out 
their Megs without this piece of fragile and expensive equip- 
ment, thus cutting down on maintenance and overhaul time 

Talk of a command unit based on the Megaera configuration, 
equipped with an upgraded communications system and a 
second cockpit, is making its way around the CAF high com- 
mand. 

n 
i 

i 
I 

Add: 6 x SR-15 Shrike Anti-Ship Torpedoes, 2 x Plasma Cutter, 60 
mz open cargo area for torpedo mounts 

Remove: 

I Change: 

The Tisiphone configuration is conceived as a ship-killer to 
the exclusion of all else. The weapon hardpoints are laden 
with heavy smart torpedoes. The torpedoes' mass make the 
Tis less nimble than normal, so lightning strikes a t  top speed 
are de rigeur for this vehicle. 

The Tis is even deadlier to  ships a t  close range; its rear 
hardpoints mount two large plasma cutters which, while only 
carrying enough fuel for a single use each, can slice a large 
target open from stem to stern in a single pass. The plasma 
cutters fire "upward," thus requiring the pilot only to fly close 
to the target, point the exo toward it, and pull the trigger. 

Space movement to 2.09 
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Name: CEA-I2 FURY 

Size: 13 (Tall, 17.0 m) 

*Defensive Threat Value ( D W  

Movement: Space 15/30 

Maneuver: 0 

*Miscellaneous Threat Value (MN) 

Crew: Living 1; Computer 1 (Dumb, Level 2) 

Deployment Ranae: 500 hrs 

Armor: 24/48/72 

Reaction Mass: 350 BP 
Perks and Flaws: Accessory: Autopilot, Life Support, Escape 
System; Arms: 2x Manipulator Arm 10; Hostile Environment 
Protection: Radiation 3, Vacuum; Information Warfare De- 
vice: Decoy System; Reinforced Systems: Backups, Crew; An- 
noyance (Cranky Hecatonchires: -1 to repair); Weakness: 
Fragile Chassis; Negative Feature: Large Sensor Profile 1 

1 *Offensive Threat Value ( O M  
I Quantitv Name Arc ACC DM BR ROF Perks& Flaws Ammo 1 

l a  Hecatonchires T +I x15 3 2 HEAT, Attenuating Damage 1 Unl. 

I b  Hecatonchires AM ModeT +I x2 1 6 Anti-Missile, HEAT, Defensive Unl. 

I Option A9 Medium Missiles F 0 x15 5 0 Seekina 1 Ootion I - 
Option Railgun FF 0 x17 6 0 Sniper, Minimum Range 6 10 

Option Plasma Cutter FF -2 x40 Melee 0 HEAT 1 
Option Shrike torpedoes CHAOS p.112 

Option Sparrow Recon Drones CHAOS p.113 

Type:Type: Giant Robot 

Size: Gargantuan (Tall, 17 m) 

Hit Points: 40 (MP: 0) 
Occupancy: 1 operator, no cargo (MP: IO) 

Armor Hardness: 24 (MP: 120) 

Defense: 6 

Strength: 50 (+20) (MP: 120) 

Speed: Realistic Space Flight 
(Thrust 1.59. G-Round 250) (MP: 900) 

Tactical Speed: n/a 

Initiative: -2 (MP: IO) 

Maneuver: -2 (MP: I O )  

1 Total MP Cost: 2117 I 

Total Monev Cost: 423.400 credits I 
. . . ..~ 

Special Abilities 

Booster (Space, 39. G-RoLnd 50, MP. 360). Tactical Raoio (Se- 
- 

cure, MP: 4). Laser Corn (Secure, Interplanetary, MP: 14), Laser 
and Radar Warning Receivers (MP: 4), Defensive Jammer (+4, 
MP: 12). Ejection Seat (MP: 3), Life Support (MP: 161, GPS (MP: 
2), Radar (2 krn, MP: 30). Magnetic Sensor (2 km, MP: 6). Op- 
tics (2km, MP: 4), Infrared (2km, MP: 6), Stabilization Gear(MP: 
IO), Targeting Device (Hecantonchires, +1, MP: 5) 

Exotic Abilities: 

Limited A.I. (Dex3, Wis3, Chal, MP: 35) 
Mecha Defects: I 
Noisy (MP: -5), Reduced Endurance (1 day, MP: -15), Start 
Up Time (1 minute, MP: -2) 

1 WEAPONS I 
Name Dam. ROF RI Ammo Qualities Restrictions MP Cost 

Hecantonchires-I* 5d12 S 200m n/a Long Range, Semiauto, - 390 
I Unlimited Shots 1 

Hecantonchires-2* 4d6 S 36m n/a Semiauto, Unlimited Shots - (1 40) 
Railgun* 10d12 S 1600m 10 3xLongRange Arc of Fire (Fr). Less Ammo (260) 
A9 Missiles** 10d12 SS 400m 6 Armor Penetrating, Blast, Guided Arc of Fire (Fr), 3x Less Ammo (325) 

(IRH,ARH, LG), Indirect, Long Range 

NOTE: *Enerav WeaDon: **Blast WeaDons. Both the railaun and missiles are HardDoint-mounted, 
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i 
b WRAITH 

0 OVERVIEW 

The Wraith is one of the better known interceptor 
designs in the solar system. Though it is starting 
to show its age, it is still a reliable and versatile 
workhorse, capable of handling a large variety of 
missions both in atmosphere and low orbit. The 
design pays for this increased versatility with only 
average flight performances, but is well armored 
and capable of transporting a decent weapon 
payload. The crew is composed of two persons, 
one pilot and one system officers. They si t  in tan- 
dem under an armored cover located a t  the front 
of the ship, receiving flight information through 
holographic panels (an upgraded version of the 
same technology is used in exo-armors and mod- 
ern ship bridges). 

The interceptor is easily recognized by its stubby 
delta-winged shape. Most of its lift is derived from 
the shape of the body, with the small wings serv- 
ing as weapon bearing locations and control sur- 
faces. The engine cones are surrounded by thrust 
vectoring plates for additional maneuverability, 
though the mass of the ship and the lack of proper 
moment arms cancel any real advantage this might 
give over other fighters. 

I I 

Name: Wraith 

Production code: EAH-01 

Origin: CEGA 
Manufacturer: Dassault-MBB Consortium 

heavy interceptor Type: 
Role: Anti-Ship Strike, Fighter, Tactical Strike 

Standard Cockpit Control system: 
Length: 19.4 m 
Width: 15 m 
Empty Weight: 65.7 Tons 
Loaded Weight: 75 Tons - 
Powerplant: 1970 KW 

3 x 70,000 kg Main thrusters: 
Apogee motors: 10 

Flight Speed: 1200 kph - 
Acceleration: 2.4 g 

Avionics ECCM. Fire Control Radar, Infrared/Ultraviolet. 
Ladar, Magnetic Anomaly Detector, Microwaves, 

Motion Detectors, Radcounter, Telescope, Thermograph 
Fixed Armament: nla 
Additional Armament: Massdriver, Heavy Missiles, Light Missiles 
Defensive Systems: Mag Screen 
Equipment: Escape Pod 

0 CAPABILITIES 

The Wraith has been designed as a multi-role ve- 
hicle, capable of handling threats both nearby and 
on the other side of the globe. Though it lacks a 
transatmospheric capability of its own, it can be 
mated to a fully reusable fly-back booster unit to 
put it into low orbit, allowing it to be anywhere 
on Earth within an hour of launch. It can also fly 
extremely long distances, though it is  not  
equipped for in-flight refueling. 

The vehicle carries i ts armament on two wing 
hardpoints and in a central weapon bay. The wing 
hardpoints are located on top of the wings and 
are slightly recessed to protect the weapon sys- 
tems during re-entry. Both hardpoints and bay can 
accommodate a large variety of weapon systems. 

The Wrnith hns few var ian ts  nf note s i n r e  m o s t  . . . -  .. I . L . .  .-- .-.. .- - -- - ---, - -- - - -  
. 
’ 

. 

. 

: 
. 

: 
. North Africa. 

airframes were either retired or refurbished as new 
technological developments were made available. 
Most ground crew are willing to spend some time 
adapting standard CEGA military ordinance to  fit 
the hardpoints, so field variants are common. This 
is especially true of the older second line units 
assigned to remote areas in South America and 

i 

i 



1 Name: CF-03 WRAITH I 
Size: 12 (Long, 14.lm) 
*Defensive Threat Value ( D W  

Movement: Soace 13/25 

Flight 20/40 

2000 Hrs Deployment Range: 

250 BP Reaction Mass: 

Perks and Flaws: Accessory: Autopilot, Life Support, Escape 
System; Feature: Re-entry System, Stratospheric Flight; Hos- 
tile Environment Protection: Radiation 3, Vacuum; Reinforced 
Systems: Backups, Crew 

*Offensive Threat Value (Om 

Quantity Name Arc ACC DM BR ROF Perks&Flaws Ammo 
2 Xander X I 0  Particle Acc. FF 0 x10 4 0 HEAT, Haywire, Attenuating Damage 1 Unl. 

Option F78 Cannon 

Option MV-2 Homing Missile FF -2 x25 5 0 Energy-Homing, Seeking 1 Option 

Option K3 Unguided Rocket PodFF -1 x6 2 5 Indirect Fire 32 

1 MH-3 Heavy Missile FF -2 x30 5 . 0 Seeking 1, Smart 2 3 
FF 0 XI0 3 . 5 200 

Type: Vehicle 
Size: Gargantuan (Long, 14.1 m) 
Hit Points: 55 
Occupancy: 2 operators, no cargo 

Armor Hardness: 30 

I Defense: n/a I 

Special Abilities: Booster (2.6 g, G-Round 40), Comm (LR 
Radio, Laser Comm, Microwave; Secure), Ejection Seats, 
Laser and Radar Warning Receivers, Life Support, Nav Sys- 
tem (GPS). Re-entrv Shield: Sensors (Optics, Low-Light, Hi- . .  

res Radar, Magnetic; all 2 km), Stabilization Gear 

Exotic Abilities: Limited A.I. (Dex 3, Wis 3, Cha 1) 
Mecha Defects: Reduced Endurance (few days), Start Up 
Time (1 minute) Strenth: n/a 

Speed: Realistic Space Flight (1.3 g, G-round 80) 
I Tactical Speed: n/a I 

Initiative: -4 
Maneuver: -4 

Weapons: 

Name Dam. ROF RI Ammo Qualities Restrictions 

Particle Cannons* 4d12 A 160m Unl. Increased Threat (19-20) Arc of Fire (Front) 
Hvy. Missiles** 12d12 A 240m 3 
*Plasma/Electricity; **Blast 

AP, Blast, Guided (IRH, ARH, LG), Indirect Arc of Fire (Front) 

I 



0 OVERVIEW 

The Hermes Aerospace Brimstone is the newest 
exo-armor to enter service in the ranks of the 
Mercurian defense force. The machine is the first 
home-grown exo-armor produced entirely in 
Mercurian space. It  was designed to answer the 
needs of both the army and the Merchant Guild, 
which has ordered the Brimstone to escort i t s  
transports. 

The first Brimstone prototype took its first step in 
March of 2203, after a long development period 
characterized by numerous difficulties. Most of 
these came from Hermes’ limited experience in the 
field of exo-vehicle design, as the company‘s exo- 
craft devision had only produced one such vehicle 
in the past (the HA-600 exo-suit, back in 21 90). 

0 CAPABILITES 

The most prominent characteristic of the Brim- 
stone is i ts large thrust rating. I ts eight main en- 
gines, all based on PCC technology, generate 
enough thrust to propel the craft forward a t  al- 
most three Earth gravities. Unfortunately, this is 
achieved a t  the expense of the reaction mass re- 
serve. The Brimstone’s has large maneuver thruster 
arrays located on the shoulder and in the feet, I i 

Name: Brimstone 

Production Code: HA-101 

Origin: Mercury 

Manufacturer: Hermes Aerospace 
Medium exo-armor Type: 

Role: Close Support, Fighter, Search & Rescue, Tactical Strike 
Control System: Linear Frame 
Height: 15.4 m 
Width. 16 m 
Empty Weight: 35 Tons 
Loaded Weiaht: 38 Tons 
Main Drive: 19 MW 
Powerplant: 2000 KW 

Main Thrusters: 4 x 14,000 kg, 2 x 12,000 kg, 2 x 10,000 kg 
Apogee Motors: 12 

Acceleration: 2.8 g 
Walking Speed: 24 kph 

Onboard Sensors: Fire Control Radar, lnfrared/Ultraviolet, Lidar, 
Low-light, Magnetometer, Microwaves, Motion 
Detectors,Radcounter, Telescope 
Fixed Armament: L6 Plasma Lances 
Additional Armament: FEStar-12 Massdriver Rifle, M10 Light Mis- 
siles, M30 Heavy Missiles 
Defensive Svstems: Maa Screen 
Equipment: Escape Pod, ECMIECCM (opt.) I 
n 

3 

‘ i  

giving it increased maneuverability. The Hermes 
design team heard of JAWS experiment with re- 
movable engine pods, and applied a similar prin- 
ciple to the HA-101’s shoulders. 

Hermes incorporated a number of  design ele- 
ments that were specifically requested by the 
Mercurian government and the Merchant Guild. 
The Brimstone has large manipulator units that 
are useful when handling material and ships in 
space docks. I t  also features numerous heatsinks 
and cooler units since it often operates under high 
temperature conditions. The sensors are com- 
pletely protected by a tough one-way radome. 
Auxiliary cameras are placed in twin pod mounts 
on either side of the head unit and on the torso. 

Ever since i ts introduction in 2205, the Brimstone 
has been dismissed by military observers as a 
marginally effective exo-armor that tries to do  too 
many things a t  once. It has a high thrust rating, 
but not enough reaction mass. It can support elec- 
tronic warfare pods, but nothing really powerful. 
I t  has weapon hard points, but not enough of 
them. Still, it has proven popular with merchant 
associations, who appreciate the fact that it can 
serve as a makeshift tug and cargo-handler when 
not defending their ships against attacks. 



Size: 12 (Tall, 15.4 m) 
*Defensive Threat Value I D l V  

26/52/78 Armor: 

*Miscellaneous Threat Value IMTW 

Crew: Living 1; Computer 1 (Dumb, Level 2) 

Deployment Range: 150 Km 

Reaction Mass: 200 BP 
Perks and Flaws: Accessory: Autopilot, Life Support, Escape 
System; Armor Quality: HEAT Resistant 2; Arms: 2x Manipu- 
lator Arm 12; Hostile Environment Protection: Extreme Heat, 
Radiation 3, Vacuum; Reinforced Systems: Backups, Crew; 
Movement Flaw: Decreased Maneuver 2; Negative Feature: 
Larae Sensor Profile 3 

*Offensive Threat Value (Om 

Quantity Name Arc ACC DM BR ROF Perks&Flaws Ammo 

FESTar-12 Rifle F O  XI0 4 2 180 1 

1 M I 0  Light Missile F -2 x15 3 0 Seeking 1, Smart 2 6 
1 M30 Heavy Missile F -2 x30 5 0 Seeking 1, Smart 2 2 
2 L6 Plasma Lance F O  x12 Melee 0 Armor Crushing, Concealed, HEAT LU3 

Type: Giant Robot 

Size: Gargantuan (Tall, 15.4 m) 

1 Hit Points: 66(MP:52) I 
Occupancy: 1 operator, no cargo (MP: IO) 

Armor Hardness: 26 IMP: 130) 

I Defense: 6 1  
Strength: +- Speed: 

55 (+22) (MP: 135) 

Land 36 kph, Realistic Space Flight 
I Fhrust 1.4a. G-Round 150) (MP: 78+5461 I - . .  

Tactical Speed: Land 60 m 

Initiative: -2 (MP: IO) 

Maneuver: -2 (MP: IO) 

Total MP Cost: 1712 

Total Monev Cost: 

Special Abilities: 

Booster (Space, 2.89, G-Rour 
mor (MP: 26), Tactical Radio (I 
cure, Interplanetary, MP: 14). 
ceivers (MP: 4). Ejection Seat 
Searchlights (MP: 2), Jumping 
(2 km, MP: 30). Magnetic Sen 
MP: 4). Infrared (2km. MP: 6). 

Exotic Abilities: 

Limited A.I. (Dex3, Wis3, Cha 

Mecha Defects: 

Noisy (MP: -5), Reduced End 
Up Time (1 minute, MP: -2) 

WEAPONS: 

Name Dam. ROF RI Ammo Qualities Restricti 
FESTar-12 Rifle* 6d12 A 240m 60 Automatic, 2x Extra Ammo, Arc of Fi 

Long Range, Handheld 

M I 0  Missiles** 7d12 SS 280m 6 Armor Penetrating, Blast, Guided Arc of Fi 
(IRH,ARH, LG), Indirect, Long Range 

M30 Missiles** 10d12 SS 800m 2 Armor Penetratina, Blast, Guided Arc of Fi 
(IRH,ARH, LG), Indirect, 2x Long Range 

Plasma Lances* 10d12 SS n/a 10 Armor Penetratina. Concealed. Arc of Fi -. 
Handheld, Increased Critical (x3) Melee (1 

NOTE: *Ballistic Weapon; **Blast Weapon; ***Energy Weapons. The missiles are Hardpoint-moui 

----e 
i 
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RYU I 

Production Code: G-l 
Origin: Venus 

Venusian Aero Corp Manufacturer: 
T""P. Medium exo-armor 

~- 0 OVERVIEW 

The Ryu is a relatively recent development of the 
Venusian exo-armor industry. I t  is a state-of-the- 
art, high performance exo-armor which is intended 
to become the main Venusian trooper unit in the 
next decade. 

The Ryu is a little-known vehicle, as it was not well 
publicized by the Home Defense Force and its 
maker, Venusian Aero Corp. Pictures are hard to  
get, the information that follows is based on what 
little has been released about them and pictures 
taken a t  long range. 

0 CAPABILITIES 

The Ryu is built along traditional exo-armor de- 
sign principes. I t  uses both hydraulic and myomar 
technologies to  move its limbs and weapon sys- 
tems, and is powered by a standard micro-fusion 
reactor located in the rear section of the body. 
The standard G-I configuration has a large back- 
pack, indicating good reaction mass reserve and 
good or superior acceleration. 

The Venusian exo-armor does not seem to have 
been intended as a "sluqqer" combat unit. The 

i 

Role: Anti-Ship Strike, Fighter, Interceptor, Tactical Strike 
Control Svstem: Linear Frame 

12.5 m 

Secondaly Powerplant: 1700 KW 
Main Thrusters: 2 x 25,000 kg, 2 x 8.000 kg 
Apogee Motors: 14 
Walking Speed: 48 kph 

Acceleration: 2 9  
Onboard Sensors. Fire Control Radar, Infrared/Ultraviolet, 

Lidar, Low-light, Magnetometer, Microwaves, 
Motion Detectors.Radcounter, Telescope 

2 x Najima P8 Head Pulse Lasers, 
2 x Xidar-4 Plasma Lances 

Krauss K-675R Massdriver Rifle, 
ALM-16 Medium Missiles. AHM-4 Heavv Missiles 

Fixed Armament: 

Additional Armament: 

Defensive Systems: Mag Screen 
Equipment: Escape Pod 

- 

legs are very thin, indicating a possible structural 
weakness. The only built-in ranged weapons are 
the twin rnassdrivers mounted in blisters on ei- 
ther side of the head unit. There are hard points 
on both shoulders, probably for missiles or rocket 
packs, but there are no other apparent weapon- 
bearing locations. Most likely, any other armament 
will be carried in the manipulators. 

The vehicle is far from defenseless in melee com- 
bat, however, as it can carry two to four plasma 
lances in a special compartment located behind 
mobile armor panels on the upper thighs. 

The Ryu is a relatively recent addition to the Ve- 
nusian Home Defense Force and as such has not 
had time t o  make a name for itself. It is currently 
fielded alongside the Oni, the Venusian version 
of the Wyvern exo-armor. The Ryu is expected to 
completely replace that obsolete unit within the 
next ten years. 
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Name: G-I  RYU 

Size: 11 (Tall, 16 m) 
*Defensive Threat Value (DTV) 

Movement: Walk 6/11 
Space 11/22 

Maneuver: +I 

Armor: 25/50/75 
*Miscellaneous Threat Value (Mn/) 

Crew: Livina 1: ComDuter 2 (Dumb. Level 3) 

Deployment Range: 500 Km 

Reaction Mass: 300 BP 
Perks and Flaws: Accessory: Autopilot, Life Support, Escape 
System; Armor Quality: HEAT Resistant 2; Arms: 2x Manipu- 
lator Arm 11 ; Hostile Environment Protection: Radiation 3, 
Vacuum; Reinforced Systems: Backups, Crew; Negative Fea- 
ture: Large Sensor Profile 1 

*Offensive Threat Value (On/) 

Quantity Name Arc ACC DM BR ROF Perks& Flaws Ammo 

2 P8 Head Pulse Laser F 0 x5 1 3 Anti-Infantry, Anti-Missile, HEAT 240 
1 K-67SR Massdriver Rifle F 0 XI2 3 2 200 
1 ALM-I6 Medium Missile F -1 x16 3 0 Seeking 1, Smart 2 4 
2 Xidar-4 Plasma Lance F 0 x16 Melee 0 Armor Crushing, Concealed, HEAT LU5 
Option AHM Heavy Missile F -2 x40 3 0 Smart 2, Clumsy, Heavy Option 
Option A6 Particle Cannon F 0 XI2 3 0 Haywire, Heat, Attenuating Damage 1 Unl. 

Type: Giant Robot 

Size: Garaantuan Fall. 15.4 m) 

66 (MP: 52) 
1 operator, no cargo (MP: IO) 

Hit Points: 

Occupancy: 

I Armor Hardness: 26 (MP: 130) 1 
Defense: 6 

Strength: 55 (+22) (MP: 135) 
Speed: Land 36 kph, Realistic Space Flight 

(Thrust 1.49. G-Round 150) (MP: 78+546) 

Tactical Speed: Land 60 m 

Initiative: -2 (MP: I O )  
Maneuver: -2 (MP: 10) 
Total MP Cost: 1717 

Total Money Cost: 342,400 credits 1 
Soecial Abilities: I 
Booster (Space, 2.89, G-Round 25, MP: 182), Chobham Ar- 
mor (MP: 26). Tactical Radio (Secure, MP: 4), Laser Con- (Se- 
cure, Interplanetary, MP: 141, Laser and Radar Warning Re- 
ceivers (MP: 4), Ejection Seat (MP: 3). Life Support (MP: 16). 
Searchlights (MP: 21, Jumping (xS, MP: 20), GPS (MP: 2). Radar 
(2 km, MP: 30). Magnetic Sensor (2 km, MP: 6). Optics (2km. 
MP: 4). Infrared (2km. MP: 6). Stabilization Gear (MP: I O )  
Exotic Abilities: 

WEAPONS: 

Name Dam. ROF RI Ammo Qualities Restrictions M P cost 

I Massdriver Rifle* 6d12 A 240m 200 2x Automatic, 3x Extra Ammo, Arc of Fire (Fr) 364 1 
Long Range, Handheld 

ALM-16 Missiles** 10d12 SS 800m 2 Armor Penetmting, Blast, Guided Arc of Fire (Fr), 3x Less Ammo (357) 
(IRH,ARH, LG), Indirect, 2x Long Range 

Head Pulse Lasers*** 4d12 A 40m 240 2x Automatic, 3x Extra Ammo Arc of Fire (Fr), Short Range (130) 

Plasma Lances* 10d12 SS n/a 10 Armor Penetrating, Concealed, Arc of Fire (Fr), 2x Less Ammo, (130) 
Handheld, Increased Critical (x3) Melee (Large) 

NOTE: *Ballistic Weapon; **Blast Weapon; ***Energy Weapons. The missiles are Hardpoint-mounted. 



0 OVERVIEW 

The Minotaur is the 
CEGA Naval Forces 
the ground-based C 
to the vacuum envii 
propulsion and life 
loss of flight-perfoi 
vernier rockets. 

The operator of a h 
of the exo-suit, his IC 
from the hip down 
An amplification sc 
suit's lower legs follc 
of the operator. Onc 
has to fasten the h 
don the waldos wh 
internal monitor gi i  
that shows the suit' 
hatch was made of 

0 CAPABILITIES 

The Minotaur is large and impressive, a feature 
that is sometimes a blessing and a t  other times a 
curse. While it is nearly impervious to most types 
of man-portable weapons currently in service, its I 
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*Miscellaneous Threat Value (MTV) 

Crew: Living 1 

Deployment Range: 150 Km 

Reaction Mass: 150 BP 
Perks and Flaws: Accessory: Life Support; Armor Quality: 
HEAT Resistant 2; Arms: 2x Manipulator Arm 4; Hostile Envi- 
ronment Protection: Radiation 3, Vacuum; Reinforced Sys- 
tems: Backups, Crew; Weakness: Weak Point (Walker Move- 
ment) 2; Negative Feature: Sensor Dependent 

*Offensive Threat Value (OW 

Quantity Name Arc ACC DM BR ROF Perks& Flaws Ammo 
1 AC4 Rifle F O  x5 2 2 20 
1 N6 Grenade F -1 x10 Melee 0 Area Effect 0, Anti-Infantry 2 

1 ACHl6 Heavy Rifle F 0 x8 5 0 Armor Piercing, Heavy 8 
1 Hummer Blade F O  x4 Melee 0 Armor Piercing Unl. 

*Offensive Threat Value (OW 
I BR ROF Perks& Flaws Ammo 

1 N6 Grenade F -1 x10 Melee 0 Area Effect 0, Anti-Infantry 2 

5 0 Armor Piercing, Heavy 8 

20 

1 Hummer Blade F O  x4 Melee 0 Armor Piercing Unl 

I TvDe: MechaSuit I 
I Size: Larae (Tall. 2.8 m) I 

Hit Points: 40 
Occupancy: 1 person, no cargo 

Armor Hardness: 12 

Defense: n/a 

Strengh: n/a 
Speed:Walk x 1.5, Realistic Space Flight (0.6 g, G-Round 25) 

Tactical Speed: Walkx 1.5 

Initiative: -1 

Maneuver: -1 

Special Abilities: Booster (Space 1.1 g, G-Round 10). 
Chobham Armor, Comm (Tactical Radio, Laser Comm, Mi- 
crowave; Secure), Laser/Radar Warning Receivers, Life Sup- 
port, Nav System (GPS), Sensors (ODtics, Low-Liaht, Radar, 
Magnetic; a.11 2 km), Stabilization Gear 

Exotic Abilities: None 1 
- 

Mecha Defects: Reduced Endurance (few hours), Start Up 
Time (1 minute) 

I Weapons: I 
Dam. ROF RI Ammo Qualities Restrictions Name 

2d12 S 80m 20 Arc of Fire (Front) Rifle* 

Grenades** 4d12 SS 20m 2 Blast Arc of Fire (Front) 
3d8 S Melee Unl. AP Arc of Fire (Front) Blade*** 

*Ballistic: **Blast: ***Slashina 

n 
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r . .FALCONER 

0 OVERVIEW 

The Falconer is the standard Jovian space exo- 
suit. Though small, when correctly used it can be 
a threat to units many times its own size. Its accel- 
eration rate is comparable to many fighting space- 
craft, and it carries enough reaction mass in its 
oversized shoulder pods to  outlast many other 
exo-suit designs. The smaller models of guided 
missiles can even be mounted on hardpoints lo- 
cated on the shoulders. 

The pilot of a Falconer enters the suit by the up- 
per torso hatch, to which the helmet is attached 
by a rotation collar. Many crews have compared 
wearing a Falconer to riding a bicycle, as the over- 
all posture is very similar. The operator's legs fit 
within recesses in the upper thighs, where they 
can activate the complex actuator and shock ab- 
sorber mechanisms of the lower legs as well as 
part of the thruster array. The oversized slave arms 
are controlled through a pair of small master arms 
located to the side of the torso. The flight con- 
trols are located on the master arms' joysticks. 

. 
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Living 1; Computer 1 (Dumb, Level 2) 1 Crew: FALCON E R Name: 

Size: 2 (800kg) Deployment Range: 150 Km 

*Defensive Threat Value (DTV) Reaction Mass: 240 BP 
Movement: Wa I k 214 Perks and Flaws: Accessory: Autopilot, Life Support, Escape 

System; Armor Quality: HEAT Resistant 2; Arms: 2x Manipu- 
lator Arm 2, 2x Tool Arm 1; Hostile Environment Protection: 
Radiation 3, Vacuum; Reinforced Systems: Backups, Crew; 
Movement Flaw: Decreased Maneuver 1 

*Miscellaneous Threat Value (MTW 

*Offensive Threat Value (On/) 
Quantity Name Arc ACC DM BR ROF Perks& Flaws Ammo 
1 Rifle F O  x6 4 2 20 
1 Light Missile F -2 x5 3 0 Guided 4 
1 Heavy Missile F -2 x8 5 0 Guided 2 
1 Plasma Lance F O  x6 Melee 0 Armor Crushina. Concealed. HEAT LU3 

I Tvoe: Mecha Suit 1 
Size: Large (Tall, 2 m) 

Hit Points: 30 

Occupancy: 1 person, no cargo 

Armor Hardness: 10 

Defense: n/a 

Strengh: n/a 

Speed:Walk x 1, Realistic Space Flight (0.8 g, G-Round 30) 
Tactical Speed: Walk x 1 

Initiative: -1 

Maneuver: 0 

Chobham Armor, Comm (Tacticai Radio, Laser Comm, Mi- 
crowave; Secure). Extra Arms (2); Laser Designator; Laser/ 
Radar Warning Receivers, Life Support, Nav System (GPS), 
Sensors (Optics, Low-Light, Radar, Magnetic; all 2 km), Sta- 
bilization Gear 

Exotic Abilities: Limited A.I. (Dex 3, Wis 3, Cha 1) 
Mecha Defects: Reduced Endurance (few hours), Start Up 
Time (1 minute) 

1 Weapons: I 
Name Dam. ROF RI Ammo Qualities Restrictions 
Rifle* 2d12 S 80m 20 Arc of Fire (Front) 

. ~ I  

Light Missiles** 3d10 A 90m 4 AP, Blast, Guided (IRH, ARH, LG), Indirect Arc of Fire (Front) 

Hvy. Missiles** 4d12 A 160m 2 AP, Blast, Guided (IRH, ARH, LG), Indirect Arc of Fire (Front) 

Lance*** 3d8 S Melee Unl. AP Arc of Fire (Front) 
*Ballistic; **Blast; ***Plasma 



0 OVERVIEW 

The many ships of the Bricriu-class actually pre- 
date the formation of CEGA. The Bricriu, first ves- 
sel to bear the name, was launched from Dock 3A 
a t  the L5 point in 2134. It was the first patrol ship 
commissioned by the Orbital Colonies to defend 
the cylinders in case conflicts "spilled out" of the 
Earth's atmosphere. The ships proved to be ex- 
ceptionally sturdy and rugged, and so the design 
was not retired in 2160 as originally planned, but 
merely refitted and updated with modern equip- 
ment. The original scatter missile launchers were 
replaced by the now familiar kinetic kill cannon 
clusters when the CEGA Navy took over in 2184, 
lowering firepower in favor of greater range. 

Visually, the hull design of the Bricriu looks like an 
elongated needle with a prominent bulge in the 
middle. The bulge contains the secondary fusion 
generator as well as the power converters for the 
ship's many weapon turrets. The many crew decks 
are located in the middle and forward sections of 
the space ship, linked by a series of small access 
shafts. The rear half of the hull is occupied by the 
reaction mass tanks (which also serve as second- 
ary radiation shielding to  the crew), followed by 
the plasma combustion chamber itself. 

Name: Bricriu-class Corvette 
Oriqin: Central Earth Government &Administration 

Type: Corvette 

Empty Weight: 400 Tons 
Loaded Weight: 800 Tons 
Main PowerDlant: 115 KW 

Secondary Powerplant: 1200 KW 
Main Thruster: 1 x 1 .OOO.OOO ko 

Apogee Motors: 50 

Avionics Fire Control Radar, Infrared/Ultraviolet. Ladar, Magnetic 
Anomaly Detector, Microwaves, Motion Detectors, Radcounter, 

Acceleration 

Search Radar TelescoDe 

0 5 g  I 

i 

. 0 CAPABILITIES 

Living accommodations aboard the Bricriu vessels 
are best described as "cramped." Each crewman 
is only given a few cubic meters of space, and 
quarters are little more than one-man bunks with 
opaque curtains for privacy. Many have compared 
the Bricriu design philosophy to that of the Ger- 
man WWll U-Boat submarines, both in terms of 
striking power and living conditions. 

' 0 SERVICE RECORD 

: 
. 
' 

. 

. 

: 
. 
. vessels. 

The Bricriu-class vessels currently serve as light 
escort units and area patrol ships. They are ex- 
pected to be replaced by a new, more advanced 
design within the next decade. The existing ships 
will be slowly transferred to second line units or 
coast guard groups, while the most ancient will 
be recycled or stripped down and sold as private 

When deployed as part o f  a f leet or large 
battlegroup, Bricrius often serve as flanking units, 
using their low signature to  slip around enemy 
formations a t  high speed and coming back into 
their rear arc. Most of the time, however, they are 
deployed as single hunters, coasting discreetly in 
search of a prey. Since the ship may be called to 
do this for several weeks or even months, tensions 
often rise aboard the cramped vessel, and Bricrius 
have the highest defection and assignment turn- 
around rates in the CEGA Naval Forces. 

I 



Sections: 1 x Main Hull, 2 x KKC Turret, 2 x Beam Turret, 1 x Drive Section Total MP: Space 3/5 
MAIN HULL 

Basic Attributes:Size 21, Movement: Towed by Drive Section, Armor: 50/100/150, Crew: Living: 18, Computer 2 (Dumb, Level 3); 
Deployment Range: 3000 hrs 

Perks and F1aws:Accessory: Autopilot, Life Support, Escape System (40-Place Pods); Cornm (0/10 km); Features: Accommoda- 
tions (3500 m3), Cargo Bay (1 00 m3); Hostile EnvironmeAllont Protection: Radiation 4, Vacuum; Sensors (0/2 km); Reinforced 
Systems: Backups, Crew x 2; Negative Features: Large Sensor Profile 3 
Offensive & Defensive Systems: PDS x 1 
KKC TURRET 

Basic Attributes:Size 22, Movement: Towed by Drive Section, Armor: 20/40/60, Crew: Living 3, Deployment Range: 3000 hrs 

Perks and F1aws:Accessory: Life Support; Comm (-311 0 km); Hostile Environment Protection: Radiation 4, Vacuum; Sensors (-3/2 
krn): Reinforced Svstems: BackuDs. Crew 

Offensive & Defensive Systems: KKC x 3 

BEAM TURRET 

Basic Attributes:Size 16, Movement: Towed by Drive Section, Armor: 50/100/150, Crew: Living 3, Deployment Range: 3000 hrs 

Perks and F1aws:Accessory: Life Support; Comm (-3/10 km); Hostile Environment Protection: Radiation 4, Vacuum; Sensors (-3/2 
km); Reinforced Systems: Backups, Crew 

Offensive & Defensive Svstems: Beam Cannon x 3 
DRIVE SECTION 

Basic Attributes:Size 21, Movement 7/14, Maneuver: -3, Armor: 50/100/150, Crew: Living 6, Deployment Range: 3000 Hrs 

Perks and F1aws:Accessory: Life Support, Escape System (1 0-Place Pods); Hostile Environment Protection: Radiation 4, Vacuum; 
Reinforced Systems: Backups, Crew 1 
OFFENSIVE & DEFENSIVE SYSTEMS 

Name Arc ACC D M  BR ROF Perks& Flaws Ammo 

I PDS (ranqed) T +I x8 1 6 AM.HEAT Unl. I 
PDS (shield) FF + I  x20 M 4 Def, E-Shield, HEAT Unl. 

I Kinetic Kill Cannon R/L -1 x25 6 3 AP 300 I 
I Beamcannon R/L -1 x20 5 0 Havwire. HEAT, AD 1 Unl. I 

Type: Vehicle 

Size: Colossal (Long, 180 m) 

Hit Points: 180 
Occupancy: 6 operators, 30 crew, 10 tons of cargo 

I Armor Hardness: 30 I 
Speed: Space 0.3 g (5000 G-Rounds) 

Tactical Speed: n/a 

Initiative: -6 

1 Maneuver: -6 1 

Special Abilities: Booster (Space 0.5 g, G-Round 2000). 
Cornrn (LR Radio, Laser Comm, Microwave; Interplanetary, 
Secure), Ejection Pods, Laser and Radar Warning Receivers, 
Life Support, Nav Systems (GPS), Rooms: Kitchen, Sickbay, 
Workshop, Sensors (Optics, Low-Light, Hi-res Radar, Mag- 
netic; all Global, 2 km), Stabilization Gear, Targeting Bonus 
(PDS, +2) 
Exotic Abilities: Limited A.I. (Dex 10, Wis IO, Cha 1) 
Mecha Defects:Reduced Endurance (a few weeks), Start Up 
Time (IO minutes), Noisy 

Weapons: 

Name Dam. ROF RI Ammo Qualities Restrictions 
PDS(Ranged)* 4d12 A 80m Unl. - 
PDS (Shield)* 9d12 A Melee Unl. - Arc of Fire (Forward) 
Beam Cannon** 9d12 SS 720m Unl. Increased Threat (19-20) 
KKC*** 10d12 A 800m 3000 AP 

NOTE: *Laser: **Plasma/Electrical: ***Ballistic 



j 

1 OOVERVIEW~ 

As the CEGA began to realize the tactic 
ness of exo-armors - mostly by obse 
Jovian Confederation's efforts in the fie1 
Navy's lack of adequate vessels to carry t 
weapons into combat became evid 
Tengu-class escort carrier was commis 
2198 and put into production in late 2; 
tests showed that the ship's original dc 
lacking adequate defensive measures, ar 
duction resumed with the new vessels 
twin missile launcher pods at the prow. 

As the new ships left the drydocks a t  th 
L2 point, they were assigned by pairs t c  
ous Navy fleets, starting with the thrt 
Fleets. They soon gained the appreciati 
men and women crewing them for tht 
ness and large living quarters. The early Tengu 
carried only interceptors, but selected units be- 
gan receiving Syreen exo-armors as early as 2202. 

0 CAPABILITIES 

The primary concerns of the ship's designers were 
speed and range. A large twin drive assembly is 
mounted on the hull along with big reaction mass 
tanks. For simplicity and improved resource man- 
agement, the drive units are the same model as 
the ones used on the smaller Bricriu-class corvette. 

i 
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acceleration since the load is not properly secured 
and may shift suddenly. 

The Tengu-class ships generally have a good repu- 
tation among enlisted men. They are currently 
found in all six Navy fleets, serving as escort and 
area patrol craft. A few Tengus have been refitted 
with two extra vehicle bays and additional stores 
to accomodate special units or to go on extended 
patrols, but these remain somewhrt rarp A t  

count, only about 15% of the ships 
been so equipped. 



- 
, 2 x Drive Section Total MP: Space 418 

ction, Armor: 2515075. Crew: Living 78; Computer 2 (Dumb, Level 2), 
Deployment Range: 1000 hrs 

Perks and F1aws:Accessory: Autopilot, 2 x Catapult 4, Life Support, Escape Pods; Comm (0/10 km, Satellite Uplink); Features: 
Accommodations (24,500 m3). Cargo Bay (24,000 1-173); Hostile Environment Protection: Radiation 4, Vacuum; Sensors (0/2 km); 
Reinforced Systems: Backups, Crew x 2; Negative Feature: Large Sensor Profile 4 

Offensive & Defensive Systems: PDS x 1 

MISSILE TUBE 

Basic AttributesSize 14, Movement: Towed by Drive Section, Armor: 25/50/75, Crew: Living 3, Deployment Range: 1000 hrs 

Perks and F1aws:Accessory: Life Support; Comrn (-3110 km); Hostile Environment Protection: Radiation 4, Vacuum; Sensors (-3/2 
km); Reinforced Systems: BackuDs, Crew x 2 

- 

Offensive & Defensive Systems: Missile Bay x 1 

VEHICLE BAY 

Basic AttributesSize 9, Movement: Towed by Drive Section, Armor: 25/50/75, Crew: Living 3, Deployment Range: 1000 hrs 

Perks and F1aws:Accessory: Life Support; Features: Cargo Bay (2000 m3); Hostile Environment Protection: Radiation 4, Vacuum; 
Reinforced Systems: Backups, Crew x 2 

DRIVE SECTION 

Basic Attributes:Size 21, Movement 711 4, Maneuver: -6, Armor: 50/100/150, Crew: Living 6 ,  Deployment Range: 3000 hrs, Reac- 
tion Mass 15,000 BP 

Perks and F1aws:Accessory: Life Support, Escape Pods; Hostile Environment Protection: Radiation 4, Vacuum; Reinforced Sys- 
tems: Backups, Crew 

OFFENSIVE & DEFENSIVE SYSTEMS 

Name Arc ACC DM BR ROF Perks& Flaws Ammo 
PDS (ranged) T +1 x8 1 6 AM, HEAT Unl. 
PDS (shield) FF +I x20 M 0 E-Shield, HEAT, Def Unl. 

Missile BavF -2 x30 5 n/a Mis.. Concealed. Guided 60 

Type: Vehicle 

Size: Colossal (Lona. 250 m) 

Hit Points: 250 
Occupancy: 12 operators, 90 crew, 2400 tons of cargo 

Armor Hardness: 30 
Speed: Realistic Space Flight (0.4 g, 2000 G-Rounds) 

Tactical Speed: nla 

Initiative: -1 1 

Maneuver: -10 

Special Abilities: Booster (Space 0.8 g, G-Rounds 500), 
Comm (LR Radio, Laser Cornm, Microwave; Interplanetary, 
Secure), Ejection Pods, Hangar (Gar.), Launch Catapult (Gar.) 
x 2, Laser and Radar Warning Receivers, Life Support, Nav 
Systems (GPS). Rooms: Kitchen, Sickbay, Workshop, Sensors 
(Optics, Low-Light, Hi-res Radar, Magnetic; all Global, 2 km), 
Stabilization Gear, Targeting Bonus (PDS, +2) 
Exotic Abilities: Limited A.I. (Dex IO,  Wis 10, Cha 1) 
Mecha Defects:Reduced Endurance (a few weeks). Star t  UD I Time (IO minutes), Very Noisy 

I /  

I WeaDons: I 
Name Dam. ROF RI Ammo Qualities Restrictions 
PDS(Ranged)* 4d12 A 100m Unl. - 
PDS (Shield)* 9d12 A Melee Unl. - 
Missiles** 15d10 A 960m 90 AP, Blast, Guided (IRH, ARH, LG), Indirect Arc of Fire (Front) 
NOTE: *Laser; **Blast 

~~~~~ 

... . . 



Length: 291 m 

0 OVERVIEW 

The Athena-class destroyers are fairly recent ad- 
ditions to the Jovian fleet. They were commis- 
sioned by President ltangre herself in 2208. Their 
subsequent arrival allowed the bulk of the fleet to 
concentrate on search and rescue operations 
rather than picket duties. Athenas have thus 
started to get a reputation as vigilant protector of 
the innocents in the eyes of the Jovian people. 

Athena destroyers can only be described as grace- 
ful when in flight. Their large wing-like heat sinks, 
located above and below the main hull, give them 
the aggressive allure of a pre-spaceflight sailing 
vessel. The large twin plasma drive assembly al- 
lows them to follow the speed new Valiant-class 
strike carrier, which adds to their mystique. The 
destroyers are also unusually maneuverable for 
ships of their size, a design feature made neces- 
sary by the fixed angle of fire that limits many of 
the ship’s weapons. 

0 CAPABILITIES 

These destroyers definitely live up to their name- 
sake: they are made to  destroy, and are well- 
equipped to do so. A deadly array of linked ki- 
netic kill cannons gives them great punch, though 
they lack range and may run out of ammunition. 
The cannons are backed up by a pair of hidden i 

Width: 81 m 
Emotv Weioht: 5000 Tons 

Loaded Weight: 5900Tons 

Main Powerplant: 2xZSMW 
Secondary Powerplant: 4000 KW 
Main Thruster: 2 x 12,000,000 kg 
Apogee Motors: 68 

Acceleration: 0.6 g 
Avionics:Fire Control Radar, Infrared/UItraviolet, Ladar, Magnetom- 
eter, Microwaves, Motion Detectors, Radcounter, Search Radar, 
Telescope 
Fixed Armament: PDS. Kinetic Kill Cannons, Missile Bays. Laser 
Cannons 
Additional Armament: N/A 
Defensive Systems: Mag Screen 
Equipment: Escape Pods, Satellite Uplink 

missile bays which are usually kept for heavy bom- 
bardment of large capital ships or stations. The 
real punch of the design comes from the twin la- 
ser assemblies located in the vertical fins. These 
lasers are so large that they must be placed per- 
pendicular t o  the hull. The lasing apparatus fol- 
lows the length of the fin, and a set of optics near 
the tip redirect the resulting beam toward its tar- 
get. Most of the fins’ structure is made up of the 
power supplies and cooling equipment required 
to fire the weaponry. 

Many crewmen have said that the Athena was “ a  
capital ship that thinks it’s a fighter.” While this is 
a gross exaggeration, the destroyer is quite agile, 
and matches ships half i ts size and mass with its 
maneuverability. This is due to  the ingenious dis- 
position of the various vernier clusters that enables 
the ship to change its position in space. hAnc+ nf 

them are located on the tips of the fins anc 
the prow, which gives them long momen 

Most of the ships currently in service are a 
to Alpha and Gamma Division, with Bet 
for the next three vessels wich are schec 
come out of the shipyards within the n 
years. 



non Total MP: Space 3/5 

Living 6; Computer3 (Dumb, Level 4). Deploy- 
ment Range: 1000 Hrs 

Perks and F1aws:Accessoty: Autopilot, Life Support, Escape System (90-Place Pods); Comm (0/10 km, Satellite Uplink); Features: Accommoda- 
tions (10,ooO m3); Hostile Environment Protection: Radiation 4, Vacuum; Sensors (012 km); Reinforced Systems: Badtups, Crew 2 

Offensive & Defensive Systems: PDS x 1, KKC(F) x 2, Missile Bay x 1 

KKC TURRET 

Basic Attributes:Size I O ,  Movement: towed by Drive Section, Armor: 25/50/75, Crew: Living 3, Deployment Range: 1000 Hrs 

Perks and F1aws:Accessory: Life Support; Comm (-311 0 km); Hostile Environment Protection: Radiation 4, Vacuum; Sensors (-3/2 
km); Reinforced Systems: Backups, Crew 2 
Offensive & Defensive Systems: KKC x 2 

WINGS 
Basic AttributexSize IO,  Movement: towed by Drive Section, Armor: 25/50/75, Crew: Living 3, Deployment Range: 1000 Hrs 

Perks and F1aws:Accessory: Life Support; Comm (-3110 km); Hostile Environment Protection: Radiation 4, Vacuum; Sensors (-3/2 
km); Reinforced Systems: Backups, Crew 2 

Offensive & Defensive Systems: KKC(F) x 1, Laser Cannon x 1 

NAME: DRIVE SECTION 

Basic AttributesSize 21, Movement 315, Maneuver: -3, Armor: 50/100/150, Crew: Living 6, Deployment Range: 1000 Hrs 

Perks and F1aws:Accessory: Life Support, Ejection System (40-Place Pods); Comm: (-3/10 km); Hostile Environment Protection: 
Radiation 4, Vacuum; Sensors (-312 km); Reinforced Systems: Backups, Crew 2 
OFFENSIVE & DEFENSIVE SYSTEMS 

Name Arc ACC DM BR ROF PerkqP1 Flaws Ammo 

. 

- - _  _ _  
PDS (ranged) T +1 x10 1 6 AM, HEAT Unl 
PDS (shield) FF +I x20 M 0 Def, E-Shield, HEAT Unl 
KKC(F) FF -2 x30 7 3 AP 300 

-2 x30 7 3 AP 300 KKC R/L 

Laser Cannon FF -2 x40 10 0 HEAT, AD 5, Power Hungry 6 Unl. 
Missile bayF -2 x30 5 5 Concealed, Guided 30 

Type: Vehicle 

Size: Colossal (Long, 291 m) 

Hit Points: 290 

Occupancy: 12 operators, 36 crew, 2 tons of cargo 

Armor Hardness: 30 
Speed: Realistic Space Flight (0.4 g, 1300 G-Rounds) 

Tactical Speed: n/a 

Initiative: -9 

Maneuver: -1 0 

Special Abilities: Booster (Space 0.8 g, 400 G-Rounds), 
Comm (LR Radio, Laser Comm, Microwave; Interplanetary, 
Secure), Ejection Pods, Laser and Radar Warning Receivers, 
Life Support, Nav Systems (GPS), Rooms: Kitchen, Sickbay, 
Workshop, Sensors (Optics, Low-Light, Hi-res Radar, Mag- 
netic; all Global, 5 km), Stabilization Gear, Targeting Bonus 
(PDS, +2) 

Exotic Abilities: Limited A.I. (Dex 14, Wis I O ,  Cha 1) 

Mecha DefectsReduced Endurance (a few weeks), Start Up 
Time (IO minutes), Noisy 

Weapons: 

Name Dam. ROF RI Ammo Qualities Restrictions 
PDS(Ranged)* 4d12 A 80m Unl. - 
PDS (Shield)* 9d12 A Melee Unl. - 

4 x KKC** 10d12 A 800m 3000 AP Arc of Fire (Front) 
4 x KKC** 10d12 A 800m 3000 AP 

Wing Laser* 30d10 SS 225m 4 Slow-Firing 
NOTE: *Laser; **Ballistic 



0 OVERVIEW 

The Valiant-class Strike Carrier v\ 

drawing board when the Battl 
place. If anything, the conflict F 
needed impetus that accelerate 
Proposal 99, an advanced JAF pi 
to supplying the Jovian Confedi 
of vessels that could serve as ro’ 
posts. These highly sophisticate 
able to accomplish long patrols 
Jovian space while still being I 

weight as dedicated front-line b 
were rapidly allocated by the A< 
ships were ready by the time 2; 

Once in the testing phase, the t 
vessels proved to be unusually 
ient, routinely escaping damage 
situations that would have rende 
inoperable. The Valiant itself, firs 
survived multiple enemy attacks 
down cruise and came back hc 
(see page 208 of the Jovian Chi 
for the full story). 

0 CAPABILITIES 

. VALIANT 

The Valiant’s quadruple engine F 
high thrust, though the drives ai 
save reaction mass on long tril 

/as already on the 
e of Elys-e took 
Irovided a much- 
d the progress of 
eogram dedicated 
?ration with a line 
ving defense out- 
bd ships would be 
on the fringes of 

able to pull their 
lattle units. Funds 
jora so that three 
!IO closed. 

h ree Va I i a n t-cl a ss 
sturdy and resil- 
and facing tough 

red any other ship 
,t ship of the class, 
i during its shake- 
)me mostly intact 
Tonicles Rulebook 

)ads supply it with 
*e seldom used to 
ps. The Valiant is 

Name: Valiant 
Origin: Jovian Confederation 
Manufacturer: Valiant Consortium 
Type: Strike Carrier 
Control system: bridge w/astronomical display 
Length: 320 m 
Width: 75 m 
Empty Weight: 29,000 Tons 
Loaded Weight: SO.000 Tons 

Main Drive: 4 x 0.8 GW 

Secondary Powerplant: 
Main Thrusters: 

2 x 6900 KW 

4 x 13,750 tons 
Apogee Motors: 100 

Acceleration: 0.8 g 

Avionics Fire Control Radar, Infrared/Ultraviolet, Ladar, Low-light, 
Magnetic Anomaly Detector, Microwaves, Motion Detectors, 
Radcounter, Search Radar, Telescope 
Fixed Armament:PDS. 6 x Kinetic Kill Cannons, 1 x Missile Bay, 1 x 
Spinal Laser 
Additional Armament: Auxiliary Craft 
Defensive Systems: Mag Screen, PDS 

Equipment: Catapult, Centrifuge, Escape Pods, Satellite Uplink, 
Vehicle Bay 

probably one of the fastest warships ever de- 
signed, and outperforms all current military ships 
in terms of acceleration. The ship is heavily armed 
and armored, and features deployable habitat 
sections that are always oriented correctlyfor grav- 
ity purposes, increasing crew comfort on long 
patro I s. 

Though much of the internal space of the ship is 
taken up by consumables, additional stores and 
machinery, the crew quarters are relatively spa- 
cious and comfortable. Each crewman is assigned 
to a two-man cabin, each with two private bunks, 
lavatory and small desk with personal computer. 
Commons and a galley are available in all three 
main crew areas, and function around the clock 
to  service the three shifts that operate the vessel. 

The Agora is debating whether or not the vessels 
are worth their exorbitant price and prefers to wait 
until all testing is completed before permitting 
the expenses of additional ships. Many local rep- 
resentatives are asking that the program be scaled 
back to a series of smaller carriers and auxiliary 
tankers that would be able to  fulfill much the same 
mission but at a reduced cost t o  the Jovian trea- 
sury. Only the future will tell if the Valiant and its 
sister ships will be more than a footnote in Jovian 
military history. 
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Sections: 1 x Main h L  I, 2 x Habitat Sect on, 2 x I<,neric K I 
. . - - . 

. . 
NAME: MA N HbLL 

Bas c AttrioJtes:Size 90 (Long, 220 rn), Movement. Towed 
4 (Dumo, Leve 3), Deployment Range: 4000 hrs 

Perks ano Flaws.Accessory. Autopilot, 6 x Carapu t 3, Life 
Accomodations (15,000 rn"3). Cargo Bay (80,000 m"3); dc 
5 km); Reinforced Systems: Backdps, 3 x Crew; Negative F 

Offens've & Defensive Systems PDS x 1, M'ssi e Bay x 1, ! 
. 

. . . .. 
~ ~ ~ ~ . ~ _ ~ -  

I Cannon Turret, 4 x Drive Section 

by Drive Sections, Armor: 100/200/300, Crew: Living 260; Computer 

Total MP: Space 4/8 

Support, Escape System; Comrn (0/15 km, Satellite Uplink); Features: 
)stile Environment Protection: All, Radiation 4, Sickbay 2; Sensors (+I  / 
:eature: Large Sensor Profile 5 

k ina1 Laser x 1 

NAME: HABITAT SECTION 

Basic Attributes:Size 20 Fall, 120 m), Movement: Towed by Drive Sections, Armor: 50/100/150, Crew: Living 12, Deployment Range: 4ooo hn 
Perks and F1aws:Accessory: Life Support x 2, Escape System; Cornm (-3/10 krn); Features: Accomcdations (20,000 m"3), Cargo Bay(800 m"3), 
Laboratory (Cooking); Hostile Environment Protection: All, Radiation 4; Sensors (-3/2 km); Reinforced Systems: 3 x Crew 
NAME. KKC TllRRET 

Basic Attributes:Size 10 (Long, 40 m), Movement: Towed by Drive Sections, Armor: 25/50/75, Crew: Living 3, Deployment Range: 4ooo hn 
Perks and F1aws:Accessory: Life Support; Comm (-3/10 km); Hostile Environment Protection: All, Radiation 4; Sensors (-3/2 km); 
Reinforced Systems: 2 x Crew 

Offensive & Defensive Svstems: KKC x 3 (all linked) 

NAME: DRIVE SECTION 

Basic Attributes:Size 42 (Long, 65 rn), Movement: Space 14/28, Maneuver: -5, Armor: 50/100/150, Crew: Living 16, Deployment 
Range: 4000 hrs, Reaction Mass: 17,500 BP 

Perks and F1aws:Accessory: Life Support; Hostile Environment Protection: Radiation 4, Vacuum; Reinforced Systems: Backups, 2 
x Crew; Reinforced Location: Movement x 2 

OFFENSIVE & DEFENSIVE SYSTEMS 

Name Arc ACC DM BR ROF Perks& Flaws Ammo 

PDS (ranged) T +I x10 1 6 AM, HEAT Unl. 

(shield) FF +1 x25 M 4 Def.. E-Shield. HEAT Unl. 

Missiles F -2 x40 5 n/a Missile, Guided 90 

Kinetic Kill Cannon Side -2 x30 7 3 AP 3000ea 
SDinal Laser FF -2 x80 3 0 PH9. HEAT 

Type: Vehicle 

Size: Colossal (Long, 320 m) 

Hit Points: 320 

Occupancy: 12 operators, 342 crew, 9000 tons of cargo 

Armor Hardness: 30 

Speed: Space 0.8 g (1 750 G-Rounds) 

Tactical Speed: n/a 

Initiative: -9 

Maneuver: -10 

Special Abi1ities:Comm (LR Radio, Laser Comr 
Interplanetary, Secure), Ejection Pods, Hangar 
Catapult (Gar.) x 6, Laser and Radar Warning f 
Support, Nav Systems (GPS), Rooms: Kitchen 
2, Workshop, Sensors (Optics, Low-Light, Hi-rc 
netic; all Global, 5 km), Stabilization Gear 

Exotic Abilities: Limited A.I. (Dex 16, VI 
Mecha DefectsReduced Endurance (a few WE 

Time (IO minutes), Very Noisy 

I WeaDons: 

Name Dam. ROF RI Ammo Qualities Restrictions 
PDS(Ranged)* 4d12 A lOOm Unl. - 
PDS (Shield)* 9d12 A Melee Unl. - 
Missiles** 15d10 A 960m 90 AP, Blast, Guided (IRH, ARH, LG), Indirect Arc 
KKC*** 10d12 A 1200m 3000 AP 

t 

I 

Spinal Laser 30d10 SS l6Om 4 Slow-Firing 
NOTE: *Energy; **Blast; ***Ballistic 



Ebiiru-class cargo ships share a sturdy and com- 
mon design that dates back to the earliest phases 
of the commercial exploitation of space. Ships of 
this class are in service with virtually every settle- 
ment of the solar system, particularly by Mercury's 
commercial fleet. These fusion-driven cargo ves- 
sels are used whenever a cargo needs to  arrive 
rapidly, and cannot wait to go via one of the regu- 
lar but slower clipper flights. 

The external appearance of the ship is blocky and 
massive, with little thought given to esthetic con- 
cerns. The Ebiiru is practical above anything else, 
and its surface is bristling with hardpoints and tie- 
down rings where cargo, either in the form of 
modular pods or free flying, can be attached. 

Additional Armament 

Defensive Systems Mag Screen 
Equipment Cargo Module Hardpoints, Escape Pods, -~ Satellite Uplink 

0 0 CAPABILITIES 

The ship has no internal cargo bay, rather, it tows 
a large structure called a "tree," to which various 
cargo pods are attached. Power and atmosphere 
hook-ups can be run from the pod to the tree if 
the cargo needs such amenities, but people gen- 
erally require a separate life support system in the 
pods due to the limits of this hook-up. The tree 
sections can be attached to one another to form 
a train of sorts, though this greatly reduces the 
possible acceleration (and thus increase the du- 
ration of the voyage). This fact makes speedy de- 

l 

i 

Control System: Bridge 
Length: 345 m 
Width: 40 m 
Empty Weight: 3450tons 
Loaded Weight: 38,000 Tons 
Main Drive 4 X 0.2 GW 
Secondary Powerplant: 2 X 6740 KW 

Main Thruster: 4 X 1,000,000 Kg 

Apogee Motors: 20 

Acceleration: 0.4 G 
Avionics:Fire Control Radar. Infrared/Ultraviolet. Ladar, Magnetom- 
eter, Radcounter, Telescope 
Fixed Armament: Point Defense System (Pds) 
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ew Module, 1 x Cargo Modules Total MP: Space 1/2 

Basic Attributes:Size 45, Movement: Space 0.01/0.02~ Maneuver: -5, Armor: 50/100/150, Crew: Living 8, Computer 2 (Dumb, 
Level 2); Deployment Range: 5000 hrs, Reaction Mass: 49,600 BP 

Perks and F1aws:Accessories: Autopilot, Life Support. Ejection Pods; Comm: (0/1 2km. Satellite Uplink); Armor: Brittle; Features: 
Accommodations (2000 m3), Laboratory, Sick Bay; Hostile Environment Protection: Radiation 4, Vacuum; Sensors (-1/4 km); 
Reinforced Systems: Backups, Crew 

Offensive & Defensive Systems: PDS x 1 

DRIVE SECTION 

Basic Attributes:Size 16, Movement: Space 15/30, Maneuver: -5, Armor: 30/60/90, Crew: Living 1 ,  Deployment Range: 5000 hrs, 
Reaction Mass: 100 BP (feed off main hull) 

Perks and F1aws:Accessory: Life Support, Ejection Pods; Cornm: (-311 0 km); Hostile Environment Protection: Radiation 4, Vacuum; 
Sensors (-3/2 km); Reinforced Systems: Backups, Crew x 2 
TREE SECTION 

Basic Attributes:Size 16, Movement: Towed by Drive Section, Armor: 20/40/60, Crew: 1, Deployment Range: SO00 hrs 

Perks and Flaws: Cornrn: (-3/0 krn); Arms: 8 x Tool Arm 20 
CREW MODULE 

Basic Attributes:Size 17, Movement: Towed by Drive Section, Armor: 20/40/60, Crew: 0, Deployment Range 5000 hrs 

Perks and F1aws:Accessory: Life Support, Ejection Pods; Comm: (-311 Okm); Features: Accommodations (6000 m3). Laboratory; 
Hostile Environment Protection: Radiation 5, Vacuum; Sensors (-3/2 krn); Reinforced Systems: Backups, Crew x 2 
CARGO MODULES 

Basic Attributes:Size 16, Movement: Towed by Drive Section, Armor: 20/40/60, Crew: 0, Deployment Range: 5000 hrs 

Perks and F1aws:Accessory: Life Support; Features: Cargo Bay (6000 m3); Hostile Environment Protection: Radiation 3, Vacuum 

3FFENSIVE & DEFENSIVE SYSTEMS 

'dame Arc ACC DM BR ROF Perks&Flaws Ammo 
'DS (ranged) T -1 x8 1 6 AM,HEAT Unl. 
'DS (shield) FF -1 x16 M 0 Def, E-Shield, HEAT Unl. 

Size: 

Hit Points: 

Occupancy: 2 operators, 10 crew, 9000 tons of  cargo 

Armor Hardness: 15 
Speed: Realistic Space Flight (0.1 g, G-Round 15,000) 

Tactical Speed: n/a 
I Initiative: - in I 
1 Maneuver: -10 I 

Special Abilities: Booster (Space, 0.2 g, 
Comm (LR Radio, Laser Comm, Microwave; Interplanetary, 
Secure), Ejection Pods, Life Support, Nav Systems (GPS), 
Rooms: Kitchen, Sickbay, Workshop, Sensors (Optics, Low- 
Liqht. Radar. Maanetic: all Global. 4 km) 

Exotic Abilities: 

Mecha Defects: 
Limited A.I. (Dex IO ,  Wis 8, Cha 1) 

Start Up Time (IO minutes), Noisy 

Weapons: 

Name Dam. ROF RI Ammo Qualities Restrictions 
PDS(Ranqed)* 4d12 A 100m Unl. - - 
PDS (Shield)* 9d12 A Melee Unl. - 
NOTE: *Laser 



c 
0 OVERVIEW 

Inari-class liners have a long history of reliability 
and endurance, having plied their trade in the solar 
system for more than fifty years. They have been 
touted as “the most efficient commercial ship in 
existence.” Indeed, their double role as cargo and 
passenger liner rarely lets them leave a spaceport 
at less than full capacity. Their twin drive units can 
propel them at a significant fraction of a gee, 
though cargo and reaction mass reserve gener- 
ally drop the ship‘s acceleration rate to 0.3 gee 
on average. 

0 CAPABILITIES 

The spacious passenger lounges and cabins take 
up the whole center portion of the ship, just above 
engineering and the crew section. Most of the in- 
ternal partitions are modular and can be quickly 
rearranged to fit the requirements of the passen- 
gers. The ship can have spacious rooms but few 
passengers on one flight, while having only a few 
common bunkhouses filled with people for the 
return trip. 

Cargo is carried in two huge bays located on ei- 
ther side of the main hull, each having a separate 
life support system from the rest of the ship. This 
allows the economical transport of goods which 
do not necessitate an atmosphere. The cargo bays 
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Sections: 1 x Main Hull, 2 x Drive Section, 2 x Cargo Section, 2 x Alternate Cargo Section 
MAIN HULL 

Total MP: Space 3/5 

Basic Attributes:Size 60, Movement: Towed by Drive Sections, Armor: 80/160/240, Crew: Living 24, Computer 3 (Dumb, Level 3); 
Deployment Range: 3000 hrs 

Perks and F1aws:Accessory: Autopilot, Life Support, Ejection Pods; Armor: Brittle; Comm: (-2/10 km, Satellite Uplink); Features: 
Accommodations (25,000 m3), Cargo Bay (20,000 m3). Laboratory, Kitchen, Sickbay; Hostile Environment Protection: Radiation 
5, Vacuum; Sensors (-212 km); Reinforced Systems: Backups, Crew x 2; Negative Feature: Large Sensor Profile 5 

Offensive & Defensive Systems: PDS x 1 
DRIVE SECTION 

Basic Attributes:Size 20, Movement: Space 315. Maneuver: -5, Armor: 50/100/150, Crew: Living 6, Deployment Range: 3000 hrs, 
Reaction Mass: 3250 BP 

Perks and F1aws:Accessory: Life Support, Ejection Pods; Comm: (-3110 km); Hostile Environment Protection: Radiation 4, Vacuum; 
Sensors (-312 km); Reinforced Systems: Backups, Crew 

CARGO SECTION 

Basic AttributesSize 30, Movement: Space 0.3/0.6; Maneuver: -5, Armor: 50/100/150, Crew: 0, Deployment Range: 1000 hrs, 
Reaction Mass: 3250 BP 

Perks and F1aws:Accessory: Life Support x 2; Comm: (-3110 km); Features: Cargo Bay (30,000 m3); Hostile Environment Protec- 
tion: Radiation 4, Vacuum; Sensors (-3/2 km) 

OFFENSIVE & DEFENSIVE SYSTEMS 

Name Arc ACC DM BR ROF Perks&Flaws Ammo 
PDS (ranged) T -1 x8 1 6 AM, HEAT Unl. 
PDS (shield) FF -1 x16 M 0 Def, E-Shield, HEAT Unl. 

Size: Colossal (Long, 220 m) 
Hit Points: 770 

I OccuDancv: 4 oDerators. 32 crew. 8000 tons of carao I 
Armor Hardness: 15 
Speed: Realistic Space Flight (0.3 g, G-Round 5,000) 

I Tactical SDeed: n/a 1 
Initiative: -10 
Maneuver: -8 

Comm (LR Radio, Laser Comm, Microwave; Interplanetary), 
Ejection Pods, Life Support, Nav Systems (GPS), Rooms: 
Kitchen, Sickbay, Workshop, Sensors (Optics, Low-Light, 
Radar. Maanetic: all Global. 2 km) 

Exotic Abilities: 

Mecha Defects: 

Limited A.I. (Dex IO, Wis 12, Cha 1) 
Start Up Time (10 minutes), Noisy 

Weapons: 

Name Dam. ROF RI Ammo Qualities Restrictions 
PDS(Ranged)* 4d12 A 100m Unl. - 
PDS (Shield)* 9d12 A Melee Unl. - 
NOTE: *Laser 



MULE 

Ships of the Mule-class are a common sight t o t  
citizens of the solar system. Like its slightly lars 
sibling, the Aquarius, the original design of t 
Mule was based on the space cargoes of the ea 
twenty-first century, and it has changed very lit 
since then. 

The ship is composed of a box of sturdy compc 
ite spars to which armor plates and a living mc 
ule are attached. This give the entire vessel a bc 
but rugged appearance. A pair of fusion-driv 
PCC engine modules are attached to the ste 
each capable of high thrust to move the he: 
cargo pods lashed to the side of the vessel. A li 
ited reaction mass capacity makes the Mule u 
ful for short to medium range transport only. 

0 CAPABILITIES 

The Mule is designed to be used as a modular 
cargo ship, with special hardpoints mounted on 
either side of the hull to attach cargo pods. These 
are usually tanks to carry the liquefied gasses or 
water used as reaction mass in modern ships. A 
spacious pressurized bay located between the 
crew section and the engines is used to  house 
additional cargo, though it most often contains 
one or two Maneuver pods that help the ship to 
its moorings and move the cargo tanks about. 

I 



Sections: 1 x Main Hull, 2 x Drive Section, 4 x Cargo TankTotal MP: Space 4/8 

MAIN HULL 

Basic Attributes:Size 26; Movement: Towed by Drive Section, Armor: 50/100/1 SO, Crew: Living I O ;  Computer 2 (Dumb, Level 2). 
Deployment Range: 1000 hrs 

Perks and F1aws:Accessory: Autopilot, Life Support, Escape Pods; Comm (-2110 km); Features: Accomodations (500 m3); Hostile 
Environment Protection: Radiation 4, Vacuum; Sensors (-2/2 km); Reinforced Systems: Backups, Crew 
Offensive & Defensive Systems: PDS x 1 
DRIVE SECTION 

Basic Attributes:Size 15, Movement: Space 14/28, Maneuver: -4, Armor: 20/40/60, Crew: Living 3, Deployment Range: 1000 hrs, 
Reaction Mass: 3000 BP 

Perks and F1aws:Accessory: Life Support; Comm (-2/10 km); Hostile Environment Protection: Radiation 4, Vacuum; Sensors (-2/2 
km); Reinforced Systems: Backups, Crew; Negative Feature: Large Sensor Profile 5 

CARGO TANK 

Basic Attributes:Size 14, Movement: Towed by Drive Section, Armor: 30/60/90, Crew: 0, Deployment Range: 1000 hrs 

Perks and FlawsFeatures: Cargo Bay (4000 m3); Hostile Environment Protection: Radiation 4, Vacuum 
OFFENSIVE & DEFENSIVE SYSTEMS 

Name Arc ACC DM BR ROF Perks& Flaws Ammo 

PDS (ranged) T O  x5 1 2 AM,HEAT Unl. 
Def, E-Shield, HEAT Unl. PDS (shield) FF +I x15 M 0 

I 

Type: Vehicle I 
Size: Colossal (Long, 90 m) 
Hit Points: 9n 

Occupancy: 2 operators. 14 crew. 16.000 tons of= 

Armor Hardness: 15 
Speed: Realistic Space Flight (0.4 g, SO0 G-Rounds) 

Tactical Speed: n / i l  
Initiative: -8 
Maneuver: -8 

Special Abi1ities:Booster (Space, 0.89. G-Round ZOO), Cornm 
(LR Radio, Laser Comm, Microwave; Interplanetary), Ejec- 
tion Pods, Life Support, Nav Systems (GPS), Rooms: Kitchen, 
Sickbay, Workshop, Sensors (Optics, Low-Light, Radar, Mag- 
netic; all Global, 2 km) 

Exotic Abilities: Limited A.I. (Dex 8, Wis 6, Cha 1) 

Mecha DefeckReduced Endurance (a few weeks), Start Up 
Time (IO minutes), Very Noisy 

I Weapons: 1 
Name Dam. ROF RI Ammo Qualities Restrictions 
PDS(Ranged)* 3d12 A 60m Unl. - 
PDS (Shield)* 7d12 A Melee Unl. - Arc of Fire (Front) 
NOTE: *Laser 





I 
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b ADVENTURE 
GENERATOR 

Anime giant robot stories tend to revolve around 
a number of similarthemes, which means that [[Jo- 
vian Chronicles]] adventures can be constructed 
in a matter of minutes by using the tables below. 
These tables randomly generate key plot ele- 
ments, taking the "grunt work" of adventure de- 
sign out of the Gamemaster's hands. This not only 
saves the GM valuable time in creating the basic 
outline of an adventure, it's also a great way to 
make sure the themes are varied mission after 
mission. 

Of course, turning the generator's results into a 
coherent [[Jovian Chronicles]] adventure doesn't 
eliminate the need for a clever Gamemaster. The 
tables are not intended to  take his place. Rather, 
they supplement the GM's role. The generator's 
results are meant to be used as guidelines, not as 
the final word on adventure design. The real work 
of creativity comes from using the results in excit- 
ing and original ways. 

The random adventure generator has fourteen 
steps, each one of which supplies another ele- 
ment. When asked to roll more than one die, add 
the results together. Simply follow the steps in 
order and take note of the results generated (or 
chose the ones you think fit best). The combina- 
tion of the various random elements can then be 
put together to construct a coherent plot. At the 
end of this section is a brief example that shows 
just how the generator can be used. 

V DETERMINE THE 
ADVENTURE'S THEME 

I 

A good adventure usually revolves around a single 
theme that forms its core (having two themes is 
possible, but it tends to  make things unnecessar- 
ily complex). Determining that theme is important 
because it colors the way many subsequent ele- 
ments are used. 

: 
. 

: 
. 

: 

I I 
I I 

Roll Id6 to  Determine the Theme, or Pick One 

1 ActiodAdventure 

2 Exploration 

3 Intrigue/Diplornacy 

4 Justice/Revenge 

5 Mystery 

6 Quest 

t 

ActiodAdventure: This is the default theme for 
an adventure. Such adventures are characterized 
by lots of physical action, chase scenes, combat, 
and overcoming obstacles. 

Exploration: This theme focuses on pushing the 
frontier and discovering new facts about the solar 
system, maybe even traveling beyond Saturn's 
orbit. 

Intrigue/Diplomacy: This theme involves spying 
against an enemy, whether that enemy be a vil- 
lain, a group, or a planetary government. 

Justice/Revenge:]This theme focuses on the quest 
of a character to right a past wrong (whether real 
or perceived). Frequently, it involves the heroes' 
attempt to avenge themselves upon the villain(s). 

Mystery: This theme is about the solving of a per- 
plexing situation, typically a murder, a disappear- 
ance, or other crime. 

Quest: The focus is on actively finding a certain 
item or person; the latter isn't mysteriously miss- 
ing or particularly justice-oriented, but merely 
misplaced. It's slower-paced than an action sce- 
nario, less angsty than a justice scenario, but has 
more room for humor, non-combat skills and so- 
cial roleplaying skills. 

V DETERMINE THE 
ADVENTURE'S GOAL 

Like the theme, the goal is part of an adventure's 
core. Whereas the theme pertains to a scenario's 
ambiance or mood, the goal pertains to i ts struc- 
ture. The goal forms the end toward which the 
adventure is heading, and this element is strongly 
tied to theme. 

I 
i i 



. 
Retrieve Item: The characters seek out some ob- 
ject of value, t o  themselves or their patrons, in 

Roll 2d6 t o  determine the Goal, or Pick One 

2 Escape 
3 Protect NPC(s) 
4 Explore 
5 Encounter a new villain 
6 Stop monstrous plan 
7 Win battle 

8 Rescue NPC(s) 
9 Retrieve an item 
10 Protect an item 
11 Negotiate a Treaty 
17 Resolve Personal Conflict 

Encounter a New Villain: The entire purpose of 
the scenario IS  t o  introduce a new, possibly recur- 
ring, villain, such as an exo-armor ace pilot. 

Escape: The heroes are placed in a deadly situa- 
tion and must work to free themselves from it. This 
goal can often be introduced as the follow-up to 
a previous adventure in which the characters’suc- 
cess places them in danger. 

Explore: The heroes must blaze a trail through a 
little-known region of the solar system. This goal 
can also be part of a planet-based adventure. 

’ 

difficult circumstances. The item can be virtually 
anything, from a computer chip to a prototype: 
its exact nature -and its importance to  the sce- 
nario - is best determined by taking into account 
the theme of the adventure. 

Stop Monstrous Plan: The characters must foil the 
development of a doomsday weapon or other plot 
that threatens their home or the stability of the 
solar system. This includes asteroid drops and 
most Edicts violations. 

Win Battle: The heroes must act t o  turn the tide 
of a battle a t  a crucial moment. Bear in mind that 
if the characters win an important enough battle, 
this victory will have consequences for the local 
sector. 

b DETERMINE PLOT 
STRUCTURE 

Another essential element of an adventure is the 
plot structure. This element sets up how the sce- 
nario will proceed. That is, the plot structure shows 
how the scenes of the adventure relate to one 
another and how the characters move through 
them. 

[ 

i 

i 

Negotiate a Treaty: The characters are charged 
with completing a peace plan, a trade deal, or 

. 

. 

other similar delicate negotiations. 

Protect Item: The characters must carry or defend 
Roll I d 6  to determine Plot Structure, or Pick One 

1 Accumulation Of Elements 

some object of value, to themselves or their pa- . 2 Major Event 

trons, in difficult circumstances. The item can be : 3 Physical Progression 

anything, and need not even be seen or used - . 4 Race Against Time 

it exists solely to  provide a motivation for the ad- : 5 Series Of Villains 

Single Item Quest 

. 

Protect NPC(s): The goal of the scenario is to keep 
one or more non-player characters (usually de- 
fenseless) from harm. The characters act as their 

ing ill befalls them before the conclusion of the 

Rescue NPC(s): The heroes must free one or more 
non-player charactersfrom captivity, whether natu- 
ral (trapped in a natural phenomenon) or man- . knowledge. 

saving Someone from an experiment gone 
or even redeeming a fallen hero. 

Resolve Personal Conflict: The heroes must deal 
with the personal problems of a teammate be- 
fore it starts affecting the entire group. 

. 

. 

. I 
Accumulation of ~ l ~ ~ ~ ~ ~ ~ :  -,-he plot centers 

. of which points to the next, leading to the 
: adventure‘s conclusion. The items in question 1 
. need not be physical objects; they can be clues E 

or people that add to  the sum of the characters’ 

k 

bodyguards or chaperones, ensuring that noth- around the search for multiple ”items,” each one I 

t 
I made (held by a villain). Other options include : Major Event: The entire plot is structured around I 

. 

: 
. 

a single event, such as an important treaty or key 
battle, and does not advance. In a way, an event- 
based scenario is really a single large scene with 
many parts, each one of which demands the char- 
acters’ attention. 
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Physical Progression: The plot advances as the 
characters journey from one locale to  the next. 
Like the Accumulation of Elements above, the 
movement from one locale to  the next is the im- 
petus for the characters’ increase in knowledge, 
leading them on to the scenario‘s conclusion. 

Race against Time: This plot assumes that there 
is an event (whether natural or artificial) that must 
be stopped. The characters must act quickly to 
do so, before the event takes place - with disas- 
trous results. 

Series of Villains: The plot advances as the char- 
acters defeat a group of villains, each one more 
powerful than the last. Naturally, the villains are 
related to one another in some fashion, usually as 
part of the same organization or hierarchy. 

Single Item Quest: The plot centers on an attempt 
to acquire a single item, whether it be a person, 
object, or information. Unlike the Accumulation 
of Elements, this plot structure focuses heavily on 
the item. It is important in itself, not just as a means 
to get t o  the next step. 

V DETERMINE THE CLIMAX 

Just as important as the plot structure is its cli- 
max. It should be noted that a climax doesn’t need 
to involve combat - it can also involve saving a 
life or engaging in a battle of wits or willpower. 

Roll l d 6  to  determine the Climax, or Pick One 

1 Battle 

I 2  Chase I I 
I I I  

I I  3 Headquarters Duel 

4 Prevented Action 

5 Scattered Skirmishes 

6 Unexpected Reversal 

Battle: The characters must fight a massed battle 
against their enemies and their troops to achieve 
their goal. Often, the battle is heavily mismatched 
and involves the characters seeking out a id  from 
unexpected sources (local Nomad clans, etc.). 

Chase: The climax involves a vehicular or space- 
craft chase, in which the characters must contend 
with high speeds as well as other hazards. Such a 
climax usually pits the characters directly against 
the villains in a test of their relevant skills. 

i 

Headquari 
the villain i 
ters Battle 
ing off wit1 
powerful - 

:ers Duel: The characters must defeat 
n his own base or ship. The Headquar- 
should culminate in the characters fac- 
I the villain and his closest - and most 
- henchmen. 

Prevented 
thing from 

his doomsday weapon or dropping an asteroid 
on a defenseless nation. 

could invo,,, JLVry,lly L l g =  v i i i a i i i  I I w I I t  a L u v a L i r i y  

Action: The characters must stop some- 
occurring to achieve their goal. This 

I t t o  c+nnn;nr. +hn l , ; l l~ ;m Ln, -.p+;x,-.+;-- 

Scattered Skirmishes: The characters must fight 
several small fights t o  achieve their goal. This dif- 
fersfrom Battle above in that these fights are usu- 
ally one on one affairs in which the characters face 
off against the villain’s henchmen before reaching 
the villain himself. 

Unexpected Reversal: A natural disaster or other 
freak occurrence brings about the conclusion of 
the scenario. Alternately, the villain’s plans back- 
fire on him, bringing his schemes to an unfortu- 
nate end. Examples include henchmen turning on 
their masters (often for love). 

V DETERMINE THE STORY 
HOOK 

The story hook is the element that initiates the 
adventure, either directly or indirectly. It’s the trig- 
ger that sets everything into motion. 

I Roll 2d6 to  determine Stow Hook. or Pick One I 
2 Dying Delivery 

3 Falsely Accused 
I 4-5 Reoort or  Rumor I 

6-7 Patron 
0 Old Enemv 

1 9  Grim Necessitv I 
10 Mystery ManNoman 
11 Familv 

I 12 Pre 

Dying Delivery: The last words of a dying 
provide the heroes with the impetus to  bc 
adventure. The dying person need not bc 
to the characters, but it often adds emotil 
pact if the person is friend, colleague, or 



Falsely Accused: The reputation of one or more 
of the heroes is tarnished and they must act to 
defend it. This story hook often involves the former 
heroes being treated as pariahs by those they 
know - a t  least until they can clear their names. 

Grim Necessity: The characters must begin the 
adventure, because they have no choice (an anti- 
dote must be found to save a life, they’re prison- 
ers, etc.). 

Mystery Madwoman: An unknown individual 
employs the characters to undertake a mission for 
him or her. The nature of the mission is often 
equally mysterious, leading to  suspicion and skep- 
ticism regarding the employer’s true intent. 

Old Enemy: The reappearance of an old villain 
(or someone impersonating him) calls the charac- 
ters to  action. This hook only works if the charac- 
ters have already tangled with the villain before 
and uses their history as a way to pull them into 
the scenario. 

Family: A relative of the characters calls upon them 
for assistance, or are in trouble themselves. Like 
the Old Enemy above, this hook works best if the 
characters have dealt with the relative before. 

Patron: The characters are asked or ordered by 
an individual or group to perForm a particular task. 
This hook is very broad and encompasses patrons 
as disparate as a planetary government or a noted 
scientist. 

Pressing Buttons: This is a catchall category that 
describes any hook that uses a character’s moti- 
vations and interests to draw him into the scenario. 
Using Pressing Buttons is also an excellent way to 
show that having a well-detailed background 
makes for great adventures. 

[[Report or Rumor:]] The characters hear a story 
of some sort that  leads them into the adventure. 
This story can be an old legend, a frontier report, 
an intelligence briefing or even an actual assign- 
ment. 

V D E T E R M I N E  GENERAL 
SETTING 

All adventures take place somewhere. This step 
determines the general location in which the sce- 
nario is set. 

i 

2d6 t o  determine the General Setting, or Pick One 

Homebase 

3 At Sea 

Rugged Terrain 

Cosmopolitan City 
I 1  - 1  I 

In Space 

In a Soace Outoost 

Aboard a Spaceship 

Underground 

Undersea 

Exotic Land 

I -  

Aboard a Spaceship: Most of the adventure oc- 
curs in a large spacecraft of some sort, whether a 
cargo ship or a shuttle. Like most space-based 
locations, it can be entirely cut off from the out- 
side, making it easy to focus the characters on 
the plot. 

At Sea: Extensive oceans cover Earth, humanity’s 
homeworld and the home of CEGA, so adventures 
occasionally happen on the waves. This locale re- 
fers primarily t o  shipboard adventures, although 
other options, like offshore rigs, are possible as 
well. 

Cosmopolitan City: This locale refers to  any large 
city with a diverse population. The actual layout 
will depend on the locale: colony cylinder, space 
station, Venusian arcology, etc. 

Exotic Land: This locale covers any foreign planet 
or location, with an emphasis on those considered 
somehow ”alien” to the characters (a research sta- 
tion on an ice asteroid in the Oort cloud beyond 
the orbit of Pluto, for example). 

Homebase: All heroes have a base of operations 
(a spaceship, for example). This locale can be used 
to lend a sense of urgency to an adventure. After 
all, there is nothing worse than having the place 
you call home be menaced by the bad guys. 

In Space: This locale covers the surface of aster- 
oids, near orbits, and most spacecraft. 

In a Space Outpost: This locale refers to  any small 
self-contained space habitat, whether an orbital 
work shack or a small station. 

Rugged Terrain: The locale is an area of rugged ter- 
rain, such as a desert, a canyon, or a mountain range, 
on any planet. Whatever the terrain, it is inhospi- 
table and poses many risks to the characters. 



' Underground: This describes any locale located 
beneath the surface of a planet or asteroid. Cave 
systems are the most common, but other options, 
like the artificial labyrinths of the Nomads' zocalos, 
are also possible. 

Undersea: This locale refers to any that is beneath 
the surface of the water, including the frozen seas 
of Europa and Titan. Possibilities include secret 
underwater stations or exploration submarines. 

V DETERMINE SPECIFIC 
SETTINGCSI 

: 
. 
. 
. 

illegal, but entry isn't too hard to gain. Usually, 
some function vital t o  the basic livelihood of the 
local populace can be affected in such a place. 

Mansion: This locale is the opulent home of 

1 Most adventures have several scenes, each of 
which takes place in its own locale. In general, 
adventures benefit from changes of pace to  high- 
light different elements of the plot. Therefore, roll 
2d6 several times (about three per adventure) to 
determine these settings. 

. 

. 

. 

Famous Locale: This refers to  any well-known or 
recognizable place, such as a planetary capital, a 
specific space colony or a landmark (Mount 
Olympus on Mars, for example). 

. 

. 
: 
. 

Infrastructure: Sewers, sanitation plants, mainte- 
nance buildings, service tunnels, junkyards, Venu- 
sian farms, etc. Places where people usually don't 
go because they smell or look bad. Trespassing is 

wealthy individuals. It is a statussymbol for those 
who can afford them and often the site of extrava- 
gant parties and other more dubious activities. It 
can also be an office or any place that speaks of 
wea Ith. 

Military Base: This covers any locale controlled 
by a military organization. Thus, it includes places 
as diverse as forts, camps, rebel strongholds and 
spaceport bases. Most military locales are well 
guarded and protected, but their strength varies 
greatly with the force that holds them. 

Oppressed Land: This locale refers to  any place 
suffering under the iron boot of tyranny. The tyr- 
anny can be a homegrown dictator or a foreign 
oppressor. This definition can be stretched to  in- 
clude the Martian Federation and CEGA, and can 
also cover slums and low-rent areas, which are 
arguably under the thumb of overbearing land- 
owners. 

Residential Area: Neighborhoods, apartment 
complexes, hotels, etc. Lots of families and chil- 
dren, usually places where action is rare and un- 
known trespassers viewed with some suspicion. 

i . There's seldom anything of military value, but one 

j 

1 
i Body Of Water: This locale is an Ocean, a lake# Or can expect to find food, quaiity-of-life goods, and 

some other body of water. Rivers and waterfalls 
are also included, as are artificial DOOIS and reser- 

. 

. easy hostages (if you,re into that kind of thing), 

i I voirs. ' Social Gathering Place: Whether this is a sleazy 
. 
. 
. 

dive, a glistening spa or an army official ball, it is 
an excellent place to  meet contacts and engage 

I I 
j 

Cosmopolitan Area: Any place where lots Of 

main commons of a shiD. or a zocalo marketdace. 
People 'Onverge whether a Plaza# the ' the enemy in non-violent threats and repartee. 

I .  i Itss a public place, where it's easy to blend fn, un- 
like a residential area, where strangers stick out 

Strongman's Fortress: This locale is the headquar- 
ters of a powerful individual, whether he be the 

! like sore thumbs. : main villain of the adventure or not. The head- 

. 

I . quarters is almost always well guarded and pro- 1 
1 

' 

. tected by hordes of loyal troops. Desolation: Empty interplanetary space, desert, 
etc. No passers-by or inhabitants, easy to hide and 

L 



Roleplaying adventures are very character-driven 
and few characters are as important as the main 
villain. This step determines the general nature of 
the main villain. A villain can have more than one 
of these traits, if desired. 

CorruDtor 

6 Conqueror 

7 Organizer 

1 8  Relative 1 
9 Ex-Lover 

10 Lovable Rogue 

I 1 1  Sufferer I 

Advance Agent: This villain is a scout for another 
power, trying to determine whether a particular 
locale is ripe for take-over by his superiors. 

Agent Provocateur: The villain is in the employ of 
another power and has been sent t o  stir up trouble 
in preparation for an invasion or other attack. Al- 
ternately, the Agent Provocateur may be sent to 
bring about an uprising or rebellion. 

Avenger: The villain acts to settle an old score or 
right a perceived wrong. He thus acts out of the 
belief that a person, group or nation has some- 
how slighted him. 

Conqueror: The villain seeks to take over a loca- 
tion by force. If he's not a military leader, he must 
possess some means to  achieve his ends, such as 
high technology (a squadron of exo-armors, per- 
haps?) or allies within the nation he intends to 
con q u e r. 

Corruptor: The villain acts to  undermine people 
or institutions for his own ends. Often a hidden 
enemy inside the group or organization he wishes 
to corrupt, he may be a trusted advisor or under- 
ling to  a more powerful figure. 

Ex-Lover: The villain was once in love with one of 
the heroes. If desired, you may reroll on this table 
to provide the ex-lover with another motivation. 

Fanatic: The villain is a firm believer in a cause 

and acts accordingly. This cause can be political, 
religious or ideological. Whatever it is, he believes 
strongly in it and acts because he believes his 
schemes will further that cause. 

Lovable Rogue: The villain is not truly evil. Rather, 
he is venal and acts in accordance with his central 
vice. Nevertheless, he possesses several endear- 
ing qualities, making the rogue a suitable villain 
for more lighthearted adventures. 

Organizer: Like a spider in its web, the villain sits 
at the center of network of lesser villains. In gen- 
eral, he rarely acts directly, preferring to use his 
minions to  achieve his goals. Defeating an Orga- 
nizer will require much work, as he tries to insu- 
late himself. 

Relative: The villain is a close relative of one of 
the heroes (fathedmother, brotherlsister, etc.). If 
desired, you may reroll on this table to  provide 
the relative with another motivation. 

Sufferer: The villain is afflicted (either in reality or 
in his mind) with some malady or condition that 
compels him to  act. This could be anything from 
a fatal disease to insanity, even angst at the loss 
of a loved one (a common anime plot). 

V DETERMINE MINOR VILLAIN 

Many villains have one or two main henchmen, 
lesser villains who act as his eyes and hands in the 
field. Roll 2d6 once or twice to determine the na- 
ture of these minor villains. 

Roll 2d6 t o  determine Minor  Villain, or  Pick One  
(up to twice) 

2 Reluctant Villain 
Corrupt Hero 

Advisor 

11 Inquisitor 
Coward 1 I ' 1 2  

I -  

i 



Ace: The villain is an ace in his chosen profess 
generally a pilot or soldier of some kind. H 
often arrogant and very proud of his abilities, 
he will obsessively try to confront the heroes a< 
if defeated or even subject to a draw. 

Advisor: The minor villain is an advisor to the m 
villain. His advice is pragmatic and considers 1 

the best interests of the villain and his goals. 
Advisor is less concerned with self-interest an 
often a powerful figure in his own right. 

Corrupt Hero: The villain is a former hero g 
bad. This villain may be returned to  goodness 1 

the appropriate action on the part of the cha 
ters, but doing so should come only as the re 
of great effort. 

Coward: The villain is fundamentally cowardly 
never confronts the heroes directly. Such a vi 
may be comical in nature or he may simply 
physically weak and fear confrontation. 

Honorable Warrior: The villain is an expert ir 
chosen field and follows the main villain becz 
it suits him or his goals. The Honorable Warril 
dashing and has a strong sense of morality, 
may even be persuaded to change sides. 

Inquisitor: The villain uses violence and terrc 
obtain information. His primary interest is in g 
ing this information so that he may use it to 
ther the main villain's plans. 

Muscleman: The villain is essentially a thug. t 
very powerful, either through physical might, ti 
ing or equipment, but lacking when it come 
planning or strategy. His usual method of a t  
is direct confrontation. 

Operative: The villain is a trained killer. Oftei 
possesses unique and rare skills, possibly as i 
sult of training in a faraway land or technolo5 
augmentations. 

Reluctant Villain: The minor villain dislikes the i 
and goals of the main villain, but considers 
current events as required or desirable. The 
justifies the means. 

Soldier: The villain is a trained and relentless 
rior. Unlike the Muscleman, he uses guile and F 
ning to  achieve his ends. He also is relentlei 
his pursuit of the characters and will not stop 1 

he or the heroes have been defeated. 
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V DETERMINE SIGNIFICANT 
NPCS 

Adventures are not just populated with villains. 
Roll 2d6 (no more than three per adventure) to 
determine other significant NPCs. 

Roll 2d6 to determine Significant NPCs, or Pick One (up 
to three times) 

lnauisitive Official 

4-5 Bandits/Thugs/Pirates 

6 Belligerent Soldier 

I 7-a Contact I 
Thief 

Friend a t  a Wrong 

Seducer 
13 Cloeless An-nrnnlirp 

Bandits/Thugs/Pirates: The NPCs are low-pow- 
ered goons. Most likely, they are not (or peripher- 
ally) connected with the larger plot and provide 
an opportunity for a little mayhem. 

Belligerent Soldier: The NPC is a surly warrior who 
takes a dislike to the characters. He may use his 
position to harass the characters, even to the point 
of violence. 

Clueless Accomplice: Someone who's helping the 
bad guys without knowing it. 

Contact:The NPC is a source of information, parts, 
ammo and other vital supplies. 

Friend at a Wrong Time: The NPC is an acquain- 
tance of the heroes who has a knack for showing 
up a t  the most inopportune of times. He distracts 
the characters from their mission and may be a 
source of danger to  them. 

Inquisitive Official: The NPC is a nosy government 
officer who takes too keen an interest in the char- 
acters' actions. In doing so, he may expose the 
characters to  danger. 

Seducer: The NPC is a person intent on swaying 
the heroes to his point of view, either through 
physical wiles or other methods. In most cases, 
the Seducer is not in the employ of the villain. 

Superior: A patron, boss or manager who may 
restrict the players' activities or grant increased 
access to information or equipment. 



mine tne general type. inen, roil la6 again tor 
each danger to determine i ts specific type. 

Note that while each danger is given in a generic 
planet-bound format, it can be adapted to any 
situation. For example, Asphyxiation can repre- 
sent a flooded room, a blown airlock, an exhausted 
life support pack, etc. 

___ __ 
Roll I d 6  to  determine General Type, or Pick One (up to  
three times) I 1-2 Natura I 
3-4 Mechanical 

Technical 1 1 5-6 

These are dangers that are not created by human- 
ity, and that affect environments, not merely indi- 
viduals. 

1 Roll I d 6  to  determine SDecific Tme. or Pick One: 1 
1 Avalanche 
2 Storm 

1 3  Earthauake I 
4 Flood 
5 Noxious Gas 

1 6  Flora and Fauna I 

Mechanical Danger 

Dangers either from basic technologies or low- 
intensity natural phenomena. Rockslides go in the 
previous category; a single falling rock goes in this 
one. Both are dramatic, but for different reasons. 

Roll I d 6  to  determine Specific Type, or Pick One 
1 Fall 

Toxin 2 
3 Isolation I 
4 

5 
6 

Technical Danger 

Dangers specific to human artifacts and technol- 
ogy of the Industrial Age and beyond. 

Asphyxiation: Danger from the inability to breathe 
or a lack of oxygen. This can represent a flooded 
room, a blown airlock, an exhausted life support 
pack, etc. 

Roll I d 6  to  determine Specific Type, or Pick One 

Electric 

Radiat 

Temperature Variar 

Redirect 

Vibrat 

Exc 

Avalanche: This represents a rockslide, or falling 
trees, or something involving gravity and impact. 

Crush: A rapidly collapsing structure that must be 
stopped or evacuated will crush the characters 
unless they find a means of escape. This includes 
falling objects or moving objects with lots of mass 
and momentum. 

Earthquake: An earthquake or volcano, or any- 
thing involving geological disturbances, begins, 
threatening the characters with collapsing struc- 
tures and falling debris. 

Electricity: This excludes lightning, which is a ran- 
dom, environmental thing. In this category, the 
danger comes from tampering or working with 

Exotic: This is a catchall category that refers to 
things like mutant strains of bacteria, as well as 
devices using other forms of energy. 
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Fall: The characters are endangered by a drop-off 
or a great height. This can also be taken to in- 
clude any kind of excessively fast acceleration or 
deceleration. 

Fauna and Flora: The characters encounter diffi- 
culties from animals or plants. This covers guard 
dogs all the way to genetically-engineered mo- 
bile vines. 

Flood: This also includes quicksand, or swamps, 
or methane seas, or anything involving large vol- 
umes of liquid or dust as a danger. 

Isolation: The characters are cut off by human in- 
tervention (i.e. prison), jammed doors, impen- 
etrable forest, huge deserts, etc. 

Noxious Gas: Some sort of poisonous gas (either 
natural or a leak from a spacecraft system) seeps 
into the characters’ location and threatens to over- 
whelm them. This can also include radiation, or 
something involving any kind of natural NBC 
threat. 

Privation: Danger from lack of food, potable wa- 
ter, clothing, etc. This isn’t the same as Tempera- 
ture Variance, since in this case, temperatures are 
perfectly normal; it’s the character(s) who’s 
underdressed and therefore exposed to damage. 

Radiation: The characters must contend with high 
levels of radiation, either from a weapon, isotopes, 
exposed plasma core, etc. Not quite the same as 
a solar flare, which would be a natural danger. 

Redirection: The location where the characters are 
suddenly changes and moves them elsewhere. 
Things like collapsing platforms, elevators and 
autofac conveyors fit this category. 

Temperature Variance: This is actually Natural, 
Mechanical and Technical, depending on the 
source and area of effect. Basically, it’s either too 
hot or too cold for comfort. 

Toxins: The characters are endangered by a poi- 
son or disease that is not tied to  a specific envi- 
ronment. Poisoned rations or contagious sickness 
are good examples. 

Vibration: The characters must contend with a 
device or machine that has vibrations as i ts pri- 
mary form of damage. 

Storm: The characters are caught in some sort of 
inclement weather that threatens them and im- 
pedes their progress. Examples include heavy rain, 
hurricanes, snowstorms, tornadoes, high winds, 

i 

sandstorms, or anything involving atmospheric 
disturbances. 

Vibration: Earthquakes are natural. This category, 
on the other hand, covers sonic weapons, unstable 
floors or bridges, and malfunctioning engines. 

V DETERMINE CHASE 

Many adventure features a major chase or two. 
Roll 2d6 no more than twice per adventure to 
determine the nature of the chase. 

Roll 2d6 to  determine Chase Type, or Pick One (up to  
twice) 
2 Naval 

I I I  
3 Endurance 

4-5 Foot Race 

I 6-7 Spacecraft I 
8-9 Walker Vehicle 

GrouD Vehicle 10 

I l l  Aerial Vehicle I 
Special Terrain (snow/ice, mountainside, etc.) I ‘ 1 2  

Aerial Vehicle: The chase involves a flying device 
of some kind. 

Endurance: This chase involves the characters 
performing some sort of strenuous physical activ- 
ity, such as swimming or climbing. The success of 
the chase depends heavily on the characters’ ath- 
letic abilities. 

Foot race: This is a simple chase on foot, although 
it can be complicated by being through crowded 
streets, an abandoned warehouse, or on catwalks 
within an arcology. 

Group Vehicle: The chase involves a vehicle where 
the entire group can fit a t  once, such as a car. More 
to the point, this category is specific for vehicles 
whose successful operation depends on the en- 
tire group, not just one pilot. 

Naval Vehicle: The chase involves a waterborne 
craft of some sort. Most likely, it IS a surface craft, 
although a submarine is possible as well. 

Spacecraft: The chase involves a large spacecraft, 
such as a fighter or a capital ship. 

Special Terrain: The chase takes place in an un- 
usual environment, like a snowfield or a mountain 

4 



road. Roll again to  determine the type of vehicle 
involved, ignoring any subsequent results of Spe- 
cial Terrain. 

Walker Vehicle: The chase involves an exo-vehicle, 
whether a suit or armor. 

V ETHICAL DILEMMA 

Some adventures involve an ethical choice a t  some 
point, which the heroes must resolve before con- 
tinuing on their quest. Like the Narrative Twist, 
further on, not all adventures need to include a 
dilemma. 

Roll I d 6  t o  determine the Moral Quandary 

1. Ally 
2. Relative 

3. Honor 

4. Lesser of two evils 

5. Rescue a friend/colleague 

6. Save the villain 

Ally: The characters must decide whether to save 
an ally a t  the cost of their mission. This choice is 
made even more poignant when the ally is some- 
one especially helpless, like an old man or a child. 

Relative: As Ally, but with a relative involved in- 
stead. 

Honor: The characters must decide whether 
achieving their goal in a dubious way is accept- 
able. Such a quandary forces the hero to confront 
whether he is truly any different from the villains 
he faces. 

Lesser of Two Evils: The characters must choose 
between two difficult options. One example is 
deciding which of two friends will die because 
there isn’t enough air for both. These situations 
have an “escape route” that allows the charac- 
ters to achieve both ends - if they can recognize 
it. 

Rescue a Friend/Colleague: An innocent by- 
stander is threatened but saving him may jeopar- 
dize the characters’ mission. 

Save the Villain: The characters must decide 
whether they would rather fail in their mission or 
save the villain to  achieve their goal. 

H 
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V DETERMINE NARRATIVE I 
TWIST 

A lot of good adventures have narrative twists that 
surprise everyone involved. While not all of them 
require a surprise twist (doing this will tend to  kill 
the surprise over time), these can be dropped ai- 
most anywhere. 

~ 
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Roll I d 6  to determine the narrative twist 

1 Hero must work wkth villain 

2 Mission is a ruse 

3 NPC turns traitor 

4 Outcome Reversal 

5 Villain accompanies heroes 

6 Villain is related to  hero 

i- 

Hero must work with villain: The heroes discover 
that they can only achieve their goal by working 
with the villain. In some cases, this means con- 
vincing the villain to abandon his cause. In oth- 
ers, the characters discover that the reputed vil- 
lain is in fact not their true enemy. In this case, 
they must team up with the villain against an even 
greater threat t o  them all. 

Mission is a ruse: The characters learn that their 
assumed mission is in fact a cover for something 
greater. This can be benevolent, such as when a 
secret government organization uses the charac- 
ters to distract the villains from the real plan, or 
malevolent, such as when a master criminal uses 
the characters as pawns in his own plan. 

NPC turns traitor: Someone, probably an ally, 
shows his true colors and betrays the characters 
to the main villain. 

Outcome Reversal: The characters complete their 
mission (or are at the point of doing so) and then 
find out that the point of the mission was some- 
thing other than they thought. 

Villain accompanies the heroes: For some reason, 
the villain must travel with the characters. This dif- 
fers from the first entry in that the villain may not 
be aiding the characters. He is merely traveling 
with them, probably aboard the same ship (if a 
commercial vessel). 

Villain is related to  the hero: The characters discover 
the villain is actually a friend or relative. He may be a 
hero5 father or brother or something of that sort. Of- 
ten, the villain is someone presumed dead. 



' V RANDOM ADVENTURE 
EXAMPLE 

Now that the generator has been laid, let us see 
how it works in practice. The following example is 
intended to show GMs just how useful the ran- 
dom generator can be - especially when you 
need to  come up with a Jovian Chronicles sce- 
nario on short notice. 

1. 
2. 

Determine the theme. Rolled a 2, Exploration. 

Determine the goal. Rolled an 1 1 ,  
Neaotiate a Treatv. 

3. 
4. 
5. 

Plot structure. Rolled a 5, Series of Villains. 

Climax. Rolled a 1, Battle. 

Stow Hook. Rolled an 8. Old Enemv. 

6.  
7. 

General Setting. Rolled a 7, Space. 

Specific Settings. Rolled an 1 1  - Infrastructure, 
12 -Mansion. and 3 - Famous Locale. 

a. 
9. 

Main Villain. Rolled a 6, Conqueror. 

Minor Villain. Rolled 1 1 ,  Inquisitor and 3, 
Corrupt Hero. 

Significant NPCs. Rolled and 1 1  - Seducer, a 
nd 12 -Clueless Accomplice 

DangedHazards. Rolled one of each, 
in this case Noxious Gas, Toxin and Exotic. 

Chase. Rolled a 6, Spacecraft. 

Ethical Dilemma. Rolled a 6. Save the Villain. 

IO. 

1 1 .  

12. 
13. 
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3 
I 

i 
1 
i 
I 
i 
i 
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14. Narrative Twist. Rolled a 1 ,  Hero must 
Work with Villain. 

Results can (and should) be discarded if they don't 
fit the developing story arc. Regardless of what 
gets left out, the Gamemaster now has a good 
foundation to start adventure building. 

A group of Nomad scouts has ventured out a t  the 
edge of the distant Oort Cloud to investigate an 
incoming comet that might be easily redirected 
to the Belt, where it will be mined for i ts precious 
water and volatiles. The characters have been sent 
to safeguard an evaluator that will deal exploita- 
tion rights. During the long trip out, however, they 
keep being harassed by mysterious attackers; 
unknown to the characters, the evaluator's per- 
sonal secretary is broadcasting their position by 
sending reports home. The situation is further 
complicated by the secretary's flirtatious nature: 
what will her new beau think when the truth is dis- 
covered? 

When the characters get to the comet outpost, 
however, the place is deserted. All the scouts have 
fallen prey to primitive bacterias that were locked i 

away in the ice and floated away as gaseous spores 
when samples were unfrozen. Before the scouts 
died, however, they had already placed the en- 
gines and triggered them - and now the comet 
is on its way to the inner system, with no one aware 
of the danger it represents! As the heroes try to 
figure out what to do, the villain arrives: he's the 
character's old nemesis, with his famous custom- 
ized mobile baseship. His forces are the ones that 
had been attacking the characters to get them 
out of the way, since he intents to hijack the comet 
to fund his plans. 

Unaware of the biological disaster, he orders his 
force to redirect the comet and get rid of the wit- 
nesses. As the two sides battle for control, the 
characters must convince the villain of the greater 
danger. If they do, he'll team up with them to send 
the comet out to deep space. 

There are several results that are missing from the 
scenario, either because they did not fit or be- 
cause their inclusion would make the plot too com- 
plicated. There are also many elements that have 
little to do with the random rolls but are included 
to make the story flow better. I t  should be kept in 
mind that this system is only meant to produce 
guidelines. The GM's own ideas are far more im- 
portant what the dice tell him to do. 
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.b GLOSSARY 

Aerobraking: a maneuver using friction with an 
atmosphere to decelerate a spacecraft without 
using reaction mass. 

Aeroshell: a heat shield used to protect a space- 
craft during aerobraking or reentry. 

Agora: the seat of the Jovian Confederacy's gov- 
ernment. It is located in the Jovian capital of 
Elysee. 

Airlock: a sealed chamber that can be indepen- 
dently pressurized, allowing movement to and 
from the vacuum of space. 

Albedo: the reflecting power of a non-luminous 
body on a decimal scale of 0 to 1. A perfect re- 
flector would have an albedo of 1, reflecting 100% 
of the light aimed at it. 

Anchorage: space station built into an asteroid. 
Nomad term. 

Aperture: the diameter of the opening through 
which light passes in an optical instrument. 

Aphelion: the farthest point that a body reaches 
in its orbit around the Sun. 

Apoapsis: the farthest point that a body reaches 
on an orbit around any other body; the "generic" 
root of "aphelion" and "apogee." 

Apogee: the highest point that a body reaches in 
i ts orbit around a planet. 

Asteroid: small celestial body composed of metal, 
rock, ice, or any combination of the above. 

Asteroid Belt: the region of space extending from 
approximately 2.2 to 3.3 AU from the Sun. Most 
of the asteroids orbit within this zone. 

Astronomical Unit (AU): a unit of measure based 
on the distance from the Earth to  the Sun. It is 
equal to 1,49 x 10A8 km and is commonly used 
for interplanetary flight. 

Attitude: the orientation of a spacecraft to a given 
frame of reference. 

Axis: an imaginary line around which a body ro- 
tates. 

Barbecue Mode: a slow rolling maneuver that 
improves heat distribution on the skin of a space- 
craft. 

Beam Cannon: see Particle Cannon. 

Belt, the: common name for the Asteroid Belt. 

i 

Bulkhead: a structural wall inside a spacecraft. 

C Asteroid: carbonaceous asteroid, rich in organic 
matter, water-soluble salts, magnetite and clay 
minerals. They dominate the outer asteroid belt. 

Caldera: a type of volcanic crater caused by the 
collapse of the ground after a powerful eruption; 
common on Venus and lo. 

Central Earth Government and Administration: see 
CEGA. 

CEGA: acronym for Central Earth Government and 
Administration. I t  is the ruling body that controls 
much of the Earth system. 

Colony Cylinder: a huge, self-contained space sta- 
tion between 25 and 40 km in length, slowly ro- 
tating to  generate one gee of gravity on the in- 
side surface. 

Cryogenic: very cold temperatures. 

Cyclers: space stations or converted asteroids 
placed on a solar orbit that takes them close to 
two planets every few years. Used as cheap but 
slow spacecraft with no need for fuel. 

Deck: the floor level of a room, generally oriented 
toward the engines. 

Delta V: change in the velocity of  an object. 

Deorbit Burn: a rocket thrust which reduces the 
orbital velocity of a body to lower i ts altitude, 
generally in preparation for reentry or landing. 

Departure Velocity: the relative velocity of a space- 
craft once it leaves a celestial body's gravitational 
field. Also known as hyperbolic velocity. 

Deployment: releasing a payload or daughter craft 
to space. 

Doppler Effect: the apparent change in the wave- 
length of light according to the motion of the body 
emitting it, in relation to  the observer's position. 
It is used to calculate the velocity of a moving 
object. 

Eccentricity: the measure of how well an orbit com- 
pares to  a perfect circle; an eccentricity of 0 is a 
perfect circle, 1 is a parabolic orbit and greater 
than 1 is a hyperbolic orbit. Most planets have 
very low eccentricities, with Mercury and Pluto 
being the most extreme examples. 

Ecliptic: the imaginary plane on which much of 
the solar system rotates; it is defined by the orbit 
of the Earth around the Sun. 

ECM: acronym for Electronic Counter Measures, 

i 



A a set of devices intended to confuse enemy sen- 
sors and communications. 

Elysee: the capital of the Jovian Confederation. 
It’s a giant colony cylinder of the closed ”Vivarium” 
type, in a very high orbit around Jupiter. 

Escape Velocity: the minimum velocity an object 
must reach to escape from the surface of a plan- 
etary body. 

ESWAT: acronym for Extra Special Weapons And 
Tactics, groups of highly trained policemen 
equipped with exo-suits to  face down heavily 
armed criminals. 

EVA: acronym for extra-vehicular activity, more 
commonly known as a space walk; going outside 
a craft in a space suit (called ”going EVA”). 

Exo-Armors: large personal armors, standing 
around fifteen meters high and piloted from a 
cockpit usually located in their chest area. 

Exo-Suits: also known as powered armors, or pow- 
ered suits, they are smaller counterparts of the 
exo-armors. They are worn by their pilot and gen- 
erally stand between two and three meters tall. 

Floaters: secretive, giant ”gas bag” creatures liv- 
ing in Jupiter‘s atmosphere. They are about as in- 
telligent as a whale and can communicate with 
one another through electronic impulses. 

Flux Tube: charged particles flowing from two 
space bodies along the larger one’s magnetic field 
lines. A good example is the one linking the poles 
of lo and Jupiter. 

Gee: a measure of acceleration, the gee (also 
noted as simply g) is equal to the pull exerted by 
the Earth a t  sea level. It is equal to 9.8 m W 2 ,  
though the rounded value of 10 m/sA2 is used for 
most calculations. 

Geostationary Orbit: a high orbit above a planet 
or other celestial body that matches the body’s 
rotation rate. Anything following the orbit will thus 
remain constantly above the same spot. Gener- 
ally used for communication or surveillance satel- 
lites. 

Gravity Wheel: a large wheel-like structure that 
rotates to provide simulated gravity on its inter- 
nal surface, which serves as the “floor.” 

Gravity Whip: a maneuver whereas a spacecraft 
uses a space body‘s momentum to boost or re- 
duce its velocity without expending reaction mass. 

Heliocentric: an orbit centered about the Sun. 

i 

I Hohmann Transfer Orbit: an elliptical orbit where 
one end is tangent to the orbit of the point of 
departure and the other tangent to the orbit of 
the point of arrival. It is the lowest energy path 
from one point to another. 

Hydrazine: a nitrogen-hydrogen compound that . .  I--- ̂ I ̂ ^^_^^^.^^. .C :- ..^^ rl :- y l v a >  UII allalyy W I I e l l  uaLulllpu>llly, I 1  I> u > a u  I l l  

very small (and thus simple) rocket motors. 

Hypergolic Propellants: chemicals that ignite spon- 
taneously on contact with each other; generally 
used in small maneuver engines or in weaponry 
(like the Wyvern‘s bazooka). 

Hypersonic: a speed greater than five times the 
speed of sound. 

Igloo: a temporary pressurized chamber, usually 
a shelter (slang term). 

IGS: acronym for Interplanetary Geographic Soci- 
ety, a scientific group that studies the solar sys- 
tem and its inhabitants. 

Infrared: electromagnetic radiation with a wave- 
length longer than visible red light. 

Integration: assembling payloads or components 
of a spacecraft in a desired configuration. 

JAF: acronym for Jovian Armed Forces, the com- 
bined armyhavy of the Jovian Confederation. 

JAW: acronym for Jovian Armor Works, principal 
exo-armor and weapon manufacturer in the Con- 
federation. 

Kinetic Kill Cannons: a class of weapons cause 
damage by kinetic energy (movement). See 
Massdriver, Railgun. 

KREEP: a rare and valuable type of lunar rock with 
a high content of potassium (chemical symbol: K), 
rare earth elements (REE) and phosphorus (P), all 
extremely useful chemical elements. 

L-I through L-5: Lagrange Point 1. See Lagrange 
Points. 

LAC: acronym for Lunar Aerospace Corporation, 
principal exo-armor and weapon manufacturer of 
CEGA. 

Lagrange Points: five points in space located 
around two bodies that revolve around each other 
in nearly circular orbits; the gravitational forces of 
the two bodies combine with their motion and the 
motion of the points in space to provide regions 
of relative equilibrium a t  which other, smaller bod- 
ies (such as asteroids or colony cylinders) can “con- 
gregate” instead of orbitins ‘ 
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lers, inconveniently - around 
ree points are located on the 
centers of the two large bod- 
:tween the two bodies, L2 is 
le smaller body and L3 is lo- 
larger body; these points are 
Vgely useless except as curi- 
.5 points, however, are stable 
. They are located on the or- 
the two large bodies and are 
ahead" (L4) and 60 degrees 

Laser: acronym for Light Amplification by Stimu- 
lated Emission of Radiation, a laser is a beam of 
coherent light, used for long range communica- 
tion or to superheat and destroy a target. 

LEO: acronym for Low Earth Orbit, a 300- to 600- 
kilometer radius, nearly circular orbit with a pe- 
riod of about ninety minutes for Earth. 

LH: acronym for liquid hydrogen; it's a cryogenic 
fluid which must be kept at extremely low tem- 
peratures. 

Linear Frame: the main control element of an exo- 
armor. I t  looks like an industrial exo-skeleton and 
completely supports the pilot, reproducing his 
every movement. 

LOX: acronym for liquid oxygen; it's a cryogenic 
fluid which must be kept a t  very low temperatures. 

Magnetic Sail (MagSails): a thin ring-like device 
that generates a magnetic field that can be pushed 
by the solar wind and the magnetic field of plan- 
ets. It is a somewhat slow propulsion system, but 
it requires no propellant and is thus very economic. 
Magnetic sails have low field density but occupy 
a large volume of space (in excess of 60 km for 
even the smallest ships). 

Maser: a laser beam composed of microwave ra- 
diation, used as a detection device or (more rarely) 
as a weapon. 

Massdriver: a weapon that uses a series of con- 
secutive magnetic rings to propel a hail of small 
shells to extremely high speeds. Also, a magnetic 
launcher based on the same principles, used to 
accelerate spacecraft and cargo. 

Missiles: self-propelled, self-guided projectiles, 
using sophisticated guidance computers and la- 
ser targeting technology. 

M-Pods: short for maneuver pods, tiny free flying 
spacecraft used to move objects around (slang 
term). 

Denina (LJ). 
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NAS: acronym for Non-Aligned States, a group of 
Earth nations not incorporated within the CEGA 
structure. 

Nomads: colloquial term for groups of people that 
live on asteroids, outside of mainstream human 
society. 

Occultation: the concealment of one celestial 
body by another. 

Odyssey, the: a political crisis that took place in 
221 0 -the 23rd century equivalent of the Cuban 
Missile Crisis, mixed with 9/11. A group of Jovian 
citizens tried to  extract a CEGA scientist and 
ended up running from a CEGA fleet all the way 
back to Jupiter, where the fleet attacked the Jo- 
vian capital before being stopped. Almost led to 
general war in the solar system. 

O'Neill Island: a type of colony cylinder that uses 
glass panels and mirrors to  direct sunlight inside. 
Island Type I is a sphere with agricultural rings at- 
tached, while both Island Types II and Ill are large 
cylinders with reflective mirrors. 

Orbit: the path traced by a celestial body (natural 
or artificial). 

On/: acronym for Orbital Transfer Vehicle, a small 
rocket ship used to move about in orbit. It usually 
lacks the thrust required to  lift up from a plan- 
etary surface. 

Particle Cannon: also known as beam cannon, it's 
a magnetic accelerator designed to shoot ions 
instead of  a solid slug. They cause damage 
through a combination of raw kinetic energy, heat 
and induced electrical charge. 

Periapsis: the closest point that a body reaches 
on an orbit around any other body; the "generic" 
root of "perihelion" and "perigee." 

Perigee: the lowest point that a body reaches in 
i ts orbit around a planet. 

Perihelion: the closest point that a body reaches 
in its orbit around the Sun. 

Plasma: very hot gaseous mix of high-energy elec- 
trons and ions moving freely about. The fourth 
state of matter after solid, liquid and gas. 

Plasma Combustion Chamber (PCC): one of the 
most common types of space propulsion systems 
in use. Using an inert gas or liquid as reaction mass 
(most often hydrogen or water), the PCC enables 
spacecraft to achieve great acceleration for ex- 
tended periods, reducing travel times to  mere 
weeks and, sometimes, mere days. 
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Plasma Lance: a compressed-gas cylinder with an 
ionizer ejector system a t  one end. Powerful cur- 
rent transforms the gas into a giant plasma flame 
that can be used as a cutting weapon. 

Railgun: a weapon that magnetically accelerates 
a single projectile via twin conductive rails along 
the length of the barrel. 

Regolith: loose top layer of soil found on airless 
celestial bodies; it is made up of crushed rock, 
dust and meteor debris. 

Rem: a unit of measure for radiation. 

S Asteroid: stony asteroid, rich in silicates of iron 
and magnesium, feldspar, iron-nickel alloy and iron 
sulfide. 

Screen Generator: a device that protects the ve- 
hicle or space suit on which it is mounted by ei- 
ther absorbing or deflecting the radiation striking 
it. 

Shield Volcano: volcano with a large base and 
gentle slopes created by repeated lava flow; the 
famous Mont Olympus on Mars is the largest one 
in the Solar System. 

Sidereal Period: the revolution period of a satel- 
lite around i ts primary as measured against the 
nearly fixed background of stars. In the case of 
planet Earth, it is equal t o  one year. 

Skyhook: a more feasible kind of "space eleva- 
tor" that allows cargo to be hoisted up into orbit. 
It consists of long tether extending from a low orbit 
space station, down into the upper atmosphere 
and up into space. Hypersonic suborbital planes 
can match velocities with the lower end of the 
tether, just above the atmosphere, to hook up their 
cargo rather than spend the energy and fuel to 
go up to  a full orbit. 

Snowball: slang term for water ice-rich bodies such 
as comet cores. 

Sol: one Martian day, equal to 24.6 Earth hours. 

SolaPol: short for Solar Police, the law-enforce- 
ment agency of the United Space Nations. 

Solar Sail: an extremely thin, highly reflective sail 
that is pushed by light beams (either solar or la- 
ser-generated). It is a slow propulsion system, but 
it requires no propellant and is thus very economic. 
Solar sails are extremely fragile and occupy a large 
area of space (several square kilometers for even 
the smaller ships). 

Solar Wind: the sleet of charged plasma from the 
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totype was built on Mars, the lower gravity mak- 
ing it less difficult to design, but it was destroyed 
in 2210. 

Specific Impulse: a measure of the performance 
of rocket engines; it is the number of seconds an 
engine will supply one kilogram of thrust on one 
kilogram of fuel. The higher the number, the more 
efficient the engine is. I t  is often abbreviated as / 

SPS: acronym for Solar Power Satellite, these are 
used to gather sunlight and convert it to electri- 
cal power ready to be beamed to a nearby world 
or colony. 

SSTO: acronym for Single Stage To Orbit - a 
spacecraft that does not need to discard boost- 
ers or other rocket stages to reach orbit from a 
p I a n et's surface . 

TAU acronym for TransAtmospheric Vehicle, an 
aircraft that can fly out into space on i ts own. 

Terminator: the boundary between the illuminated 
("day") and dark ("night") portions of  a planet or 
satellite. 

Transit: the apparent passage of a small celestial 
body across the face of a larger one. 

Ultraviolet: electromagnetic radiation with a wave- 
length shorter than visible violet light. 

United Space Nations (USN): an advisory council, 
the USN is the successor of the 
United Nations. 

Van Allen Belts: radiation zones ( 

ticles trapped in powerful magne 

Venusian Bank: also called Venus 
ful economic corporation, based I 

Vivarium Colony: a type of colony 
closed and protected against radi 
coat of rocks or armor, relying on i 

ning along i ts  axis to  provide illurr 
used by the Jovian Confederatior 

Zocalo: Nomad marketplace/carn 
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V FICTION 

'Hard' science fiction is a well-known segment of 
the whole SF continuum. Famous authors such as 
Arthur C. Clarke, Isaac Asimov and Robert A. 
Heinlein have published many novels in which the 
physical laws of  the universe are not only re- 
spected (for the most part) but used by the he- 
roes to escape whatever plight they might find 
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themselves into. Obviously, this section could take 
up several pages. The following books are 
sugegsted because they are set in worlds with 
about the same level of technology as the [[Jo- 
vian Chronicles]] universe. 

Clarke, Arthur C., The Hammer of God. The crew 
of the space ship Goliath race to  prevent an as- 
teroid from hitting the Earth. Apart from the 
'brainman' technology, it gives a good idea of life 
aboard a deep space vessel. Also from Clarke, The 
Fountains of Paradise, for ideas on skyhooks, and 
the seminal 2001: A Space Odyssey and sequels. 

Heinlein, Robert A., Have Space Suit, Will Travel. 
A young man wins a space suit and is subsequently 
kidnapped by aliens. Though the latter part is not 
very useful, the book does a wonderful job of 
describing a space suit and what it feels like to 
use one. 

Robinson, Kim Stanley, Red Mars (and i ts sequels, 
Blue Mars and Green Mars): the trilogy that will 
remains as the story of the colonisation and sub- 
sequent terraformation of the red planet. A bit 
technical, but well worth your time. 

Steele, Allen, Orbital Decay: a very realistic look 
a t  near future space industrialisation, this novel 
follows the lives of the beamjacks who build 
powersats in high orbit. Also from Steele, check 
out Lunar Descent (a sequel of sort), The Tran- 
quility Alternative (an alternate world story with 
well-described space hardware) and the short story 
collection Rude Astronauts. 

Sheffield, Craig, Cold as Ice. A novel set among 
the Jovian societies, which explore themes such 
as life in space and uncontrolled scientific research. 
Highly suggested for ideas for a Jovian Confed- 
eration-based campaign. 

V ELECTRONIC RESOURCES 

There are a lot of space-related resources and 
documents on the World Wide Web. Here are a 
few permanent Web sites worth checking out. 
Web searches can also be done with keywords 
such as 'space travel' or 'space colonies,' which 
will yield many more links. 
The Dream Pod 9 Web site http:www.dps.com 

The official NASA homepage hw:www.nasa.gov 

The Jet Pmpulsion Laboratory http:www.jpl.nasa.gov 

The National Space Society http:www.nss.org 
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